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abilities your survival may hinge upon. 
Pris 


 HumMAN Form 


A Link’ most versatile form is his normal, everyday 
self, In human form, Link can wield a sword and defend 
himself with a shield. He also has access to all of the 
different items and tools he has acquired during his 
travels, which are often used to overcome a variety of 
obstacles. Most importantly, Link can talk to people he 
meets while in human form. 


WALKING AND RUNNING 


A Push © in any direction to make Link run in that 
direction. Gently push © to make Link walk, which is 
handy when navigating narrow ledges and the like. 
JUMPING 
> No specific 










Re button is required 
= to make Link 
© jump; simply 
< z run off the edge 
; a 





of any ledge or 
precipice and 


G 


Link automatically leaps into the air. Practice jumping 
about with Link early in the adventure to get a feel for 
how far he can travel through the air. 


BEFORE MAKING A TRICKY JUMP, ALWAYS 
pReEsS @) TO CENTER THE CAMERA BEHIND 
Link. THIS ALLOWS YOU TO LINE 
UP THE JUMP PROPERLY AND RUN 
STRAIGHT AHEAD. 


exploring the shadowy caverns and uncharted corners of Hyrule, survival 
never guaranteed. Link’s world is full of all sorts of dangers, and the first step to 
~ ensuring a long life in the adventuring business is to master all of the moves and 
















ROLLING 





> While running, press ® to make Link % 
tuck and roll. This simple move causes 
Link to move a bit faster, so it’s common 
to roll over and over when traveling long 
distances on foot. Link is also a much 
smaller and more agile target when 
rolling, so abuse this handy maneuver 
when you need to quickly move out of harm's way. 










<< Now we're getting to the good stuff! 
Link lives in troubled times, where 
knowing how to defend oneself is one of 
the most vital skill sets to master. Let's 
take a look at the many offensive and 
defensive moves that are available to 
Link in his human form. 














2) TARGETING 





> This is where it all begins! Targeting 
hostile creatures is absolutely vital to 
succeeding in combat. Whenever you 
encounter a creepy creature, press and 
hold @ to target it. Link’s attention then 
becomes focused on the enemy, keeping 





it in his view at all times. 





A Understand that Link’s A The function of ® also changes 
movements revolve around his when you're targeting an enemy. 
current target. When you push O While moving to one side or the 

to move about, Link now sidesteps other, pressing ® causes Link to 
around his targeted foe. perform a quick lateral hop. This is an 


effective way to avoid linear attacks, 
and can even help you flank your foe! 







> Holding @ to target is 
also how you raise Link's 
shield to defend against 
incoming attacks. Blocking 
with a shield can be 
extremely useful, especially 
when you're faced with 

a new enemy whose attacks are unfamiliar, or when up against 
overwhelming odds. Link can defend just about any attack by 
blocking; don't overlook this handy ability! 


> Press ® while 
moving backward 
to execute a hasty 
retreat in the form 
of a backflip. This 
is a fast way to 
put some distance 
between you and 
your target. 







second to none while @) 
targeting! Lock-on to an 
enemy and then use any 

» long-range item, such 

as the Slingshot, Gale 

~ Boomerang, or Hero’ Bow. 
The attack flies straight at the enemy, almost always finding its 
mark! This is much easier than manual aiming, which there often 
isn’t time for during the thick of battle. 


Jump ATTACK 

}> Once you've targeted an 
enemy, remain stationary 
and press ® to make Link 
leap forward and execute his 
powerful jump attack! This 
move works great against 
flying enemies, but it leaves 
Link open to counterattack for a few seconds. Use the jump attack 
only when you see an opening, and avoid using it when enemies 


swarm in. 


Sworp ComsBos 


< Swing the Wii 
Remote back and 
forth to make Link 
draw his sword and 










begin hacking and 


™ to tear through your 
foes. Remember to @ target your enemies to take the guesswork 
out of aiming! 








> Link can also execute a - 
running barrage of sword 
strikes. Start running, then 
begin swinging the Wit Remote 
to make Link slash from side to 
side. This is a fast way to cleat 
out fields full of tall grass, or to 
soften up groups of enemies before making a more calculated assault. 


SPIN ATTACK 

} This ferocious 360-degree 
sword strike is Link’s bread 
and butter when enemies 
swarm in, Shake the Nunehuk 
to make Link spin around 
with his sword arm extended, 
slashing through everything 
















nearby. The range on this attack is surprisingly long, allowing you to 
eliminate whole groups of enemies with a single attack. 


AFTER PERFORMING THE SPIN ATTACK, YOU MUST WAIT 
A FEW SECONDS UNTIL IT RECHARGES. LINK’s SWORD 
] FLASHES AND THE DISTINCTIVE SOUND OF STEEL BEING 
DRAWN EMANATES FROM THE Wil REMOTE’S 
SPEAKER WHEN THE MOVE IS ONCE AGAIN 
LEG 
A AVAILABLE. 










ENpDING Blow 

> Link encounters a fearsome- 
looking Spirit Wolf on his way 
to the Forest Temple, but the 
wolf isn’t a threat. Instead, it 
transports Link to an ethereal 
realm, where the skeletal form 
of the Hero’s Shade materializes 
and teaches Link his first Hidden Skill, the ending blow. 








A The ending blow allows you to quickly defeat a tough enemy that 
you've knocked to the ground. When this move becomes available, the 
“Finish ®” icon appears at the bottom of the screen. Quickly press ® to 
execute the ending blow; Link leaps through the air and comes crashing 
down on his target, sword-point first! No matter how much fight a 
monster may have left, the ending blow ensures that its lights go out! 

_ THE ENDING BLOW 1S JUST ONE OF SEVEN INCREDIBLY USEFUL 
. HIDDEN SKILLS THAT LINK CAN LEARN OVER THE COURSE 
OF THE ADVENTURE. REFER TO THE WALKTHROUGH 
SECTION TO LEARN WHEN AND HOW TO ACQUIRE 


EACH ONE, INCLUDING DETAILED TIPS ON HOW 
THEY'RE BEST USED. 

















< Aasbvolk Link has access to a whole 
new range of talents and abilities, but he 
loses many of the skills he possesses in 
human form. While he can still walk and 
> run about as normal, Link cannot wield 

§ a sword or shield or tse any items; wolf 






ee. > paws weren't designed for such work! It's 
also impossible for wolf Link to speak with humans he meets; they usually just 
cowet in fear, not understanding that he’s really a heroic, good-natured kind of 
wolf. But these are small prices to pay for the sheer thrill of letting one's inner 
animal run free! 


DASHING 

> Walking; running, and 
jumping remain exactly the 
same between Link’s wolf and 
human forms, but his bipedal 
roll ability becomes replaced 
bya short dash that works in 
much the same way. Press ® 

* while running to dash forward 
a few paces, getting an extra 
boost of speed to help speed up travel and avoid hostile attacks. 









DasH JUST BEFORE RUNNING OFF A LEDGE TO JUMP A BIT FARTHER 
THAN NORMAL. 


<< Being a wolf has its advantages. 
In wolf form, Link has access to 
heightened senses, which he can turn 
on and off at will. Press {P or SF to 
activate and deactivate Link's lupine 
sense view and see the world in an 
entirely new way. 


< As you might expect, Link’s wolf 
sense has a variety of different uses. 
With sense view engaged, he can 
follow scent trails, become aware of 
invisible characters and enemies, and 
even detect soft spots in the ground 


where items lie buried! 


DiGGING 

> Allkinds of neat things 
end up in the soil: Hearts, 
Rupees, you name it. 
Whenever Link's wolf sense 
detects a soft patch of earth, 
he sees the area as a dark, 
shimmering circle, which 

is known as a dig spot. 
Approach a dig spot and the 
“Dig Se” icon appears at the bottom of the screen. Press to dig into the soil 
and excavate whatever goodies were buried there. 








<< Some dig spots 
appear larger than 
others. These large 

B, dig spots indicate an 
}) underground route 
™ that can be used to 





reach a new area, 
Tunnel into large 
dig spots and see 
§ where you end up! 





MiDNA-JUMP 
> Midna finds it 
easier to control 
Link when he 
travels in wolf 
form. At certain 
areas in Hyrule, 
she can help 

him leap great distances to reach new areas and progress 





through the environment. Whenever this is an option, an 
icon of Midna’s head appears at the bottom of the screen, 
and a giggling sound emanates from the Wii Remote's 
speaker. Press 9p to summon Midna and initiate a 
Midna-jump. 

< Midna zips 
over to the ledge 
you can leap to. 
Hold @ to target 
her, then press ® 
to have her pull 





you across the 
wide gap. Sometimes you can make multiple jumps in 
quick succession; just keep holding @ and pressing ® 
until you reach the end of the line. 


How inc 
> When Link 
assumes his 
lupine form, 
the spirit of 
the wolf runs 
deep within 
him. While 


standing near 





certain objects, such as Hawk Grass or a Windstone, 
the “Howl ©” icon appears at the bottom of the screen. 
Press ® to begin listening to the object's tune, then use 
© to howl along, imitating the pitch of the notes that 
form the song. Do so correctly and something special 
will happen! 


HOWLING THE TUNE OF HAWK GRASS 

=. SUMMONS A HAWK, WHICH LINK MAY 

. SPEAK WITH IN HIS WOLF FORM. HAWKS 

USUALLY HAVE HELPFUL ADVICE, SO 
CALL ON THEM WHENEVER YOU 

2) NEED A TIP! 



















HOWLING THE TUNE OF A WINDSTONE SUMMONS A SPIRIT 

Wowr AT A CERTAIN PLACE IN HyRULE. EACH WINDSTONE 

. SUMMONS A CERTAIN Spirit Wot, WHO YOU 

) MAY THEN VISIT TO LEARN A NEW HIDDEN SKILL! 
REFER TO THE WALKTHROUGH SECTION FOR 

“a THE LOCATIONS OF EACH WINDSTONE 
AND Spirit WOLF IN THE GAME. 







SPEAKING Wiis ANIMALS) 


> Link's wolfish 
appearance frightens 
most humans, but 
animals are a bit more 
intuitive and don’t scare 
so easily. As a wolf, 

Link can speak to all 
manner of woodland creatures, including Cuccos, squirrels, 
frogs, ducks, and more! When traveling in Link’s wolf guise, 
Speak with every animal you see for unique advice and offbeat 
conversations. 


Wor Form ComBar 


Wolf-based combat is surprisingly similar to that of Link's 
human form. Though you have no sword or shield, Link is far 
more agile as a wolf, and his razor-sharp claws and fangs cut as 
swift and sharp as nearly any sword. Targeting also works just 
the same as it does when Link moves about on two legs; hold 
@ to keep a lock on your foe, and your movements become 
relative to the current target. 


Jump ATTACK 





< Link’s patented 
jump attack 

gets a nasty new 
twist when he 
employs it asa 
wolf, Instead of 


somewhat slow) 
leaping strike that human Link performs, wolf Link springs 
through the air with great speed, snapping his fangs around his 
adversary! If the initial bite doesn’t defeat the enemy, you can 
usually rapidly press ® and make Link chomp away four or five 


more times! 


Bite ComsBos 
> Links 
standard 
sword barrage 
is replaced 

bya series of 
vicious bites 
when you 
wiggle the Wii 
Remote in 
wolf form. These quick nips have a shorter range than the human 
form sword strikes, but they're a bit faster to execute. 








iG A WEAPONS & Eqt 


SPIN ATTACK ° 
» Even without the cutting 
edge of Link’s sword, this wolfish 
spin attack is.an extremely 3 
powerful and versatile combat 
maneuver, Employ it when faced 
with multiple enemies, or as an 
addition to other wolf-based 


A FEW SECONDS BETWEEN EACH USE TO LET THE ATTACK 
RECHARGE. 


ENERGY FIELD 

> When youre feeling the urge 
for widespread destruction—and 
in Link's wolf form, you should 
always be feeling this urge—press 
and hold ® to charge up a 
crackling energy field. A circle of 
pure energy encompasses Link, a 
automatically targeting each nearby enemy, Release ® to make Link fly 
about, ripping through each targeted enemy in turn. Few monsters can 
withstand the might of this brutal assault! 













IN WOLF FORM, THE AREA-EFFECT ATTACK IS THE BEST WAY TO. 
) DEAL WITH THOSE PESKY TwiLIT MESSENGERS. DEFEAT ALL 
BUT TWO OF THEM, THEN TARGET BOTH INSIDE AN AREA- 


Ui EFFECT ATTACK TO DROP THEM FAST! 
RIDING EPONA 


<< Hyrule is a vast land filled with 
dangerous creatures—not exactly 
the kind of place you want to. be 
exploring on foot! Fortunately, 
> you usually have the option of 
riding Link's faithful steed, Epona. 
Venturing through fields of Hyrule 
on horseback is the only way to go; it’s faster, safer, and way more fun! 


NEEDLESS TO SAY, YOU CAN'T RIDE EPONA IN WOLF FORM! 


<< Approach 
Epona and press 
® to climb onto 
her back. Press 

® again while 
stationary to slide 
back down to the 
ground, And if 

» youre in a hurry, 
approach Epona from the rear and press @; Link ie! into the saddle 
and dashes off at great speed! 




































BCP are, 























































the bottom of the 
screen. These let 
you know how 
“many times-you 
can press ® to make Epona dash forward at high speed. 
Each time you press ®, one of the spur icons disappears. 
The icons regenerate oyer time, but try not to waste 
them; you never know when you might need that extra 
boost of speed! 





> Epona won't 
run off cliffs or 
sudden drops, 
but she'll happily 
bound oyer short 
obstacles. When 
approaching a 
low wall, fence, or gate, press ® to spur Epona and make 
her gallop at high speed. Run straight at the obstacle you 
wish her to leap, and Epona gracefully jumps over it in 
stunning fashion! 


< Controlling 
Epona isa bit 
tricky at first. 
This lady likes 

) moving forward, 





nd fast; turning 





EEN! 





Reading signage 











Lifting pots, rocks, and other objects 


and backing up aren't exactly her favorite maneuvers! Gently press © backward 
to make Epona back up slowly. Press O backward with more force to make her 
neigh and spin around 180-degrees. 





HorseBAck COMBAT 


Geen 





< Fighting your foes on horseback 
while galloping along at high speed 
across a vast, rolling plain; what 
more could you ask for? Link's sword 
» works wonders from horseback. 
Make him slash to either side by 

© swinging the Wii Remote, or 

execute a powerful horseback spin attack by shaking the Nunchuk! 


> While @ targeting canbea G 
help during horseback combat, 
it's not quite as useful as it is 
on foot. That's because Epona 
is oblivious to your target and 
won't chase after it; only Link’s 
attention becomes focused on 
his prey. Still, if you want to 
launch a long-ranged assault, 
there's no better way to ensure hits than to target your enemies with @! 





> Epona isn’t without offensive Jf 
capabilities, either. Steer her 
into an enemy and she'll bump 
it, doing a bit of damage, Hit 

® to spur her along and she 
smashes through foes, knocking 
them clear out of the way! 








The environment plays a big role in determining the actions Link can perform at any given time. We've covered the basics; now let’s explore 
the many different situational moves and actions Link may perform based off his current surroundings. 


7 SG a L \ , ‘4, Link can interact with a variety of different enviro tal objects. All of these actions 
ComMMOoN INTERACTIONS) 1 interact wi variety ifferent environmental objects. of these actions 


are initiated in the same way: by moving close to the object and then pressing ® to 
interact with it. Here are some of the many actions Link can perform in this manner: 


Le blocks 


Opening doors 










< Link’s world is vast in all 
dire€tions, including up and down: 
Very few areas in Hyrule are 
completely flat; just about every 

so) Overworld region and dungeon 
chamber features something that 
can Link can climb onto. No special 
button presses are required to make Link grab hold of a ledge, ladder, or 
collection of vines. Simply move Link toward any of these objects and he'll 
perform the appropriate action automatically. 


> Move Link toward a low block or 
ledge and he'll automatically vault up 
onto it. If the ledge is a bit too,high, 
Link may jump up and grab onto 

its edge. Then press the appropriate 
direction to make him climb up the 
rest of the way. 


> While hanging from the edge of 

a ledge, you can make Link shimmy 
sideways in a hand-over-hand fashion. 
This can be useful when you need 

to cross a ledge that’s too narrow to 
stand atop. 


<< If you want Link to drop off a 
ledge instead of leap, push O gently 
so that he walks over the edge. Link 
automatically spins as he falls and 
grabs hold of the ledge on his way 
down. Then press ® to drop to the 
ground, or move O in the appropriate 
direction to shimmy sideways, or climb back up. 





> When climbing ladders and vines, 
simply use © to move about. Link’s 
not the fastest climber, but he gets to 
where he’s going eventually! If you 
decide not to make the trip, press ® to 
let go and drop to the ground below. 





YOU CANNOT ATTACK OR USE ANY ITEMS WHILE CLIMBING 
OR HANGING FROM A LEDGE. 


> Once you 
acquire the 
Clawshot, you can 
scale vines much 
faster than normal. 
Target a patch 

of vines with the 
Clawshot and then 
fire to zip up as far 
as you can. 


’ from one ledge to the next! 














Equirment & 










ladders and vines 

in wolf form, but 

he can grab hold of 
ledges if need be. 
This is especially 
useful when jumping 














< In wolf form, 
Link has the 
advantage of being 
able to traverse 









snare cERIT 






® wire-thin tightropes 
Bama) with exceptional 
~~ balance—an ability 
he’s never mastered as a human. Use this trait to your 
advantage to help reach otherwise inaccessible areas, 


WATER AND SWIMMING 


> Linkis an 
accomplished 
swimmer. When 

he enters a deep 
body of water, he 
naturally begins 
swimming about its 
surface. Press ® to make him swim a bit faster. 









< Link canthold aed & 
his breath for long 
and won't dive 
underwater on his 

} own at first. Once you 
find the Iron Boots, 
you can put them on 
to make Link sink to the bottom of the ocean floor, Keep a close 
eyeon Link’ oxygen meter when you do this, however. The 
gauge rapidly depletes until you return to the surface, and it’s 
lights out for Link if you don’t get there in time! 















A Once you acquire the Zora Armor, Link can swim 
about underwater like a fish. He no longer runs out of 
oxygen and can dive down as deep as he pleases. 








underwater actions, ~ 

Link must don his Iron 

Boots so he can stand 

up straight on the ocean 

floor. With the Iron 

‘oots equipped, Link can 

‘open aeteced treasure chests, use Water Bombs to clear away 
underwater Bomb Rocks, lift sunken rocks and pots, and so on. 


pone Drops S AND) 
Sr ORT: STOPS 


> It dba t take long for 
Link to encounter areas of 4 
the Overworld that are so 
high up that a fall would 
be fatal. In most cases, 






when Link plummets into 
a bottomless chasm, he’s 
© returned tothe point from which he fell, with one less Heart in 
7 his Heart meter. 









BEING RETURNED TO THE POINT FROM WHICH 
YOU ENTERED THE CHAMBER. 


> Not every fall is a fatal 
one, of course. A long 
drop onto solid ground 
may sting a bit, but it 
usually isn’t fatal. In fact, 
Linkcan plummet quite a 
surprisingly long distance 
before the impact starts to inflict damage. 





HOLD O FORWARD TO MAKE LINK ROLL WHEN 
HE LANDS. THIS OFTEN SOFTENS THE IMPACT, 


Life RESULTING IN NO LOSS OF HEALTH! 


FIRE AND LAVA, 


< Link 
starts feeling 
the heat 
when he 
nears the 

f top of Death 
Mountain. 
Fire becomes 





an enemy all 
itself, with giant flaming boulders cascading down all around 
him. But things really get toasty once Link enters the Goron 
Mines, where lakes of lava and columns of searing flame are all 
too’common. 



















<< Running into a fiery spire 
is never a good idea, but taking 
the plunge into a molten 
inferno is about the worst thing 
that can happen! The effect is 
yery similar to slipping into a 
bottomless pit; Link restarts at 
the point from which he entered the chamber, sans two Hearts: 







> It may seem obvious that 
items made of wood are 
flammable, but the reality can 
be shocking when your Wooden 
Shield unexpectedly burns. 

up due to a nasty dose of a 
Dodongo’s flame breath! Make 
sure to bring a metal shield when exploring areas in which fire is part of 
the natural feng shui. 


WAKING 
> It's everywhere, and although 
you can't see it, you'll eventually 
learn to respect the raw power 
displayed by a forceful gale of 
wind! Depending on the current 
situation, powerful drafts can 
be obstacles to overcome, or 
methods of reaching otherwise inaccessible areas. When faced with an 


overwhelming gust of wind that’s blowing you away, slap on those Iron 
Boots and do your best to hang in there! 





) THE Wino 





< Looking to rise to new 
heights? With a Cucco or an 
Oocea at hand, updrafts become 
| virtual elevators, allowing you to 
reach tall platforms and progress 
) to unexplored areas. Handy! 





SNOW AND Cov 


<< Some areas of the Overworld are 
hostile by themselves, with or without 
the monsters that lurk there! Peak 
Province is one such place. The icy 
waters you must traverse in the entry 
), area aren't meant for swimming. 
Dont even try it! 









|) TRAVERSING DEEP SNOW IS SLOW GOING IN HUMAN FORM. 
CHANGE INTO A WOLF TO DASH ALONG MUCH FASTER! 


> Naturally, monsters who give 
off a freezing aura are similarly 
chilling encounters. Being 
touched means getting frozen 
for a few moments, during which 
your health slowly melts away. 





Keep your distance from such 
cold-hearted foes and do your best to ayoid this frosty fate! 


P hae A 





Gummi 92 
Oo Feo) 
Common items are everywhere. Find them 
by smashing open pots and crates, cutting 
down tall grass, lifting rocks, and so on. You 


can also purchase some common items from 
various shops. 


ARRows 
Arrows provide ammunition for the 
Hero's Bow. You can't fire the Hero's 
Bow without them! 


FAmRuES 
Fairies are tiny, helpful creaturesthat 
replenish up to eight Hearts when you 
touch one. Capture a Fairy in a Bottle 
to save it for future use! 


HEARTS 
Collect Hearts to replenish Link's 
Heart meter. Each one you grab 
restores one full Heart. 


Rupees 
Rupees are the currency of Hyrule. Collect them 
to store them inside your wallet, then use them 
to purchase items from shops. There are seven 
different types of Rupees: 





Purple (50)  Orange(100) _Silver (200) 


Seeps 
Seeds are used as ammunition for 
the Slingshot. You can collect them 
by smashing the pumpkins at Ordon 
Village or by defeating Deku Baba 
enemies and then breaking apart the large Deku 
nuts they leave behind. 


es CMEC OLLECHIBLE| TEMS MS cs 
CaN YO) 
There are many different types of collectible 
items throughout your adventure. You 
don’t have to hunt these items, but it’s often 
worthwhile to seek them out! 
Fists 
Cast your Fishing Rod's line into deep 
bodies of water to catch some fish! The 
largest fish you catch while bobber- 
fishing are recorded in your Fish 
Journal. There are six types of fish to land; some 
appear only in certain areas: 


@ Greengills @ Hyrule Bass 
@ Hylian Loach @ Ordon Catfish 
@ Hylian Pike @ Reekfish 











Gowen Bues, 


Twelve species of Golden Bugs exist 

throughout Hyrule, and each species 

features maleand female varieties. 

That makes 24 Golden Bugs for you 

to catch! Each Golden Bug you collect is recorded 


in your Golden Bugs chart; give them to Agitha at ~ 


Castle Town for huge rewards! 7 


Pueces op HEART 
Forty-five Pieces of Heart are 
scattered across the land. Seek them 
out while exploring the Overworld 
and delving into dungeons. Some 
people will give you Pieces of Heart as rewards for 
good deeds. Collect five Pieces of Heart to form 
anew Heart Container and extend Link's Heart 
meter by one full Heart! 


Hearr CONTAINER 
Wuere ro Ger: Varies 
How To Ger: Defeat the bosses of each 
dungeon up through Dungeon 8: 
Palace of Twilight 
Uses: Collect to add another full Heart to Link’s 
Heart meter 


Poe Sours 
A man named Jovani lives in Castle 
Town and sold his soul for a vast 
amount of wealth, becoming cursed. 
When you finally meet Jovani, he asks 


that you find and bring him 20 portions of his soul, 
which are guarded by Poes and Imp Poes—evil 
ghosts that can’t be seen by human eyes! Defeat 
each Poe and Imp Poe you encounter to claim the 
Poe Souls they guard. Though Jovani asks you to 
find only 20 Poe Souls, there are 60 to collect in all! 





The following items are commonly found 
within dungeons. Some of these items are 
optional and simply make exploring dungeons 
a bit easier. Others are required to progress 
through dungeons and reach their bosses. 


Big Key 
The Big Key exists in most dungeons. 
Its purpose is to open the Big Key 
locked door, behind which lies the 
dungeon’s boss. Find the Big Key and 
use it to gain access to the boss chamber. 


Compass 
The Compass shows the locations of 
all treasure chests within the current 
dungeon, along with any objects 
of interest. After you acquire the 
Compass, check your Dungeon Map to find the 
locations of these items. 


_ all the rooms featured in the dungeon. _ 














~ \WAINRONGS fe EQUIEMENT 




















‘The Dungeon Map reveals the ent 
floor plan of the current dungeon. This 
includes the rooms you've visited and 


Combined with the Compass, the Dungeon Map 
can be a great help in determining where you need — 
to go next. ~ 


Oaccoo ann Dosee JR. 


Ooccoo is found within 
many dungeons. Use this 
odd, chickenlike creature 
to warp out of the current 
dungeon so you can stock 
up on items, potions, and the like. When you use 
Ooccoo to warp outside, Ooccoo Jr. travels along 
with you. Use Ooccoo Jr. to warp back into Ooccoo 
so you may continue where you left off. 


Smart Key 
Small Keys are found within most 


dungeons. Use them to open locked 
doors within the dungeon. It's often 





impossible to progress through a 
dungeon without collecting its Small Keys. 


ee ES 
So Opis Fs 


Link finds the following items over the course 
of his adventure. Some of these are gained 
through battle or exploration, while others 
must be purchased from certain shops. 


Aneienr Sky Boo 
Wuere to Get: Eldin Province; 
Hidden Village 


How To Ger: Show Impaz the useless 





Dominion Rod 
Uses: Shad uses it to recharge the Dominion Rod; 
Link uses it to record “sky characters” from owl 
statues 
AsHet’s SKeTers a 
Wuere 10 Ger: Peak Province; jf 
Snowpeak (Entry Area) 
How to Gert: Speak with Ashei 
Uses: Convinces Prince Ralis to give 
you the Coral Earring 


Auru’s Memo 


Wuere to Get: Lanayru Province; 
Lake Hylia 


How to Ger: Speak with Auru 
Uses: Convinces Fyer to send you to 
Desert Province via cannon 
Batt AND Crain 
Wuere to Ger: Dungeon 5: 
Snowpeak Ruins 








How to Ger: Defeat the dungeons 
midboss : 


Uses: Smashes away ice blocks; defeats enemies : 


ss er, 











E Find and open the third 
chest that Yeta marks on 


ip 


© the second Mirror Shard is kept 





_-Wuere ¥0 Ger: Varies 

“How Ger: Purchase from shops; 
Fe knock down Hylian Hornet nests 

~ and scoop remains into a Bottle 
bi “Uses: Fishing ait; health restoration 









Bic QuiveR, 
Wuere 10 Ger: Lanayru Province; 
Castle Town 
How 10 Ger: Win STAR Tent 
minigame, level one 


Big Waury 


)Wuereto Gri: Lanayru Province; 
Castle Town 

How to Ger: Give Agitha her first 
Golden Bug 


Buve Craw Jeviy 
Wuere to Get: Varies 
How to Get: Defeat a Blue Chu, then 
Scoop its remains into a bottle 
Usts: Drink to replenish all Hearts 


: Bre Pomon 
_ Wuere ro Ger: Varies 
How to Get: Purchase from shops 
Uses: Drink to restore all Hearts 


Bowe Bac #4) 
Wuere to Get: Eldin Proyince; 
Kakariko Village 
How to Ger: Purchase from Barnes’ 
Bomb Shop 
Uses: Holds Bombs 


Bome Bac #2, 


Wnere to Get: Lanayru Province; 
Upper Zora’s River 

How 10 Ge: Help Iza by destroying 
rockslides along Zora’s River. 

Uses: Holds Bombs 


Bows Bac #3) 
Wuenre 10 Ger: Lanayru Province; 
Zora’s Domain 
How7o Ger: Destroy the giant 
underwater Bomb Rock in the 
y center of the Zoras’throne room pool 
ip Uses: Holds Bombs 









be i Wi Ger: Vari 
sns the door to the Yeti’s bedroom, where tte a pes hy 


|. Uses: Increases quiver capacity to 60 arrows 


Uses: Increases wallet capacity to 600 Rupees 








Howto. Get: Purchase from shops 
Uses: Destroying Bomb Rocks; 
opening paths; harming enemies 


Bomss; 


How to Get: Purchase from shops; 
find within treasure chests 
Uses: Destroying Bomb Rocks; 
opening paths; harming enemies 
Boru #1) 
Wuenrt ro Ger: Ordona Province; 
Ordon Village 
How to Get: Catch a fish for Sera’s 
cat, then visit Sera’s Sundries 
Uses: Holds a variety of useful items, including 
potions, Fairies, and Lantern oil 
Bommun #2, 
Where to Ger: Faron Province; 
Faron Woods 
How 10 Get: Purchase from Coro 
Uses: Holds a variety of useful items, 
including potions, Fairies, and Lantern oil 
Bomun #3) 
Wnene to Ger: Lanayru Province; 
Fishing Hole 
How to Ger: Bobber-fish in the small 
pool off the west wooden bridge's 
west side 
Uses: Holds a variety of useful items, including 
potions, Fairies, and Lantern oil 
Boru #4 
Wuere to Ger: Lanayru Province; 
Castle Town 
How to Ger: Visit Jovani after 
acquiring 20 or more Poe Souls 
Uses: Holds a variety of useful items, including 
potions, Fairies, and Lantern oil ¥: 
Cusysnom 
Wnenre to Get: Dungeon 3: Lakebed 
Temple 
How to Get: Defeat the dungeon’s 
midboss 
Uses: Latching on to Clawshot medallions and 
vines; reaching otherwise-inaccessible areas; 
pulling distant objects toward you; stunning 
and defeating enemies 


Conau Eaggimcs; 
Wuere to Ger: Eldin Province; 
Kakariko Village (Graveyard) 
How to Get: Show Ashei’s Sketch to 
Prince Ralis 


Uses: Allows you to catch Reekfish at Zoras Domain 


Docror’s Inverce: 


Wuere to Ger: Lanayru Province; 
Castle Town 

How to Ger: Give Renado’s Letter to 
Telma 

Uses: Conyinces Doctor Borville tohelp you track 
down Ilia’s Wooden Statue 


Wuere 10 Get: Dungeon 6: 






















Temple of Time 





How 10 Ger: Defeat the dungeon’s 
midboss 





Uses: Allows you to control the movements of 
certain carved statues, 


including the overworld Owl statues 


Dovsue Cuwsnor 
Wuere to Ger: Dungeon 7: City in 
the Sky 
How to Ger: Defeat the dungeon’s 
midboss 
Uses: Allows you to travel from one Clawshot © 
medallion to the next without touching the ground 


Fauny 
Wuere to Get: Varies. 
How to Get: Move into contact or 
scoop into a Bottle 
Uses: Restores up to eight Hearts; 
when carried in a Bottle, automatically revives 
you if your Heart meter becomes empty 


Fass Journau 
Wauert to Get: Ordona Province; 
Ordon Village 
How ro Ger: Catch your first fish 
with the Fishing Rod 
Uses: Keeps a record of the number, size, and 
types of fish you've caught while bobber-fishing 








Fiseunc Ro 
Waere to Ger: Ordona Province; 
Ordon Village 
How to Ger: Return Ulis lost cradle 
to her 
Uses: Allows for bobber-fishing 


Frog Lure 
Wuere to Ger: Lanayru Province; 
Fishing Hole 
How to Get: Win Rollgoal minigame 


board 1-8 


Uses: Helps you catch fish, including the 
legendary Hylian Loach, while lure-fishing 





Fusep Suapow #1) 
Wuere to Ger: Dungeon 1: 
Forest Temple 
How to Ger: Defeat the dungeon’s boss 
Uses: Helps Midna combat Zant 





Fusep Sapowy #2, 
Wuere to Ger: Dungeon 2: 
Goron Mines 


How to Get: Defeat the dungeon’s boss 





Uses: Helps Midna combat Zant 


Fusep Savoy #3, 


‘Wuere to Ger: Dungeon 3: 

Lakebed Temple 
How to Ger: Defeat the dungeon’s boss 
Uses: Helps Midna combat Zant 





Forest Temple 

How to Ger: Defeat the dungeon’s 
midboss 

Uses: Retrieves distant items and objects; stuns ® 

enemies; activates weathervanes; extinguishes 

torches 


Gianr Boma Bac 


Wuere to Ger: Lanayru Province; 
Upper Zora’s River 





Mow 10 Ger: Score 25 points or more 
at Iza’s Rapid Ride minigame 

Uses: Doubles the storage capacity of all your Bomb 
Bags, including any you obtain in the future 


Gani Quiver 
Wuere 10 Ger: Lanayru Province; 
Castle Town 
How to Ger: Beat STAR Tent 
minigame, level two 


Uses: Increases quiver capacity to 100 arrows 


Guan Wauter 
Wuere to Ger: Lanayru Province; 
Castle Town 
How To Ger: Give Agitha all 24 
Golden Bugs 
Uses: Increases wallet capacity to 1,000 Rupees 


Gowen Bues (Crarr) 


Wuere 10 Ger: Varies 
How to Ger: Catch your first Golden 
“Bug 
Uses: Keeps a record of the Golden 
Bugs you've caught, as well as the ones you've 
given to Agitha 


Goop Soup 
Wuere to Get: Dungeon 5: Snowpeak 
Ruins 
How To Gert: Give Yeto the Ordon 
Pumpkin, then scoop some of his 
soup into a Bottle 


Uses: Drink to restore up to four Hearts 


Gnear Faury’s Tears 

Wuere 10 Ger: Varies 

How To Ger: Visit Jovani after 
collecting 20 Poe Souls; complete 
the Cave of Ordeals; speak with 
the Great Fairy at any province spring after 
completing the Cave of Ordeals 

Uses: Drink to restore all Hearts, and gain a 
temporary boost to attack speed and power 


Hawkeye 
Wuere to Ger: Eldin Province; 
Kakariko Village 
How to Ger: Purchase from Malo 
Mart (only available after you 
complete Malo and Talo’s archery challenge) 
Uses: Lets you zoom in on distant objects; can be 
combined with the Hero’s Bow for precise long- 
range shooting 














~ Wuere to Gi Dungeon 2 







Goron Mines 









How To Ger: Defeat the dungeon’s ; 
midboss 

Uses: Fires arrows over great distances to defeat 
enemies from range or sce out-of-reach 5 — some enemies at 
switches, etc. 


Hero’s Crowes 


Wuere To Get: Faron Province; 
Faron Woods ~~ 

How to Ger: Fill the Vessel of Light 
for Spirit Faron 


v } Swine 10/GEt Varies. 
“How 0 Ger? Purchase from shops 
~ Uses: Keeps the Lantern! is 


brightly 
Uses: Legendary adventuring attire that’s well 


suited to all combat scenarios 7 Lenr Bome Bac 


Hippen Skis (Cevarx) ‘WHERE TO o6 REE Province; 
Upper Zora’s River 





Wuere To Get: Faron Province; 
Faron Woods 


How to Get: Learn your first Hidden 
Skill from the Hero's Shade 

Uses: Keeps a record of the Hidden Skills you've 
learned, detailing how to perform them 


How to Ger: Speak with Iza and agree 
to help clear the rockslides from 
Zora’s River 





Uses: Temporarily gives you another Bomb Bag to 
hold extra Bombs 


Hor Sprinewarer Lerters (Crarn) 
Wuere to Gert: Varies Wuere To Gert: Faron Province; 
How to Ger: Stand in a hot spring Hyrule Field (South) 
and scoop its water into a Bottle; How to Ger: Encounter the Postman 
purchase from the Goron Vendor in for the first time 


Castle Town Uses: Keeps all the letters Link has received so he 
Uses: Drink before it cools to replenish all Hearts; can read them again at any time 

Cooled springwater, and water you scoop from 

rivers, have no beneficial properties Macic Armor 

HynvAn Stmerw Wuere to Ger: Lanayru Province; 
vit Castle Town 

Wuere to Gert: Eldin Province; 

Kakariko Village How To Ger: Purchase from Malo 


Mart Castle Branch 

Uses: While equipped, Link loses Rupees instead 
of Hearts when hit by enemies in combat (also 
steadily consumes Rupees) 


How 70 Ger: Purchase from Malo Mart 


Uses: Legendary shield that can deflect 
most attacks; resistant to fire 


Tuva’s Crrarns (AKA Horse Cart) 


Wuere 10 Ger: Eldin Province; Master SwoRD 
Hidden Village Where to Get: Faron Proyince; 
Sacred Groye 


How to Ger: Show the Wooden 


Statue to Ilia, talk to Impaz, then 
show the charm to Ilia Giants puzzle; pull the Master 
Sword from the ground 





How To Ger: Solve the Event of 


Uses: Restores Ilia’s memory; allows Link to call 
Epona from just about anywhere Uses: Legendary sword of unrivaled power; carves 


through enemies in short order 
Iron Boots 4 


Wuere 10 Get: Ordona Province; Mink 
Ordon Village 

How To Ger: Defeat Mayor Bo ina 
sumo-wrestling contest 


Wuere to Ger: Varies 
How to Ger: Purchase from shops 


Uses: Drink to replenish up to three 
Hearts; two servings are stored in 





Uses: Equip to increase Link's weight, letting him 
activate pressure switches on the floor, sink 


one Bottle 
to the bottom of bodies of water, walk along 
magnetic tracks, and much more Mirror SHARD #2 
Key Swarps, Wuere to Ger: Dungeon 5: Snowe 
Ruins 


Wuere to Ger: Dungeon 2: 
Goron Mines How to Get: Defeat the dungeon's 


boss 


How to Ger: Visit each of the Goron re 
Uses: Helps open the way to the Twilight world - 


Elders within the Goron Mines 


Uses: Collect all'three Key Shards to'assemble the 
Big Key and access the dungeon’s boss ¥ 





Pa 4 












WERE TO GET: Dungeon 5: Snowpeak 

Ruins: 

How to Ger: Find and open the 

* second treasure chest that Yeta 
‘marks on your map 





Superb Soup 


‘Wuere vo Ger: Dungeon 5: Snowpeak 
Ruins ‘ 

_ How to Ger: Find and open the first 

"treasure chest that Yeta marks on 

your map : 


~ Good Soup 


Onvon Sx1e1D, 
‘Where to Get: Ordona Province; 
Ordon Village 
_ How 10. GET: Enter Jaggle’s house; 
dash into the wall to knock down 
‘the shield 


. can'twithstand fire-based attacks 


Orpen Sworn 
» Where To Get: Ordona Province; 
Ordon Village 

How ro Ger: Enter Rusl’s house and 
retrieve it 


through enemies 
Purpue Cry Jeuty 
Wuert ro Ger: Varies 
How to Ger: Defeat a Purple Chu, 
then scoop its remains into a Bottle 
Uses: Drink to either gain or lose 
Hearts (effect is random) 


Quiver: 
Wuere 10 Ger: Dungeon 2: Goron 
Mines 
Howto Ger: Defeat the dungeon's 
midboss. Quiver acquired when you 
obtain the Hero's Bow 





art scoop its remains into a Bottle 





Uses: Can be added to Yeto’s Good Soup to create 





Uses: Can be added to Yeto’ Simple Soup to create 


Uses: Allows Link to block most attacks, but it 





Uses: A standard metal sword that lets Link slice 








Uses: Stores up to 30 arrows for the Hero's Bow 





Drink to replenish all Hearts and... ~. 
_ temporarily increase attack speed and power 


Rep Cry Jeuty 
Wuere to Ger: Varies 
How to Get: Defeat a Red Chu, then 
Scoop its remains into a Bottle 


» Uses: Drink to replenish up to eight 


Hearts 


Renavo’s Lerier, 
Wuert to Ger: Eldin Province; 
Kakariko Village 
How to Get: Speak with Renado after 
completing Dungeon 6: Temple of Time 
Uses: Convinces Telma to give you the Doctor's 
Invoice 


Simpue Soup 
Wauere ro Ger: Dungeon 5: 
Snowpeak Ruins 
How-To Ger: Scoop some of Yeto's 
soup into a Bottle 7 
Uses: Drink to restore up to two Hearts 


Suaane Lure 
Wuere to Ger: Lanayru Province; 
Fishing Hole 
How to Ger: Catch all types of fish 
while lure-fishing; leave the Fishing 
Hole through the main door; return and 
bobber-fish off the northwesternmost bank 
Uses: Attracts fish like pins to a magnet, making 
lure-fishing extremely easy; can help you catch 
the legendary Hylian Loach 


Suncswor 
Wuere to Ger: Ordona Province; 
Ordon Village 
How to Ger: Purchase from Sera’s 
Sundries 
Uses: Fires seeds over long distances; stuns most 
enemies and defeats weak enemies; knocks 
down Hylian Hornet nests 


SPANNER 

Wuert to Ger: Dungeon 4: 
Arbiter’s Grounds 

How To Get: Defeat the dungeon’s 
midboss 

Uses: Lets you ride along Spinner tracks to reach 
otherwise-inaccessible areas; can help you cross 
quicksand without sinking 


Supers Soup 
Wuere to Ger: Dungeon 5: 
Snowpeak Ruins 
How to Ger: Give Yeto the Ordon 
Goat Cheese, then scoop some of his 
soup into a Bottle 
Uses: Drink to replenish up to eight hearts 


















How 10 Ger: Talk to Telma after 
handing her Renado’s Letter 






Uses: Allows access to Doctor 
Botville’s Clinic 
Wessex op Lieut 
Wuere to Get: Varies 
How to Ger: Speak with the spirits 
that reside in each province 
Uses: Stores the Tears of Light you 
acquire after defeating Twilit Parasites 
WAuLEY 
Wuere to Ger: Link has this from 
the get-go 
How to Get: N/A 
Uses: Holds up to 300 Rupees 


Waxer: Bomes; 





Wuere to Ger: Varies 
How to Ger: Purchase from shops; © 
find within treasure chests 
Uses: Destroy underwater Bomb 
Rocks to clear passages, etc. 
Woopen Srseun, 
Wuere 10 Ger: Varies 
How to Ger: Purchase from shops 
Uses: Allows Link to block most 
attacks, but it can’t withstand fire- 
based attacks, 
Woonen Starve 
Wuere to Ger: Lanayru Province; 
Hyrule Field (South Gate) 
How to Ger: Defeat a large pack of ® 
Stalhounds 
Uses: Helps Ilia regain some of her memory 


Weonen Sworn 
Wuert to Get: Ordona Province; 
Ordon Village 
How to Ger: Obtain the Slingshot, 
then visit Link’s house 
Uses: A dull wooden sword that can defeat weak 
enemies 





Worm Baur 
Wuere To Ger: Varies 


How to Ger: Defeat a Bomskit, then 
scoop its remains into a Bottle 
Uses: Bait for bobber-fishing 


Yeuuow Crs Jeuty 


Wuere to Ger: Varies 





How To Ger: Defeat a Yellow Chu, 

then scoop its remains into a Bottle; 

can also be found by the signposts 

and other features in the Fishing Hole 
Uses: Fuels the Lantern, just like Lantern oil 

Zora ARMOR, 

Wuere to Get: Eldin Province; 

Kakariko Village (Graveyard) 

How To Ger: Speak with Rutela after you 
escort Prince Ralis to Kakariko Village 
Uses: Allows Link to swimvand breathe 

underwater, just like a Zora 





Many unique individuals reside in Hyrule and thelands beyond. Some of these beings are kind and § generous; others are cowardly or cruel, L 
encounters lots of new faces over the course of his adventure, and a few familiar ones as well. Here we detail each of the characters hemeets. 





ASHE 
She is around 24-25 years old, and 
one of the members of the resistance, 
Her father was a soldier for the 
Hyrule royal family, but he left 

the kingdom due to trouble with a 
superior. She has learned combat skills from her 
father, and hearing the gossip that the Hylian 
soldiers are weak and powerless, she decides 

to visit the kingdom. Currently, she’s studying 
about a small tribe of Yeti that inabit Snowpeak 
mountain. Stronger than most men, with a slender 
physique, Ashei is a cavalier, but quiet. She favors 
strong, muscular men as companions. 


AuRU: 
Between 60 and 70, Auru is a senior 
member of the resistance, a group 
of people seeking to restore the 
kingdom. Auru used to be the royal 
family’s tutor, then he retired and 
kept his distance. He recognized that something 
unsettling was occurring, so he came back to offer 
his aid. He knows about the royal family, and their 
past history with an ultimately evil entity called 
Ganondorf. Though aged, Auru remains in good 
physical condition and is a very skillful fellow. 


BARNES: 
He's somewhere between 30 and 
40 years old. He lives in Kakariko 
Village and runs a bomb shop. 
Barnes is quick to panic and has a 
blabbermouth, speaking first and 
thinking about it later. This sometimes annoys 
Renado, but Barnes is a jovial fellow and fine 


jester. 
Bem: 


One of the young girls (between 8 
and 11 years old) in Link's village, 
she is the daughter of Hanch and 
Sera, Too grown-up, she’s a sassy 
madam, and she thinks the other 
children in the village are babies. She has a crush 
on you, and she also dreams of a city life, away 
from all these goats. 


Borvitle: 


Borville is the town’s medical doctor 
who has excellent credentials and 

is a regular at Telma’s Bar. Where 
he falters is his bedside manner. He 
has stormed out of the bar when 

he was summoned to diagnose a problem with a 
Zora prince; these aren't his specialty! Some say 
his rudeness to all his patients is actually a defense 
mechanism and that he’s really a coward. 














CHARLO: 
Charlo stands near the goat pens 
and collects donations and offers 
devotions for a charge. Some think 
this is some kind of scam, but to 
those with deep pockets, he offers a 
special reward.... 


Crupiey: 
About 30 years old, Chudley runs a 
very swanky store in Castle Town. 
He looks down on youas if you're 
simply too common to be coming 
into an emporium as elegant as his. If 
you're one of the Hyrule high rollers, though, he’s a 
simpering fool. 


Coun: 
The son of Rusl and Uli, Colin is 
between 7 and 10 years old. He is 
meek, mild, and timid, but good- 
natured, like his parents. The other 
village children look down on him. 
He adores both you and Ilia, and he follows her 
wherever she goes. 

Coro: 
A gatekeeper living in a cottage and 
eking out a subsistence in the woods, 
Coro is content with his primitive 
surroundings. He's between 15 and 
16, and he loves the animals and 
birds of the woodland. City dwellers refer to him 
as a “bumpkin’’ Coro is the younger brother of Iza 
and the older brother of Hena. He’s a little timid, 
but jocular. 


Dareus: 
Leader of the loincloth-wearing 
rock creatures known as Gorons, 
Darbus isa towering and muscular 
figure. Although he has strength 
unimaginable to most humans, he is 
on friendly terms with the nearby villages and wishes 
to create a joint society with them. At least this was 
his goal until a king named Zant transformed him. 
Darbus is between 30 and 40 years old. 


Eupinz 
‘The embodiment of the land of 
Eldin, this magical spirit takes the 
form of a bird and resides in the 
spring near Kakariko Village. It 
seeks the light. 


EPONA: 
Link’ favorite horse, Epona has been 
an integral part of your adventures in 
the past, but she’s now the favored steed 
for rounding up wayward goats at the 
pasture you tend with Fado. Epona is 
resilient but sometimes restless, until Lia soothes her, 


: A friend of yours and around your 
"age (about 17), Fado works with 
































~ FADO: 


you in the same farmhouse. Fado is 
an easygoing, down-to-earth type 
of fellow, but he has a somewhat 
childish side and sometimes goads you into reckless 
behavior, before receiving a scolding from Ilia. 


Faun: 
Somewhere between 20 and 30 years 
old, Falbi is a former circus member 
and is very tall, especially compared 
to the short Fyer down below. He's 
begun a small business awarding 
fabulous prizes for those who can grab a Cucco by 
the legs and pilot it to a small platform down on. 
Lake Hylia. Overly cheerful, he loves to gesticulate 
wildly and coax customers in for a ride. 


FARON: 
The embodiment of the land of 
Faron, this magical spirit takes the 
form of a monkey and resides in the 
spring near Faron Woods. If seeks 


the light. 





PYER: 
Although he looks much older, Fyer 
is between 20 and 30 years old and 
is a former member of the circus. 
Short, hunched, and lazy-looking, 
he’s recently started his own small 
business firing folks from a cannon, although 
there's limited potential on the floor of the lake! 
He's a great mechanic, however, and specializes in 
rebuilding old cannons. 


Ganonpore: 
A leader (and demon thief) of a 
band of thieves who invaded Hyrule 
to hold dominion over the Sacred 
Realm, Ganondorf was a powerful 
magician who used his abilities to 
thwart and terrify. But he was blind to danger, and 
was subdued, and brought to justice. However, by 
some divine prank, Ganondorf had been blessed 
with the chosen power of the gods, and breaking 
free of imprisonment, he escaped into the Twilight 
world. There, his vile influence grew, eventually 
consuming those without the courage or wisdom 
to see through his falsehood, just as it had in the 
world of Light. 





























turned the feline 
0 gold, now 
head. The other cats 
z worried ye sue, 


G "appears to you only briefly. Shaky, 
~ andem itting steam from his head 
~ and back, he is the fourth most 
‘powerful elder in Goron society. He 
"is easygoing and short, and he carries a device to 
help youon your way: 


Gor Coron: 


Gor Coron is an ancient Goron, and 
the most important elder of the four 
senior Gorons living within Death 
Mountain. He is responsible for 
isolating his tribe from the humans 
of the village below, as he doesn’t wish them to 
know the fate of their tribal leader, Darbus. Gor 
Coron partakes in wrestling to judge strength, and 
he opens his heart to you after your victory. He is 
‘easygoing, but he speaks quickly and vigorously, 
commanding fear and respect from his brethren. 
Gor Exizo: 
Countless years have rendered the 
long-haired Gor Ebizo old and frail. 
He is the second most powerful elder jf 
in Goron society. He is also easygoing | | 
and short, and he carries a device 
you need to assemble. His fondest wish, is to work 
with some type of young entrepreneur selling 


wares to adventurers. Perhaps his wish will come 
true some day. 


Gor Lees: 
Another old Goron is the third 
most important one, Gor Liggs, 
* who spends his time listening to 
trancelike, melodic beats in his 
meditation chamber. He doesn’t 
take life too seriously and is a mellow fellow, but 
his attitude shows he has had fascinating life 
experiences. He believes in one love and in the 
potent healing powers of Hot Springs Water. 


Gorons: 


Living inthe Death Mountain area 
are hard-as-stone creatures with 
incredibly thick and tough hides 
adorned with multiple ceremonial 
tattoos. They usually mine and 

sell trinkets down in the Kakariko Village. 

After the twilight descended, the Gorons have 

\ refused to deal with humans and have blocked off 
i S.. communication. 











ee, Bs born of purity 


and light, the Great Fairy exists to 
» support those who cast aside fear and 


demonstrate their courage through 

deeds of selfless valor. Residing 

within the Gerudo Desert, the Great Fairy has 
fashioned a harrowing Cave of Ordeals, in which 
the bravery of those who would seek her aid is put 
to the ultimate test. 


HANeH: 

Beth’s father and Sera’s husband, the 
dejected-looking Hanch is between 
30 and 40 years old. He runs the only 
commodity shop in the village. He 
has a meek and timid demeanor and 
cannot oppose his overbearing wife. He seems to 
be slightly unlucky. 


Henaz: 


Hena is between 10 and 20 years 
old and is sister to Iza and Coro. 
She takes an active and healthy 
enjoyment in fishing, caring for fish 
in her tank, keeping a photographic 
record of the largest past catches, and renting out 
boats (and her advice) to those who wish to fish! 


HERO’s SHADE: 


A spirit covered in armor, the Hero's 
Shade lives in a visionary world and 
teaches the art of weapon-play to you. 
He talks politely and classically, like 
an old-fashioned master of the sword. 


Hyuan Soupiers: 
‘These soldiers comprise the military 
force that protects the kingdom of 
Hyrule. They have fought bravely in 
the past, but once the kingdom fell 
to the twilight, the soldiers became 
fractured. You'll encounter sorrowful mourners, 
cowardly quitters, and the brave knights who still 
wait for a hero to rise. 


Tepaz 


An attractive young woman of 
about 16 years, Ilia is the charming 
daughter of Bo, the mayor of Ordon 
Village. Beloved by all who know 
her and fast friends with Link, Ilia 
is always cheerful and active. Even after falling 
victim to severe memory loss, Ilia’s kind and gentle 
nature never changes. 


IMpaz: 


About 70 years old, Impaz is an aged 
woman living in fear in the hidden 
village where Ilia was locked away. 

It comes to pass that Impaz played a 
part in freeing Ilia. Impaz is the last 
of her tribe, which used to live in this village. She 
is kind and speaks with a thin but firm voice. She 
thanks you profusely for saying her. 














In her 30s, Iza is the eldest of three 
children. Coro and Hena are her 
siblings. She runs a boat rental shop 
in the usually wild rapids of the 
Upper Zora’s River. She is frank and 
open-hearted but is rather gruff. 


JaGeGue: 
The father of Talo and Malo and 
Pergie’s husband, he lives in your 
village and is in his 30s. He's a 
farmer, although he frequently works 
on his hobby: crafting items out of z 
wood, A strong-headed but laid-back fellow, Jaggle 
doesn’t care about the details, and neglects his 
duties to take a nap. 


Jovani: 
About 40 years old, Jovani made 
a deal that was shortsighted and 
greedy, and sold his soul to an evil 
spirit, which has rendered him 
(and his cat) immobile. He asks you 
to reclaim his soul from the Poes. He hopes his 
girlfriend will still remember him! 


Ki, HANNA, AND Masa: 
‘These three 10-year-old girls are 
always out in a group, and they’re all 
in love with the same boy. Whoever 
can muster the nerve to complete the 
challenges inside the tent will win a 
fabulous prize! 















Lanayru: 
The embodiment of the land of 
Lanayru, this magical spirit takes 
the form of a snake and resides in 
the spring near Lake Hylia. It seeks 
the light. 


Link: 
You're a young man who is around 
17 years old. You are a wrangler 
ina quiet village tucked away in 
the Ordon Woods, in a far corner 
of the kingdom of Hyrule. Away 
from Castle Town, you lead a quiet life and are a 
constant source of amusement among the village 
children. You are cheerful and truthful, but with 
a mischievous side, and you're often admonished 
by Ilia, your childhood friend and daughter of the 
village mayor. 





Louise: 
A Persian cat and resident of Telma’s 
Bar, Louise is spoiled by her owner, 
Telma. But she’s always a pleasant 
kitty and could be a great ally if 
you could speak to her in an animal 


tongue. 





About 10 or 12 years old, she is the 
daughter of Renado of Kakariko 
Village. Luda is compliant, polite, 
and reliable, and she acts very 
mature for her age. She is the most 
grown-up of the children. Like Renado, she enjoys 
taking care of children such as Colin. 


Mapame FANADi: 
Somewhere between 40 and 50 
years old (even Fanadi herself 
is unsure, despite her supposed 
powers), Fanadi sits in her mansion, 
waiting for patrons to cross her 
palm with Rupees before she recalls some mostly 
dubious information for them. However, she can 
sometimes be accurate, if you canunderstand the 
doublespeak she mutters! 


Mato: 
The youngest boy in your village, 
Malo is the child of Jaggle and Pergie, 
and Talo’s brother. Oddly mature, 
especially when compared to his 
oyerly excitable brother, Malo is only 
around 4-6 years old. He seldom speaks, but when 
he does, he speaks incisively and sternly as if he were 
an adult. Malo is a true champion of commerce and 
hopes to run a successful store one day. 


Miauyer: 
Things change quite drastically at the 
Chudley’s Emporium after Malo takes 
ownership and opens his Malo Mart 
Castle Branch. Prices plummet, folks 
are more cheery, and the formerly- 
pretentious shopkeep, Chudley, changes his entire 
image; he even changes his name! Now going by the 
handle of Malver, Malo Mart Castle Branch’ #1 
salesperson just lives to see his customers smile, 


A portly but muscular fellow in 

his mid 40s, Bo is the mayor of this 
hamlet and the father of Ilia. He has 
personally chosen you as an envoy 
to send into the kingdom to befriend 
the neighboring villages and countries. He 





cherishes you as if you were his own son. Although 
appearing organized, he’s a little scatterbrained, 
which can cause arguments with Ilia, 


Muna: 
A genie-like pixie with a childish 
proportion, only four feet high. She 
is arrogant and scornful to you and 
seems to be seething with anger at 
an injustice inflicted upon her by evil 
and unknown forces. She is somehow linked to the 
strange twilight that has descended upon the land. 
What are Midna’s real secrets? Who is she really? 














You'd swear Ooccoo must be one-of- 
a-kind—you may even pray it—but 
youd be wrong! Ooccoo.is just one of 
an entire race of beings called Oocea, 
who live high above the clouds of 
Hyrule, in the spectacular City in the Se, The 
Oocca have fallen under hard times ever since 
Zant's evil goons took over their city. Work with 


oY 
) 
| 






them and see what you can do to set things right. y F 


to deliver a message from the Zoras 


Although it’s difficult to tell, Qoccoo 
seems around 40 years old. She lived 
ina great city in the sky, but she fell to 
Hyrule after strange events befell her 
home. She is hoping to find something 
she lost. Although she's short, with baleful eyes, she’s 
friendly and has a great gift for you. 


Oovccoo Jr. 
The bodiless offspring of Ooccoo, gio 
Ooccoo Jr. is a fledgling Oocca with 
mysterious magical abilities. When 
Link needs to quickly exit a dungeon, 
all he needs to do is speak with 
Ooccoo; Ooccoo Jr. then appears and whisks Link 
away so the brave lad can restock his items and 
equipment. 


Oxpona: 
‘The embodiment of the land of 
Ordona, this magical spirit takes 
the form of a goat and resides in the 
spring near Ordon Village. It seeks 
the light. 

PeRcie: 

The mother of Talo and Malo, 
Pergie is married to Jaggle and 
is in her 30s. Due to her slothful 
husband, she’s always working and 
constantly struggling to deal with her 
mischievous sons. But, although she’s tough, she 
loves and supports her brood. 


Puumm: 
A female myna bird that works hard 
at her balloon-popping attraction, 
which she invites only those in 
wolf form to see. Plumm appears 
at two spots in Lake Hylia, ready 
to take your money in exchange for a shot at this 
minigame. She's great friends with Trill. 


Posmman: 
Onward to mail! Hyrule’s one and 
only Postman may seem like an odd 
fellow at first, but no one could be 
more dedicated to bringing folks 
their letters in a timely fashion. 
Lacking any means of transportation, the Postman 
runs about Hyrule Field on foot, carrying out his 
solemn duty; come rain, come sleet, or snow. Later 
in the adventure, Link spots the Postman catching 
breaks ina variety of unusual places, including 
Telma’s bar and'the Elde Inn. 
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queen (his mother) to Princess 
when dark forces waylaid him, Tia 
rescued him. He has received a fine upbringing and 
speaks politely. He is reliable but worries he won't 







~ beable to fulfill his prcataa destiny as the leader 







of the Zora tribe. i ® 
Princess Aci: 


Around 10 years old, Agitha is 

a princess and lives alone in a 
tiny castle in town. She is an avid 
butterfly collector. She dresses in 
cutesy gothic fashions and firmly 





believes she is living in a fantasy world, where she’s 
the queen of the insects. She giggles, is excitable, 
and loves presents, especially if they're creepy and 
crawly! 


Pruncess Zeupa: 
Princess Zelda is about 20 years 
old, and is the queen-in-waiting of 
Hyrule. Her kingdom was taken over 





by a strange man clad in shadow 
armor, who in exchange for the lives 





of her people, banished her to this castle. Zelda 
speaks with an intellectual and serene confidence, 
eyen in this darkest hour. She is strong and brave, 
and she would give up her life to bring peace to her 
kingdom. Like you, she has a strange power, known 
as the Triforce, that only a chosen one can achieve. 


Puruox 
About 20 years old, Purlo builds 
temporary, circus-style tents in Castle 
Town and attracts customers to his 
games, He speaks ina pretentious and 
slightly odd tone. Although he’s not 
obvious about it, his game is so difficult that he’s sure 
no one can claim the large money prize he offers. 


Rewave: 

Somewhere between 30 and 40 years 
old, Renado is the village shaman, or 
priest. He is Luda’s father. He hides 
the children from the darkness inside 
his sanctuary. He is always wise, 
calm, and collected. He possesses experience and 
grace, treating everyone evenly. He talks politely 
to everyone, even children and you. He is a kind- Be 
hearted soul. 2a 


Rusuz 

A resident of Ordon Village, where 
you also reside, Rusl is between 20 
and 30 years old. He is pregnant 
Uli’s husband, and Colin's father. 
Rusl has a frank personality, but he’s 
an honorable soul and many people think of him 
as the village leader. He is the only swordsman 
around. He regards you as his younger brother. 
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+30 yeats old. She and her king 

e d by the mad king of 
shadows, hamed Zant, and her tribe 
was frozen ina deep, difficult-to- 
reach pool in the northern province that shares the 
tribe's naine, She is ethereal and elegant, and seeks 
help for her son. 







SAGES: 

~ Approximately 50 years old, but with 
a strange ethereal power masking 
their true age, there are seven sages 
of ancient times who succeeded in 
capturing the mad warrior magician 
known as Ganondorf, Executing him with a 
ceremonial blade, they attempt to keep the world 
of Hyrule at peace. They don’t possess physical 
bodies, and have graceful, poetic movements. 


SERA: 

The mother of Beth and wife of 
Hanch, Serais a rotund and jolly 
lady of 30-something years old. 
However, she can be unpleasant and 
haughty to her husband, Hanch. She 
loyes her cat very much; in fact, many in the village 
say she treats her cat better than her husband. 


SHAD: 
Between 18 and 20 years old, Shad 
is another member of the resistance. 
He's a handsome city boy, with 
glasses. When Shad was a child, his 
father (who was a butler with the 
royal family) told him a tale about a city floating 
in the sky. Since this time, Shad has studied about 
this city, and he realizes that a secret pertaining 
to its origin is somewhere under the graveyard in 
Kakariko Village. With the current terrors Hyrule 
faces, he believes the airborne people (the first 
Hylians to roam the land) could help the cause. 


Soan: 
A small boy who makes a little cash 
by polishing shoes in the Castle 
Town streets. He's making a good 
living since the celebrated store 
owner Chudley came to town with 
his exclusive wares and ludicrous prices! 





Link has plenty of friends in Hyrule, but there are also scores of fiends who 
wish him harm. Studying the strengths and weaknesses of every villainous 
creature is vital to survival in Link’s world. Here you'll find the quick 
breakdown of the foes you'll face. The walkthrough will have even more details 
on how to best these creatures and keep Link intact. 








He is between 8 and 11 years old, 
» and shares similar features with his 
mother and father, Jaggle and Pergie. 
He's Malo’ elder brother. Talo is 

a scamp who longs for a chance 

to receive sword-play instructions from you. 
Immature, even at this age, Talo also looks down 
onthe shy Colin. 


Tema: 
Between 30 and 40 years old, 
Telma runs a bar in Castle Town. 
She is bossy but obliging. With an 
unyielding spirit, Telma‘is actually 
the leader of a resistance force, a 
group that wants to restore the kingdom. She is 
hoping to find a worthy man to recruit to help her 
forces. 


TRL: 
This intelligent myna bird, owned by 
Coro, watches over the unattended 
shop in the Faron Woods. Trill is 
friends with Plumm, another myna 
bird who lives somewhere near the 
great lake Hylia. 


Twus: 
A unique race of beings who reside 
within the Twilight world, the Twilis 
have been cursed by the wicked king 
of shadows, Zant. After succeeding 
in his treacherous coup on Princess 
Midna—the rightful ruler of the Twilight 
domain—Zant subjugated the Twilis, forcing the 
poor shadowlings to do his bidding. But because 
the worlds of Twilight and Light are so closely 
connected, Link may yet find a way to save these 
unfortunate souls. 


Un: 
‘The wife of Rusl and mother of 
Colin, Uliis in her 20s and heavily 
pregnant with the family’s second 
child. She is relaxed, affable, and 
beautiful, and she has an air of 
generosity and caring. 






















Yeta is about 30 years old in Yeti 
years, and is the wife of Yeto. They i 
both live in an old house, surrounded |B 
by snow. She recently received a \ 
present from her husband; a piece of 
an ornate mirror; and ever since she’s felt strange. 
Sometimes angry, sometimes tired, she isn’t her old 
self. She spends her time resting near the fire, and 
eating comfort food prepared by Yeto. 





Yero: 
About 40 years old, Yeto is a male 
yeti, with a massive frame. He is very 
cheerful and happy, and husband 
to Yeta. They both live in and old 
mansion on a remote and snowy 
clifftop. Yeto was out hiking one day, and found a 





shard of mirror. He didn’t know it was cursed, and 
gave it to Yeta, who has been feeling ill ever since. 
When you meet Yeto, he’s carrying a fish home, 
and hoping his cooking will improve Yeta’s health. 


ZANT: 
‘The false leader of the Twilight 
world and driving force behind its 
incursion into the world of Light, 
Zant is the self-proclaimed king of 
shadows who cursed Princess Midna 





and cast her out of her own realm. When Midna’s 
father—the true Twilit king—chose not to name 
Zant as his successor, the evil shadowling became 
maddened by an uncontrollable rage. He cried out 
in anguish to the gods, begging that his vengeance 
be granted. His plea was heard by a god of unholy 
power, who offered Zant the chance to fulfill his 
lust for supremacy. 


Tse Zonas: 
An aquatic tribe of people with gills 
and lungs, the Zoras are a proud and 
ancient race, led by a beloved king 
and queen. Recently their lands have 
become embroiled in turmoil as their 
water supply has dwindled. Now full of melancholy, 
they wish for happier times. 
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Winged, flying lizard-beast 
armed with a sword and shield 


o 


 @-target when airborne, wait for it to raise its 
shield, then fire the Clawshot to latch onto its 
shield and ground it 

4 Punish Aeralfos with fast attack combos once 
it’s grounded 

® Don’t Clawshot its shield while it’s grounded 
or you're pulled toward it and exposed to 
counterattacks 


Encountered In: Dungeon 7: City in the Sky 


ARMmos 
‘Threat Meter ns 
mee | | 
4 The Armos is impervious to 
frontal attacks 
4 Rollaround to its weak spot, then execute an 
attack 
4 When the Armos begins to glow, get away 
quickly because it is about to explode 


4 Alternately, run behind it without targeting 
and use Hidden Skill #5 to quickly dispatch 
the Armos 


Encountered In: Dungeon 6:/Temple of Time 


Basa SERPENT 
‘Threat Meter 4 


mee | | 


4 The Baba Serpent's head is 
invincible 





4 Wait for the creature to rise up and expose its 
neck, then slice it or fire at it with a ranged 
weapon 

4 After you separate the Baba Serpent's head, 
shoot it again or finish it with sword swipes 

Ifyou're caught in its mouth, you can escape with 
aspin 


Encountered In: Dun 


Basy GoHma 
‘Threat Meter 


mi] ill 
Baby Gohmas are not aggressive; 
in fact, they run directly away 
from you 


n 1: Forest Temple 





> Bomb Arrows or the Clawshot will dispatch 
them 
Q Slashing with the sword while running forward 
also proves effective 
Encountered In: Dungeon 6: Temple of T 
Bari 


Threat Meter 





mee | | | 
The Bari is impervious. to'most 
attacks 


0 The Clawshot is the most effective; target the 
creature and fire for interesting results 


Encountered In: Dungeon 3: Lakebed Temple 





‘Threat Meter 
mee | | 


(The Beamos shoots a jet of fire 
from its “eye” that will damage: 
and stagger you See. 

 Onyour first encounter/the Beamos are 
impervious; use your shield to block their 
attacks and get by them : 

Once you receive the Hero's Bow, you can 
target the eye and defeat the Beamos with a 
shot 


Encountered In: Dungeon 2: Goron Mines 


Beamos (Weume) 4 
Threat Meter : 


m iii 


The pink laser the Beamos fires 
will drain your energy = 

Step back out of the laser's range and fire a 
regular arrow 

4 You cannot harm the White Beamos until it 
activates 


Encountered In: Dungeon 6: Temple of Time 


Bic Baba 
Threat Meter 


mii il 


4 You must use your shield to block 
and target (both with @) as you 
advance 

 Sidestep when the Big Baba’s head strikes at 
you, then spin or slice it 

When the head is destroyed, throw a Bombling 
(target with @) to blow up the creature 





Encountered In: Dungeon 1: Forest Temple 


Boxosun 
‘Threat Meter 
mee | | 
Watch for the Bokoblin bash 
attack = 
Q Target a Bokoblin and use a four-hit combo 
4 Ifseveral attack, use your spin move 


Encountered In: Ordona and Faron Provinces 


Bomerists 
Threat Meter 


mem | | | 


0 The Bombfish explodes as a 
defense mechanism, damaging 
you and destroying itself 

4 Attack from dry land, or underwater with 
your Iron Boots on, and @)-target with your 
Clawshot 

0 Ifyou lure the fish to you, it can explode 
nearby features 


Encountered In: Dungeon 3: Lakebed Temple 
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When struck, 2 Bombling will © s cs 
collapse, flash red, and (seve m= u 

seconds later) explode 

(Use Bomblings to clear obstacles or defeat 

tough enemies ~ a he , 

4 They pose no threat if you stay away from them ~ 

Encountered In; Dungeon 1: Forest Temple 

Bomsxur | 


Threat Meter © 


mi ill 


§  Bomskits pose no threat if left 
alone, though they will drop 
bombs if chased 


Use a projectile weapon to dispatch a Bomskit 





When defeated, the Bomskit’s remains can be 
scooped to get Worm Bait for fishing 


Encountered In: Hyrule Field 


Busse, Fire Busse, 
Ice Busse 
‘Threat Meter 


mee | | Cl 


4 Normal Bubbles simply attack, 
Fire Bubbles damage wooden 
shields, Ice Bubbles can freeze you 

(Attack at range with arrows 
(bomb or normal) 

4 Avoid finishing moves, as the 
Bubbles usually dodge, leaving 
you stuck for a moment and 
vulnerable 


Encountered In: Hyrule 


Buen INFANTRY 5, 
‘Threat Meter 


mee | | | 


% Bulblins are foot soldiers that 
carry primitive clubs 

Use your shield and @-target to push back the 
initial attack, then counter with three regular 
slices, comboed into a spin to finish them off 

4 Multiple Bulblins can be simultaneously 
defeated with this technique 

4 You can also knock a Bulblin back with your 
shield, leaping and slicing, then (with the 
Bulblin lying on its back) finish it with your 
first Hidden Skill 


Encountered In: Dungeon 2: Goron Mines 


Busuin RIDERS) 
‘Threat Meter 


me | | 


The Bullbos carry two passengers: 
each: one a rider and the other 
an archer 





0 Use your spurs to catch up, draw your sword, 
then hack away to slice rider and archer in one 
swipe =a 

Charging in, using the spin attack, and) ~ 
charging away is the other option 

Encountered In: Kakariko Village © | 


tif . 
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= PRIMA OHfic 


~ 0. Adifficult enemy, the Chilfos 





e and leap for a bite, follow up with a 


Cures 
‘Threat Meter 


een | 





uses a thrown spear that knocks 
you down and leaves you 
vulnerable 

From long range, fire two Bomb Arrows in 
rapid succession 

At close range, slice apy until the spear 
breaks, then spin attack, and use more slashes 
to defeat the creature 


Encountered In: Snowpeak Mountain 





Cay 
Threat Meter 
Lae ee 
Chus come in various colors, 
denoting the healing properties 
their remains have 
Sword strikes work well against the creatures 


Scoop Chu remains into a bottle for later use 


Encountered In: Lanayru Province 


Cry Worm 
_- Threat Meter 

™ tl 
‘The worm’ Chu Jelly bubble is 
impervious to your sword strikes, 
but not Bomb Arrows 
Use @-target and launch a Bomb Arrow, then 
use sword swipes to finish it 


The Clawshot also proves effective against the 
Chu Worm 


Encountered In: Dungeon 3: Lakebed Temple 


Darknur 
Threat Meter 
mee | 

Slow-moving, heavily armored 
knight with powerful attacks 
@ target and backflip to dodge its attacks, 
then quickly follow up with a jump attack (3), 
and repeat 
After taking heavy damage, Darknut sheds its 
armor, becoming more agile and dangerous 
Use the back slice maneuver to stagger an 
unarmored Darknut, then quickly follow up 
with fast attack combos 
In groups, try to defeat each Darknut in turn 


“Encountered In: Dungeon 6: Temple of Time 











Vest Al 


‘A carnivorous weed that can only 
reach, not walk, from its planted 
spot 

% 







Slice with a couple of well-timed strikes or a 
spin 


0 Find Deku nuts, for your Slingshot, in the 


Deku Baba’s head 


Encountered In: Ordona and Faron Proyinces 


Deku Like 
Threat Meter 


mi ill 


0 The Deku Like can be harmed 
only if it swallows something 
explosive 


4 Find a Bombling to drop into the Deku Like’s 


mouth from above 


Encountered In: Dungeon 1: Forest Temple 


Dovenco 
Threat Meter 


LA 


& Dodongos breath fire ina wide 
arc and are impenetrable from 
the front 


0 To defeat Dodongos with your sword, circle 
around to target the tail 


Three slices at the tail finish off this scaly 
threat 


Q Aspin attack works well at hitting multiple 
Dodongo tails 


Encountered In: Dungeon 2: Goron Mines 


‘Threat Meter 


Safa | 


0 The Dynalfos can be harmed 
only by counterattacks 


0 Wait for the monster to make a swing, block it, 
and immediately retaliate with a spin attack or 


helm splitter 
0 Back striking the creature's tail also works 


4 It takes three or four successful attacks to 
defeat a Dynalfos 


Encountered In: Dungeon 6: Temple of Time 


Threat Meter 
mi ill 
Deal with Fire Keese the same 
way as the other Keese 


0 Use the @)-target and slice, or shoot with a 
ranged weapon 


Encountered In: Dungeon 2: Goron Mines 














“Fire TOAprory 
‘Threat Meter K 


ee | | 


4 The Fire Toadpoli spits out a 
fireball that can damage you and 
knock you off ladders 

0 Raise your shield and @ target the Fire 
Toadpoli, when it spits the fireball, knock 
the fireball back with your shield (move your 
Nunchuk forward) 

4 Time it early for best results; one fireball strike 
will defeat the beast 


Encountered In: Dungeon ‘ 


FREEZARD 
Threat Meter 


ee | 


4 Though the Freezard is 
immobile, its breath freezes you 
in place and saps energy 

(Target with the Ball and Chain and attack or 
retreat from its breath 











Goron Mines’ . 





0 Beware other enemies in the same area, 
because if you are frozen, they'll take 
advantage of your vulnerability 





Encountered In: Snowpeak Moun 


Grout 
‘Threat Meter 
me | | | 
4 The Ghoul Rats don’t actually do 
damage 
% The Ghoul Rats cling and slow you down, 
making you vulnerable to other monsters 





% Transform into a wolf, turn your sense view 
on, and spin attack to shake them off, then bite 
Encountered In: Dungeon 4 3 


Guay 
‘Threat Meter 
=e | | | 
® Guays are easy when 


encountered singly but difficult 
ina flock 








(Each swoops down to dive bomb you, then flies 
away while another attacks from a different 
direction 

9 Block with your shield, then slay the Guay as 
it flies away 

0 After you gain the Hero’s Bow or Clawshot, 
auto-target each bird and fire 


Encountered In: Kak: 





riko Village 


HEmmaAsaur 
Threat Meter 


ee 


You cannot hurt the Helmasaur by 
hitting it from the front or sides 


4 Itcan push you back even if you're blocking 





4 Target the Helmasaur, maneuver to face its 
rear, then strike (with spin attack, or Hidden 
Skill #3) 

0 The Clawshot is very effective against the 
Helmasaur 


Encountered In: Dungeon 3: Lakebed Temple 









‘Threat Meter 
mee | | 
Large, boar-like quadruped with z 
a carapace head ey 
> Charges forward and attacks by ramming 
into you 
4 @-target and jump to one side to avoid 
charge attack, then attack the Helmasaurus'’s 
vulnerable backside 


Encountered In: Dungeon 7: City in the Sky 


HyLian Legs 
‘Threat Meter i 


mi iil 


% Only attack if provoked, andyon me 
cannot stand and fight y a 


Runaway from them and they give up after five 
seconds 


% Oryou can dive into water to avoid them 


Encountered In: Ordona and Faron Provinces 


lee Keese 
‘Threat Meter 
mii ll 
& Small winged enemy 
(Similar to normal Keese, but this 
version emanates a frosty aura 
(Easily defeated with just about any form of attack 
Encountered In: Peak Province; Snowpeak 
Imp Poe 
‘Threat Meter 


Le I 


4 The Imp Poe is invisible to your 
human form; you must use sense 
view to see them 

The Imp Poes attack with a sickle weapon 

4 Pounce on the Imp Poes to defeat them and 
reveal the Poe Soul 

Encountered In: Lanayru Province 

KARGAROK 
Threat Meter 


me | | 


4 Target a Kargarok and attack 
with a leaping slice to bring it to 
the ground 

Finish it with a strike 

4 Beware: If you miss the finishing blow, your sword 
gets stuck, allowing the Kargarok a free attack 

Encountered In: Hyrule Field 

KEESE 
‘Threat Meter 


mill 


4 Try to spot Keese from a distance 
and use ranged attacks to take 
them down 

( Ifa Keese attacks, target with @), then swipe 
or jump and swipe 

( Auto-target incoming Keese with ranged 
weapon (can be tricky) 


Encountered In: Ordona and Faron Provinces 














‘Threat Meter 


me | | 


4 Aring of Leevers rotate and 
move around you, then. COMME EE 
and strike 


Stop, stand still, andasdittcoeeeiaasia 


come in for the strike, execute a spin ae and 
defeat them all 


© Projectiles (or running away) are sits efective. 
# 


Encountered In: Hyrule Field ‘ 


Lizatros ne 
‘Threat Meter 


The Lizalfos has two bladed 
attacks: a sword it carries and 
an axelike tail, which can knock 
you down 

4 The Lizalfos is skilled in defense, so multiple 
simple sword strikes are required to down it 

4 Its more effective to shoot Bomb Arrows or 
@-target the Lizalfos, ram it with your shield, 
then roll around with ® and slice its back 

Encountered In: Dungeon 3: Lakebed Temple 

Lizauros (“Skutl-FAce”) 
‘Threat Meter 
me | | 

© This Lizalfos is very similar to 
the axe-tail version 

Use the same strategies on this 
foe: maneuver to its back and slice 


Encountered In: Dungeon 3: Lakebed Temple 


Muni FREEZARD 
‘Threat Meter 
ee || 
4 Ifthey strike you, Mini 
Freezards encase you in ice, 
leaving you vulnerable 


4 Strike with you sword, block, and then strike a 
second time to defeat them 


If facing a group of Mini Freezards, 
concentrate on one at a time 


( The Ball and Chain weapon is the most 
effective, though you don’t have it during your 
first Mini Freezard encounter 


Encountered In: Snowpeak Mountain 


Motporm 
‘Threat Meter 
mi i id 
 Moldorms burrow and pop out 
to take quick attacks 
4 Sword attacks alone are usually futile 


Use the Clawshot to pull them from the ground 


and then dispatch them with your sword 


Encountered In: Hyrule 


5, The Poison Mites don't actly | 






o ‘The mites slow you down insinking oak 
threatening to pull you down 


) Donot fight until you reach: solid ‘ground, or 





_ Encountered In: Dungeon 4: Arbiter’s Ground 








Encountered In: Dungeon 1: Forest Temple 


Encountered In: Faron Woods 





Encountered In: Ordona and Faron Provinces 


The Redead has a paralyzing 


4 Use Bomb Arrows from range 
4 Alternately use your wolf form and bite the 


Encountered In: Dungeon 4: Arbiter's Ground 





4 The Shell Blade is impervious to 
> The creature's interior is vulnerable toany 


0) Thespin attack ig excellent against the Shell Blade 


Encountered In: Dungeon 3 



















deal damage ~ 





shine your Lantern tos scare them off. = 


PupPer 
Threat Meter 
mi sl 
Puppets (controlled by Skull 
Kid) usually appear in groups of 
four or more 





They swipe with fists; their biggest threat is 
their numbers. 


A spin attack takes out Puppets with one go 


Pyemy SkuLem 


‘Threat Meter 


A mid-sized Skulltula that hangs 
from a thin web 





Drops down from above just as you're about 

to jump across a small gap; harms you if you 
leap into it 

Slowly move forward until it descends, then 
defeat it with the Slingshot from a safe distance 


Rar 


‘Threat Meter 


Lan oo 


Rats are not a big threat 





In the dark, listen for their 
squeaking, and use @ to target them 


Slice or jump in and slice 


‘Threat Meter 


eee | 





scream that stops you, and then a 
sword attack to damage you 


Redead 


SHELL Babe 





vertical slashing moves 
horizontal slice 


kebed"Temple 

















“Threat Meter 
me | | 


The Skulltula cannot be defeated 
head on _ 

0. Use @ to block the leg attacks, move to either 
side, then strike with a combo of slashes 


When the beast collapses, finish it with a 
» leaping strike and press ® when prompted to 
complete combat 
Encountered In: Dungeon 1: Forest Temple 


Srauros 
‘Threat Meter 
ee || 
The Stalfos is an undead monster 
invincible to most attacks 

4 Use Bomb Arrows or other explosive 

0 Repeat as necessary 

Encountered In: Dungeon 4: Arbiter’s Ground 


STALHOUND 
‘Threat Meter 


Le 


0. These undead beasts dig up 
from the ground below, attack, 
then burrow down back, only to 
reappear from the same place again 

0 Iwo spin attacks or a couple of leaping strikes 
will defeat them 

4  Stalhounds tend to drop Rupees, too 

Encountered In: Hyrule Field 


STALKIN 


Threat Meter 
Ln 

4 Brittle and slow, Stalkins are 

not particularly frightening or 

dangerous 
0 They can attack in large numbers 
4 Asingle spin attack will defeat all of them in 

a group 


Encountered In: Dungeon 4: Arbiter’s Ground 



















mm tiii 

4 - The Staltroops are the Stallord’s 
minions, not attackers but 
obstacles during your fight with 
Stallord 


)- Avoid the Staltroops and don’t stop moving 
when on the sand 
0. Spinning into them with the spinner will 
defeat them 
Encountered In: Dungeon 4: Arbiter’s Ground 
Texne (Rep AND Bue) 
‘Threat Meter 


Le 


(Tektites have only a single 
jumping attack that is damaging 


0 Let the Tektites congregate 
around you 


0 When the first one jumps, execute the spin 
attack as it descends to finish all of them 


Encountered In: Dungeon 2: Goron Mines 
Tie Worm 
‘Threat Meter 
La 
© When first encountered, simply 
maneuver around Tile Worms = 
0 After acquiring the Gale Boomerang, target 
the tile the Tile Worm is under, and attack 
4 Once the Tile Worm is exposed, finish it with 
regular attacks 
Encountered In: Dungeon 1: Forest Temple ; 
Toavo 
‘Threat Meter 


a 


"9 These monsters are dangerous - 


only in large numbers 
0 Defeat Toadoes with a single spin attack 


0 Try to keep your back to a wall to avoid being 
surrounded, use spin attacks and then slashes 
to defeat groups 


Encountered In: Dungeon 3: Lakebed Temple 


Torcrs Stug 
‘Threat Meter 
mi ill 
0 Torch Slugs are harmless until 
you near them 


Combat them with a quick sword attack (not a 
leaping attack, as they can repel you) 


0 They're also found on cave ceilings, dropping to 
startle you, so use a ranged weapon from afar 


Encountered In: Dungeon 2: Goron Mines 


Twi BABA, 
Threat Meter 


mi iil 


0 The Twilit Baba looks different 

from the Deku Baba but behaves 

similarly 
(  Itcannot attack beyond the length of its reach 
4 In wolf form, bite twice or usea spin attack 


Encountered In; Ordona and Faron Provinces 
















4 Twilit Bulblins attack just like 
Bulblin Warriors and can be 
dispatched with two strikes 

4 Ifyou knock them onto their backs you must wait 
because the wolf doesn't have a finishing move 

0 Defeat Twilit Bulblins with a couple of bites, 
spins, or Midna’s energy crackle 

Encountered In: Faron Woods 


Twa Bursun ArcHer 
Threat Meter 


me | | | 


0 Twilit Bulblin Archers use the 
same tactics as their light-world 
counterparts 





4 They can make life difficult for a wolf, so make 
these enemies a priority 


0 Charge with your speed boost, avoid running 
directly at them, jump and bite, wait for them 
to rise, and bite again 


Encountered In: Lanayru Province 


Tynuir KARGAROK 
‘Threat Meter 
ae | || 
4 This creature's attack deals half a 
Heart's worth of damage 


4 Wait for it to dive, while keeping a constant 
lock-on, and then leap and bite the bird 


0 Ittakes two strikes to defeat a Twilit Kargarok 
Encountered In: Castle Hyrule 


Tw Keese 
‘Threat Meter 
mee | | 
Similar to regular Keese, but longer 
One strike will slay a Twilit Keese 
Spin attacks also work if the Keese are flying 
near you 


coos 


Encountered In: Castle Hyrule 
Twin Messencer 


‘Threat Meter 


=e | | Cd 


 Twilit Messengers are most 
troublesome when encountered 
in groups 

4 Target one and bite until you're thrown off 

4 Then finish it off with a spin attack 


Encountered In: Ordona and Faron Provinces, Lake Hylia 


Twi PARASITE 
‘Threat Meter 


milli 


0 To find the Twilit Parasite, look 
for purple sparks and shadows on 
the ground. 






0 Sixteen of them roam the land; they can hide 
inside walls, floors, the ground, or out of reach 


4 Use @ to target these foes then pounce with 
one attack 


Encountered In: Ordona and Faron Provinces 







































‘Threat Meter 


mld 


0 The Twilit Vermin attack 
mercilessly 






Q  Itis very weak, soa single strike will defeat a 
Twilit Vermin 

However, while swimming, you can't attack 
them, but they can attack you, so seek dry land 


Encountered In; Castle Hyrule 


WALLTUIA. 
Threat Meter 
mm i tl 
4 Walltulas bite if you're right next 
to them Fi 
Use your Slingshot from range 
& Only one hit defeats them 


Encountered In: Ordona and Faron Provinces 





WATER TOADPOL 
Threat Meter 
me | | 

The aquatic versions of the 

Toadpoli, Water Toadpolis swim 

faster and spit projectiles 
4 Shield block and wait to bounce back the 

spitball 
4 You can also shoot an arrow, which is faster 
Encountered In: Dungeon 2: Goron Mines 





Here we give you an overview of the meanest and most difficult enemies you'll come across: the bosses. In this section you'll get 
your first look at them, a quick overview of what they’re about, and where you'll encounter them. Find the detailed, nuts-and- 
bolts strategy for dealing with these bruisers in the walkthrough. There we'll provide you with rock-solid tactics for defeating 


these aggressive beasts. 


Oox 
‘Threat Meter 
ae | | 
Ook is a crazy baboon who's mad 
for dancing and has a weapon 
you need. There’s a trick to defeating him 
that brings him down from on high and lands 
you the Gale Boomerang, a very useful tool 
for your adventures. Knock into Ook’s perch 
and you'll soon get him on your level. 


Encountered In: Dungeon 1: The Forest 






‘Threat Meter 
me | | 
> Agile and stealthy, the White 
Wolfos will stalk you, gariig 
in pairs 


Shield block the first oné and strike the Bors 
with a well-timed blow ~ 





0 You can also ignore them, run by them aticely = 


or go after them in wolf form, 
Encountered In: Snowpeak Mountain 


mi iil 


4 The Young Gohma leaps and 
strikes you with its pincers 





Two sweeping sword strikes will defeat this foe 


Encountered In: Dungeon 6; Temple of Time 


) BATT 


DATT 


THe Bic 


Twausr Parasire DIABABA 
‘Threat Meter 
Le 
This deadly creature comes 
in two forms, and neither is 





happy to see you. It takes some 

coordination between you and an earlier 
enemy to take down this out-of-control 
weed, but when it’s down, it divulges a Heart 
Container and a piece of Fused Shadow for 
your troubles. 


Encountered In: The Forest Temple 





Hz 





resembles Zant's J armored mask 
Q Tmmobile but can | teleport abauc 
_ 0 Attacks after teleporting by firing, purple abo 
which can be puedes via the shield attack” 
~~ maneuver 
When they appear, simply attack them with 
relentless combos 
Encountered In: Dungeon 8: Palace of Twilight 


. ZANt’s HAND 
Threat Meter 


4 Giant, indestructible floating 
hand that travels very slowly 





) Doesn't attack you directly, but chases after the 
Sol Orbs you take from it 

When positioned directly above the Sol Orb, 
it slams downward to grab it, harming you if 
you're caught 

0 If it grabs the Sol Orb, use the Clawshot to 
steal it back 

Encountered In: Dungeon 8: Palace of Twilight 


Kine Buisuin 
Threat Meter 
ae || 

King Bulblin is a thorn in your 
side throughout the game. You 
encounter him time and again in various guises 
and for each fight he has some new trick. It's 
fitting for you to keep jousting with this evil 
beast as he was the one who first broke the calm. 
pattern of your once-peaceful life! 


First Encountered In: Ordona Proyince 












porenttts 





PRIMAOtH 








is arraging inferno. His blasts of 
heat and fire can be lethal if you 
get caught napping. It takes a lot of footwork 






m and some decidedly accurate bow shots to 


defeat this twilit nightmare. And it takes 


several tries before he’s down for the count. 


Encountered In: Dungeon 2: Goron Mines 


— Twi CaRRieR KAneanon 


‘Threat Meter 


me 


This enemy is a combo of archer 





dodge and duck missile fire before 
getting a chance to retaliate. Be patient, wait 
for your moment, and then pounce! 
Encountered In: Lanayru Province 
Twaur Buoar 
Threat Meter 
a | 
Disturbing as it may seem, 
you have to defeat this bloated 
creature with bite attacks. It will be a true 
measure of your heroism. And it’s the only 
way to fill the Vessel of Light to restore the 
spirits! 





Encountered In: Lanayru Province 


Dexy Toan 
Threat Meter 
mae | | 

The Deku Toad is a vile beast 
and it has vile little beasts to 
send after you while it readies its attack. 
You'll not only have to fend off minions but 
when the big beast leaps, watch the skies! 
Luckily the Deku Toad doesn’t have much 
energy and needs to take a breather after 
each attack, And that is the perfect time to 
strike! 





Encountered Ii: Dungeon3: Lakebed Temple 


"This sneaky monster has a two- 


a Momus 
‘Threat Meter 


ae | | 







stage attack, and both stages 
are deadly. Just when you think 
you've got a handle on things, the Morpheel 
proves that you should always look below the 


- surface. You'll be tested on your targeting 


abilities and your swimming control. Stay the 
course and you'll come out on top. 


Encountered In: Dungeon 3: Lakebed Temple 


Sku Kip 
‘Threat Meter 
Le a | 
‘The unsettling Skull Kid has 
creepy Puppets at his command 
and he seems bent on having them bring 
you harm. When you finally confront the 
puppet-master, you have to keep a sharp 
eye out for him while dodging or destroying 
his grisly toys. The Skull-Kid pops from one 
location to the next as he torments you, so 
react quickly when you see him! 
Encountered In: Faron Woods 


Twa Foss crops 
‘Threat Meter 
| 

No one said that saving the 
kingdom would be easy. The 
Stallord tests your mettle as you 
negotiate the Spinner around the arena, dodge 
the Staltroops, weave away from the monster's 
purple toxins, and smash into the creature's 
back. You'll get the hang of it, or you'll pay 
the price! And even then, it’s not over. The 
Stallord has an evil surprise for you just when 
he seems defeated. This battle will challenge 
your endurance as well as your skill. 


Encountered In: Dungeon 4: Arbiter’s Grounds 


Deatts SworD 
Threat Meter 
Le A | 


This undead creature won't fall 

without the abilities of both your 

forms. You need the sharp eyes, and teeth, of 
the wolf as well as the quick sword and bow 
of the boy who would be a hero. It’s about 
speed and accuracy when facing off against 
Death Sword. During this battle you'll find 
out if you're lacking in either. 


Encountered In: Dungeon 4: Arbiter’s Grounds 




















DARKHAMMER 
‘Threat Meter 
bas aa 
The wicked Ball and Chain of 
Darkhammer can quickly be 
your undoing if you're not careful. Judicious 
use of the Clawshot or your roll move can 
keep you out of harm's way, but you have to 
exploit the monster's weakness (in the form 
of an exposed tail) to stop his onslaught. 
It can bea long fight, but wait for the pen 
moment and then strike! 
Encountered In: Snowpeak Mountain 
Tynurr lee Mass Buzzeta 
‘Threat Meter 
eee | | 
Blizzeta has control over ice, and 
she uses it with deadly purpose. 
Between her dangerous shards 





and frozen minions you have to make good 
use of the Ball and Chain to stay alive. Fight 
ice with steel and bash away at Blizzeta’s 
weapons before taking the fight directly to her. 
Encountered In: Snowpeak Mountain 

DARKNUT 

‘Threat Meter 
ee | 

Simply attacking Darknut will 
not win this battle. You need 
quick reflexes and patience to properly 
disassemble this armored foe. Throwing 
yourself at him will only get you hurt. It’s 
all in the timing and the rolling. If you do it 
right, Darknut won't be able to land a single 
blow on you. 


Encountered In: Dungeon 6: 


Twaurr ARACHNID 
ARMAGOHMA 
‘Threat Meter 
eee | 

Armagohma is a fierce arachnid 
with the power to make your 
time with her memorable, though not 
pleasant. With rays of fire and fearsome 
offspring, this arachnid monster will harry 
you about her lair. You need a steady bow 
hand and some fast sword work to make it 
through. And if you do, you'll be rewarded 
with a Mirror Shard and a Heart Container. 


Temple of Time 





Encountered In: Dungeon 6: Temple of Time 






AERALEOS, 
Threat Meter 
mae | | 
You encounter your first Aeralfos 
about halfway through the City 
in the Sky dungeon. This guy’s tricky at first, 








but once you figure out his weakness, he’s easy 
to ground-and-pound! Defeat this mid-boss to 
claim the awesome Double Clawshot, which 
allows you to move about the City in the Sky 
more freely, 





ot Cc 


ARGAROK 
‘Threat Meter 
=e | | 
This massive black dragon has 
taken over the City in the Sky 
and is terrorizing the poor Ooccas who live 





there. It is well-armored and tough to track, 
but the Double Clawshot provides a way for 
you to bring this flying monstrosity to the 
ground. 





Prantom Zanar 
Threat Meter 


me | | 
You combat Zant’s phantasmal 
form on two separate occasions 
during your trek through the Palace of 
Twilight before reaching the final showdown 
against him. Phantom Zant doesn’t combat 
you directly; instead, he summons hordes 
of twilit fiends to do his dirty work for him! 
Track his movements carefully and interrupt 
his summoning attempts at every chance. 


ZANT 
Threat Meter 
ne | 


Though Zant torments you at 





numerous points throughout the 
adventure, you don’t actually get to fight him 
until you infiltrate the Palace of Twilight and 
breach his throne room. A powerful being of 
shadow and deception, Zant uses a variety 
of nefarious tactics to assault you over the 
course of the battle. Keep an eye on your 


surroundings and remember all that you've 


suffered through, and you'll find a way to see € 


through his every guise. 





Possessep Zeus, 

‘Threat Meter 
esl | 
Ganondorf ’s villainy knows no 
bounds. After you storm Hyrule 
Castle and threaten him with the might of 
the Master Sword, Ganondorf possesses 
Princess Zelda, using her body as a host for 
his wicked soul. Turn the possessed princess's 
light-based attacks against her to rid her of 
Ganondorf’s vile influence. 





Ganon 
Threat Meter 
Bea i ov Ve 
A massive, hulking pig- 
beast, Ganon is the physical 
embodiment of Ganondorf’s unbridled 
power and rage. In this terrible form, Ganon 
can teleport about at will and attack without 
warning. Track his movements carefully and 
have the courage to stand him down! 





G 
Threat Meter 

sbontalack 
‘The epic final battle against 
Ganondorf occurs in two stages. . 
In the first, you face the demon thief on 
horseback, and must rely on Prineess Zelda’s 
help to slow him down. The second stage of 
the fight is a one-on-one duel to the finish; 
bring all the techniques you've learned to 
bear against Ganondorf and defeat him to 
save Hyrule from the darkness he represents! 
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en you have the first opportunity to. 
isit each area, dungeon, hidden area, 
mn, Lantern Cavern, and other major 


and Wallet size! 
side-dun; 
location. ~ : 
‘When to collect all 45 Pieces of Heart and 
8 Heart Containers, so you can enter later 
: dungeons with excellent energy levels! 







5. t When and where to begin (and complete) 
your collection of all 24 Golden Bugs, 





ie ‘There are two parts to every section in this Walkthrough. The first is 
the Introduction, which lets you know what to expect in the coming 
parts of your adventure. Here's how it all breaks down: 





1. Hearr ENercy Bar: Throughout the entire walkthrough, the optimal 
number of'Hearts you have is shown here. This means you can quickly 
check to see if you've grabbed all the Heart Containers and Pieces of 
Heart at the earliest possible moment. It also tells you how far you are 
through’your adventure. 


2. THe Map: The large poster of the Hyrule Overworld reveals the 
locations of all the major items in the world, but each section's map delves 
a little deeper, showing you (in Overworld sections) the major sites of 
interest and items, and (in dungeons) all the treasure chests, bosses, and 
other areas of note. 











f ieee events. The followinglist details just some of the major ones: + 


Which allows you to increase your Rupee count 


When and where to begin (and complete) 
your collection of all 60 Poe Souls, which 
allows even more Rupees. 


Where every single item in the game, from 
the Small Key to the Double Clawshot, can 
be located, and how best to access everything. 





4 How to battle the numerous fiends and 
) beasts that roam and prowl the wild lands, 
dark dungeons, and misty woodlands of Hyrule! 


¢ You'll also learn when you can purchase, 
find, fish for, or grab the many super-secret 
items, including the Magic Armor! 





3. THe Overview: A quick explanatory paragraph revealing the major 
accomplishments you must attempt in this section. 


4. Te Task Bar: This shows the (usually) eight major tasks you must 
complete, and the order to complete them, for this particular section. 
If you're only interested in completing the adventure in the fastest time 
possible (which is just over eight hours!), you can easily skip a task or two, 
and focus on the area you may be stuck in. 


5. DENIZENS: This shows the land of Hyrule’s many friends, fiends, 
and foes, and specifically shows the new entities you'll encounter in 
this section. 


6. A LINK TO THE PRESENT: This reveals what your Collection screen 
should look like if you obtained all the items, objects, and equipment 
upgrades at the earliest possible moment. Compare this to your 




























Collection screen! As important elements appear (such as your first 
Golden Bug collection), this is referenced at the start of the next section. 





Items To Osrain: Vitally important to many an adventurer are lists of 
items that must be found during an exploration. Fortunately, we've listed 
every single non-Rupee item, so you can make sure you've thoroughly 
explored every area. The items are shown in the order you receive them. 


- YOuR Current Location: This reveals where you are currently, and 
each dungeon is color-coded so you can flip through the book to easily 
find a specific section. 


The second part is the main walkthrough itself, which gives youa 
thorough explanation of everything you can do during that specific 
part of the adventure: 

9. CHARACTERS AND ENEMIES: Over on the extreme left and right edges 
of the page are the characters and enemies you're currently interacting 
with on the specific page of the walkthrough. If you want to know (for 
example) when you fight King Bulblin, look for his picture, and you'll see! 
This also shows you when a new character or enemy is encountered. 


10. TAsk Titte: Every time a new task begins, you'll see this title; you can 
then check it against your progress, and the Task Progress Bar at the 
bottom of the page (#13). 


11. INFORMATION Box: This walkthrough has many different Information 
Boxes. There are many other types of Information Boxes, such as: 


@ Author: How the authors reacted to certain parts of the game. 


@ Hidden Skills: Instructions on when you receive and how you learn 
each Hidden Skill. 


@ Weapons: Revelations on how to use each major item and weapon 
you receive. 


@ Portals: References to every new warp portal that opens up. 


| Secone Hy reo 


12. 


13. 


14. 


15% 


16. 





@ Stores: Showsases the goods aad Prices of ay 
Kingdom.” > 4 af 
@ Golden Bug: Reveals where all of ‘Agitha’s insects are found. 


@ Poe: Shows where every one of the 60 roaming Poe aes are 
encountered. z 

¢ Misdsprinbeg Reveals the hidden, cool, and otherwise odd stuff <% 
you can do. 2 ns si 


@ Postman: Showcases when the Postman afrives, and where 
he's found. 


FRAME-BY-FRAME ACTION: Where appropriate, battles or other visual ~ 


elements are shown in a series of screens, which make for spectacular 
viewing! 

Tue Task Proaress BAR: Running along the base of each page is 
this bar, which shows the current task you're on (this is written on the 
right side of the right page, too). As you complete consecutive tasks, the 
progress bar fills up until you complete a section. 


Notes, Tips, AND CAUTIONS: Throughout the walkthrough, whenever 
there are additional points to make (Notes), tactics to try or knowledge to 
impart (Tips), or warnings to deliver (Cautions), these appear. 


Item Box: Whenever you receive an item in the adventure, the 
walkthrough shows it too; this way you can keep track of exactly what 
you got, and when! 


Item Procress Bar: Cunningly slotted in on the right side of each 
page is this bar. When you receive an item, it appears. All the items are 
shown top to bottom, in the order you receive them, so you know when to 
expect to find the next big item (such as a new weapon or key). 
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OVERWORLD: JORDON, Wiles: 
EFORE.THEs| WILIGHT, 


Wooden 
Sword 


VILLAGE 


ORDON VILLAGE; TRANQUILITY 
BEFORE THE TWILIGHT: OVERVIEW 


ou have a peaceful life as a goat herder, animal wrangler, and keen friend of the forest, 
and the tiny community you call home is filled with cheer. When you're not riding 
your faithful steed Epona and rounding up those wayward goats in the pasture, you're 
using the famed whistling grass to summon a hawk, or wishing you had a Fishing Rod; the 
Greengills are biting at this time of year! But the mayor of Ordon has something special for you: 
¢ you are to be an envoy to Castle Town, across the Hyrule Field, and present a specially forged 
4 sword at a ceremony. You must leave your tranquil life, after finishing up your chores naturally, 
and begin to explore the world around. The arrival of a pesky monkey from nearby Faron 
Woods is but a tiny prelude of the adventure to come! 


“PS 
ES) 


Enter Ordon Village 





FishingRod FishJournal Yellow —-Millkina Slingshot 
Rupee(10) Bottle 


i 
ey 


Bee Larva Seeds Wooden Lantern 
Sword 


©) iy 
Purple Small Key Piece of 
Rupee (50) fs Heart 





a : 2 = ee se 


‘our Home, Explore Faron Woods vestig Unlock Gate to Forest Temple Woods 





FATTER 


he Settlement of Ordon Village, you sit and admire the serene 
: “Tell me...” Rusl asks you, “Do you ever feel a strange sadness 
as dusk falls?” But enough of this melancholy! Rusl is delivering 
“something to the royal family of Hyrule in two days’ time. 


Rust encourages y i to explore the kingdom and the world around — 


‘Tiorse, Epona, who is carrying some bundles of 


Rusl rejoins his family, Uli and Colin, He leaves you and 
Epona at your woodland home, and heads to the village 
entrance. Colin takes Epona’ reins and leads her off to 

rest. You climb up into your home. A moment later, 
Fado yells up to you, He 
needs help wrangling 
} afew goats! 


(EU a ARTO \ARDEAY' 


You're a young man who is around 17 years 

old. You are a wrangler ina quiet village 

tucked away in the Ordon Woods, in a far 

corner of the kingdom of Hyrule. Away 

from Castle Town, you lead a quiet life and 

are a constant source of amusement among 

the village children. You are cheerful and truthful, but with a 
mischievous side, and you're often admonished by Ilia, your 


childhood friend and daughter of the village mayor. 


A resident of Ordon Village, where you 
also reside, Rusl is between 20 and 30 years 
old. He is pregnant Uli’s husband, and 
Colin’ father. Rus! has a frank personality, 


2d 


think of him as the village leader. He is the only swordsman 


but he’s an honorable soul and many people 


around. He regards you as his younger brother. 


Link's favorite horse, Epona has been an 
integral part of your adventures in the 
past, but she’s now the favored steed for 
rounding up wayward goats at the pasture 


you tend with Fado. Epona is resilient but 


The wife of Rusl and mother of Colin, Uli 
is in her 20s and heavily pregnant with 

the family’s second child. She is relaxed, 
affable, and beautiful, and she has an air of 


generosity and caring. 


The son of Rusl and Uli, Colin is between 
7 and 10 years old. He is meek, mild, and 
timid, but good-natured, like his parents. 
The other village children look down on 

him. He adores both you and Ilia, and he 


follows her wherever she goes. 





A friend of yours and around your age 











(about 17), Fado works with you in the 

same farmhouse. Fado is an easygoing, balcony, with a bookease 

down-to-earth type of fellow, but he has \ ; and various objects. Did 

a somewhat childish side and sometimes —= you spot a picture of : . 
\ goads you into reckless behavior, before & 7 Epona? Climb the next ladder up. ‘ 

receiving a scolding from Ilia. This leads to the 
observation deck, where 
you can check the hole 
with ®. Press O and @ 
on your Nunchuk to look 


















> Head on over to Fado 
when the opportunity 
presents itself, and speak 
to him (®). He tells you to 
hurry up and bring Epona 
with you. Yousaw Colin, 
leading Epona down the 
forest path to the right of your house, so go this route. 







































A), PICTURE OF A GOAT ON THE GROUND 
FLOOR CABINET. CHECK IT BEFORE 
YOU LEAVE. INTERESTING... 






WHEN YOU ARE NEAR A PERSON, AND A YELLOW ARROW IS 2-5. GROUNDS FOR EXPLORATION 
SR POINTING DOWN ON THEIR HEAD, THE OPTION TO “SPEAK” CRE WA», 2. While Fado stands 
j) APPEARS. CHAT WITH ANYONE AND EVERYONE YOU CAN. EAM around, check the 

IMPORTANT INFORMATION IS IN COLORED TEXT. ‘4 Z 
YOU CAN TALK TO EVERYONE A SECOND TIME forest glade in which 
ZEGE) FOR FURTHER (OR REPEATED) INFORMATION! 


OSS metas *00) 


Before you find your wayward steed, try a few optional plans: 


















you're standing. A cute 
squirrel skips around. 
You can’t catch him, though. If only you could talk to 
animals.... 


3. A target dummy—part scarecrow, part stress- 
reliever—stands near your home. You can lock-on to 
him, but you don't have a weapon yet. 


4. Search the glade 
to find boulders that 
are small enough to lift. 
Grab each one. You may 
find Rupees, Hearts, or 
nothing! Place a rock down with ®, Throw a rock so 
it smashes by running, then pressing ®. 


1. TREETRUNK CALL 

Turn around and inspect the sign 
» by the ladder. It reads “Link’s 

House.’ Inspect your abode by 

climbing the ladder and entering 

the door under the fluttering 

banner. 





Inside the front door is your home's main level. Check out 
the fireplace and two ladders: one near the entrance heading up, 
and another at room’s far end, heading down. 

Bs ROCKS SHATTER ONLY WHEN THEY HIT 
\\ A TREE OR WALL. OTHERWISE, THEY 
REMAIN INTACT. SHATTER SOME 
ROCKS FOR ITEMS. 







GOING DOWN INTO THE BASEMENT AT THE MOMENT 
)\ ISN'T WISE BECAUSE THE ROOM IS PITCH-BLACK! 
RETURN WITH A LANTERN TO SEE WHAT THIS 
CHAMBER CONTAINS. 








5. Clumps of reeds 
and grass sway in 
the breeze. They also 


PEEK UNTIL YOU WANT TO KNOW WHAT'S contain Rupees and 
Ue DOWN THERE! Hearts if you run 


\) We'LL RETURN TO THIS PLACE SOON. DON’T 





through the center of each clump. 










































A Run northward, to the right of Link's house, into 
the Ordon Woods, Follow the path onward toward 
the bridge, or stay and inspect the area for interesting 
items under the rocks and in the reeds. 


WuiLe YOU'RE 

}, ROAMING WITHOUT 
j) A STEED, ROLL 

EVERYWHERE, 

, USING ®. 







§ < You're looking 
for a way to the 
Ordon Spring, 
where Colin has 
taken Epona. As 
® you reach the 
bridge, you'll see Rusl has locked it, and you cannot 
move farther northward. Instead, choose one of two 
paths to the spring: one is hidden, the other not. 





> Follow the Path: 
Follow the main 
path northward, 
then turn right at 
the sealed bridge 
entrance. The 
radiant spring is inside this entrance. 


> Warren Peace: 
A sneaky way of 
entering the spring 
is to backtrack to 
the grassy wood 
area and check the 
eastern bank. Among the gnarled tree roots and grass 
is a small warren! Press ® to enter when you're near. 


IF YOU WANT TO INTERACT WITH AN AREA, SUCH 

AS THIS WARREN HOLE, PRESS ® WHEN 
YOU'RE GIVEN A PROMPT. IF THE PROMPT 

}) DOESN'T APPEAR, YOU CANNOT ACCESS 

THIS AREA, ALTHOUGH AN ITEM 

VE By 'N YOUR INVENTORY COULD 

DO THE TRICK! 





















¥ 





< Crawl along this tunnel until you 
reach the corner, then make the turn 
when you're prompted. You shuffle 90 
degrees and continue your progress. 

® Keep on crawling until you reach 

p) the light at the end. Step out into the 

. spring, and head for your horse. 


CSS Massne Lis DEO) 


1-2. WooDiAND WANDERING 
1. Inspect every clump of grass, and turn over every rock before you meet 
Epona. You can find Rupees if you look hard enough! 


2. Rupees aren't only on the ground. Roll 
and knock yourself into the tree. Sometimes 
a Rupee is dislodged, and falls to the ground. 
Try this on every tree you see! 








We're not ashamed to say we completed the entire adventure 
a couple of times before we found this method of Rupee- 
collecting. Naturally, we did this by accident, too! 


& 4 


You step into the pool, and watch as a 
* girl steps forward toward Epona. It is 
© Ilia. She looks radiant in this dappled 
light. She’s washed your horse for you. 
You smile at her. When you catch your 
breath, head on over and talk to her. 


<< Epona is ready for you to ride. Ilia 
reminds you that you have work to do 
at the ranch; Fado will be getting antsy. 
You should also pick up a piece of grass 
® shaped like a horseshoe, also known as 


) Horse Grass. There are two clumps on 





either side of the spring entrance. You 
play a sweet melody, and Epona canters to you. 


> Get onto Epona by 
moving to her side and 
pressing ®, Dismount by 
pressing the same button, 
but only when Epona isn’t 
moving! Trot back the 
way you came. Head out 
of the spring. 








& Wearons & EQUIPMENT Ay FRIEND 































> Turn left, 
heading south 


Ho 

@ Spur Erona ONWARD BY 
toward your home. 4 PRESSING ®. You DIG YOUR : 
Pace theweods os | HEELS INTO HER HIDE, AND SHE 
) i SPEEDS UP. THIS 1S USEFUL FOR 

TRAVERSING LONG DISTANCES, — 





and your house, 





and head straight weve es a. OR AREAS WITH LONG, STRAIGHT 
for the entrance PATHS. YOU TRAVEL FASTER BUT 
CAN'T'CORNER AS EASILY. 


to Ordon Village to the south. Spur Epona with ® if you E . “se 
require extra sbeed. @ Don’t overvo THE SPURRING! IF YOU USE UP ALL SIX INSTANCES 

(SHOWN AT YOUR SCREEN’S BOTTOM), YOU MUST WAIT A FEW 
SECONDS FOR EPONA TO RECOVER. SPUR HER EVERY FEW 
SECONDS, WITH A SECOND OR TWO OF NORMAL SPEED. 1N 
BETWEEN, FOR BEST RESULTS. 


















@ Tris Horse Grass 1s SCATTERED IN 
CLUMPS THROUGHOUT HYRULE. WHEN 
YOU NEED EPONA, PICK SOME AND PLAY 


THE MELODY. @ Stop Epona, THEN PULL Q SOFTLY TO PULL HER BACKWARD OR 


PULL HARD TO TURN HER AROUND. THIs IS USEFUL IF YOU RIDE 
INTO A WALL OR DEAD END, AND DURING COMBAT. 


@ You cAN Also RIDE AND 

» DISMOUNT OTHER CREATURES 
J) USING THE SAME ® 
TECHNIQUE® THEY NEED 
TO BE WITHOUT A 
RIDER, FIRST! 










 ] To QUICKLY MOUNT EPONA, APPROACH HER FROM 
§. BEHIND, THEN DASH TOWARD HER AND PRESS ®, 
YOU LEAP OVER HER TAIL AND LAND IN THE SADDLE. 
__ THIS GIVES YOU MOMENTUM AND IS GREAT FOR 
SPEEDING AWAY FROM AREAS. 





ORDON VILLAGE AT 
SUNSET 


— 


< Get off your 
horse, and speak to 
the trio of villagers 
standing near the 





Welcome to Ordon 


Village! The people first house on the 
are friendly, unless : ) right. The man, 
you're out to destroy Hanch, and his jolly 





"= wife Sera, tell you of 
the mischievous monkeys pilfering from the village. 





their pumpkins. 








As twilight leads to night, you enter Ordon Village and 
watch the villagers as they stand around, talking. By a 


> Everyone’ locked their 
shallow stream, Rusl practices his sword-swinging while 


homes and businesses 
Uli and Colin watch. In the distance, a large man is because of this simian 
: stealing. Sera and her 
Epona if you wish. daughter Beth admonish 
Hanch for his inability to 


catch the monkeys. 


waiting at the goat enclosure entrance. Dismount from 


YOU CAN TRY A HOST OF ACTIVITIES AT THE VILLAGE, BUT 

IT'S QUICKER TO HEAD TO THE GOAT PASTURE. HOWEVER, 

. IF YOU'RE TAKING YOUR TIME, TALK TO 
EVERYONE YOU CAN AND EXPLORE THE AREA. ( Hanch: 







RFISGUIDEELER YOUINEETENGO, Beth’s father Sera’s husband, the dejected- 
Wf, AND HELP HIM WITH THE GOATS. looking Hanch is between 30 and 40 
years old. He runs the only commodity 
shop in the village. He has a meek and 
timid demeanor and cannot oppose his 


overbearing wife. He seems to be slightly 


unlucky. 





The mother of Beth and wife of Hanch, Sera (/ ‘ A portly but muscular fellow in 


is a rotund and jolly lady of 30-something f his mid 40s, Bo is the mayor of this 
years old. However, she can be unpleasant hamlet and the father of Ilia. He has 
and haughty to her husband, Hanch. She personally chosen you as an envoy 
her cat very much; in fact, many in the G to send into the kingdom to befriend 
he treats her cat better than her husband. the neighboring villages and countries. He cherishes 
if you were his own son. Although appearing 
A ‘ganized, he’s a little scatterbrained, which can 
Beth: @, j se arguments with Ilia. 
One of the young girls (between 8 and be 
11 years old) in Link's village, she is the 
































5 > There's much you 
daughter of Hanch and Sera. Too grown-up, : ie 
z 2 can do in the village, 
but it’s easier to 
perform these feats 
in daylight. Refer to 
the next Missing Link 
section for details. 
ALL OF THE VILLAGE DWELLINGS ARE LOCKED, TO KEEP OUT THOSE Instead, return to your steed, and ride her south, past the 
PESKY MONKEYS. WHEN ORDON IS A MONKEY-FREE ZONE, 
. TRY ENTERING EACH OF THEM. CONTINUE WITH YOUR 
MEETING AND GREETING. YOU CAN CLIMB AND EXPLORE 


THE VILLAGE TOO; ALL OF THE ITEMS AND OUT-OF- y = \ ear Vth ox 
THE-WAY AREAS "ARE REVEALED IN THIS GUIDE AFTER A Goar OF A, CHANCE: 


2 = 
Y YOU FINISH YOUR GOAT WRANGLING. HERDING TiMe 
<_ Move down the main village 
path and stop when you see 
Colin, Uli, and Rusl at the 
shallow stream jetty. Speak 
» to Colin and he tells you he’s 
i making you a Fishing Rod. 


| | she’s a sassy madam, and she thinks the other 

| a) children in the village are babies. She has a 

Ry, crush on you, and she also dreams of a city life, away from all 
these goats. 













mayor's house, and up the narrow banked path to the goat 
pasture at Ordon Ranch. 








> Rusl, who's nearby, testing 
the metal of a sword, also lets 
you know about Colin's Fishing 
Rod. It should be ready for you 
tomorrow, When you're done 
talking, optionally explore the 
area more before heading south 
toward the exit. 
> Crossing the 
stream leads you 
to an imposing 
fellow with a 
frankly incredible 
moustache. This 
is Mayor Bo, 
who's standing 
outside his 
impressive hut. His dwelling is sealed. Press ® to let out a sharp yell. This gets the goats moving 
quickly! 





A When you arrive at the goat pasture, Fado greets you. He 
needs you to herd 10 of the goats into the barn. Agree to this 
task, or you can't progress. 


<< After you 
begin the task, 
a running total 






of how many 
goats you have 
successfully 
herded into the 
) barn appears at 






zh S is fe 


oe “3 OOTR® 





your screen’s bottom. You also have a new tactic: the “whoop.” 

















@ Warcn our! HERDING TAKES MUCH LONGER IF YOU PICK A GRO! 

OF GOATS AND HERD THEM ALL THE WAY TO THE BARN. THE GOATS 
YOU HAVEN'T HERDED YET TEND'TO BOLT, SO CONCENTRATE ON ‘THE 
ENTIRE HERD, MOVING THEM NEARER THE BARN DOOR, INSTEAD 01 
GROUPS WITHIN THE HERD. 



















FOLLOW ANY WAYWARD GOATS BOLTING AWAY FROM THE BARN 
IMMEDIATELY; MANEUVER AROUND AND. BEHIND IN A SEMICIRCLE, 
RATHER THAN HEADING STRAIGHT INTO THEM.. 









4 @ Keep your HERD NEAR THE BARN. EPONA ALWAYS 
}| SHOULD BE THE FARTHEST ANIMAL FROM THE BARN DURING 
! THIS WRANGLING. IF SHE ISN'T, YOU'LL SPOOK GOATS. 


2 y AND THEY'LL FLEE TO ALL SIDES! 








GOAT HERDING GOES FAST IF YOU FOLLOW THESE 
TECHNIQUES: 





Those goats definitely got the better of us the first time 
we tried wrangling, but this was due to overuse of the 
whoop button. Goats scattered to the rocky sides of the 
pasture, and it took a few attempts to finally get this 
wrangling sorted. We got most excited when multiple goats 
headed into the barn: we had a five-hit “Goat In!” combo 
at one point! This was also the place where we practiced 
controlling Epona before taking her out into the wilds of 
Faron Woods. 


= 


START YOUR HERDING 
AWAY FROM THE BARN, 
AND CONCENTRATE ON 
THE GOATS FARTHEST 
AWAY, 


2. Rive EPONA so YOU'RE 
ON THE FAR SIDE OF THE 
GOAT AND THE BARN. 
DON'T RIDE IN-BETWEEN 
THE BARN AND THE GOAT! 
FOLLOW A GENERAL 
LOOPING PATTERN. 









< Take as long as you like with the 
herding. After you're successful, Fado 


3. AS YOU NEAR A GOAT, 
OR GROUP OF GOATS, 
THEY MOVE AWAY FROM 
YOU. IF YOU'RE RIDING 
WITH THE BARN ON 

©. YOUR LEFT, PASS TO THE 
RIGHT SIDE OF THE GOATS, AND THEY BEGIN TO } Fado sets upsome fences for you to leap 
TURN, AND THEN MOVE LEFT, TOWARD THE BARN; over. Make sure Epona is facing the fences 
AND VICE VERSA. 





) He says he can handle wrangling duties [Ege 
sae), tomorrow while you head toward the 
main city with that gift Rusl is making. 











directly, and not approaching from the 
sides or an angle, or she refuses to jump. 
Use the spurs (®) to gain enough speed to 3 
leap each fence. There are two in the pasture. When you're finished, bound 
over the fence leading back to the village, and to your home. 





4. As THE GOATS BEGIN TO. 
TURN IN THE GENERAL 
DIRECTION OF THE BARN, 
LET OUT A WHOOP. THIS 
STARTLES THE GOATS, 
AND THEY SPEED UP. 


THEY MOVE TOWARD THE BARN BUT MAY NOT ENTER COSY Vale WO) 
yet. DON’T WORRY; CONCENTRATE ON GETTING Misses Inrs 


GOATS NEAR THE BARN FIRST, THEN INTO IT. 
1. BARN STORMING 


Before you leap, you can optionally explore the ranch barn, where 
you herded all the goats. Fado secured them in stalls where they 
remain, happily bleating. Interestingly, that ground looks soft 
enough to dig...if you had the right implement for the job. 





5. HERD GROUPS OF 
GOATS. WRANGLE 
SINGLE GOATS BASED ON 
WHERE THEY ARE; CLEAR 
THE UPPER AREA FIRST, 
THEN MOVE DOWN TO 
THE PASTURE’S MIDDLE 
AND LOWER PARTS. 




















| 





6. AFTER THE REMAINING 

GOATS ARE IN THE 
LOWER PART OF 
i THE PASTURE, 

}) FINISH THE 












YOu ARE PROMPTED TO SAVE. IT IS ALWAYS WISE TO 
DO THIS. MAKE SURE TO SAVE BEFORE AND AFTER 
EXPLORING A DIFFICULT AREA ALSO. 
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y BUSINESS: ORDON 
\GE OBJECTIVES 





























awaken the next morning. Three children shout to you from in 
‘ont of your house. Optionally, you can peer through your upper 





A Head down two ladders to the main floor, and exit your home. Beth is 
hete along with two young tykes, Talo and Malo. Talo explains with glee 
that there's a Slingshot for sale at the store! 


Leave those three to argue, and talk to Colin, who's tending to Epona 
near your house. He's finished the Fishing Rod, but you'll need to find 
Rusl to get it. 


SS ( Talo: 
fe) old, and shares 
is mother and father, 
ie. He's Malo’s elder brother. 


amp who longs for a chance to 





word-play instructions from yo! 
» Immature, even at this age, Talo also looks 


~ down on the shy Colin. 


\ were an adult. Malo tri 








NEN 
our village, 
Pergie, and Talo’ brother. Oddly 


mature, especially when compared 
able brother, Malo 


to his overly ey 


is only around 4-6 ) Rs Conca eConny 
when he does, he speaks incisively and sternly as if he 
hampion of commerce 


and hopes to run a successful store one day. 


Along with the squirrel-watching, horse-inspecting, 
scarecrow-targeting, and grass-running, there are a few 
other matters to optionally watch for while you're here: 


1. THE MACHINATIONS OF MALO 
That odd-looking Malo keeps 
talking in a low voice, with 
(often hilarious) ideas that 
belie his apparent age. This 
chap may be cute, but he’s a 
master of cunning. Follow his requests and you may land 
a prize worth wearing...later into your adventure! 





2. THE Five RuPEE ROCK 
One of the rocks, hidden 
in the middle of the patch 
of long grass behind where 
Epona stands, awards you 
with a blue Rupee (5), 
multiple times! 


> Oo 
g 2 
f Bive Rupee i) 
YOU GOT A BLUE 
Rupee (5)! 
Ys oI 


‘PO Be 





THis 15 THE FIRST TIME YOU SECURE A BLUE RUPEE (WORTH 


FIVE GREEN Rupees). UNLIKE THE GREEN RUPEE, 

B THIS DENOMINATION IS LARGE ENOUGH TO SHOW 
} UP AS AN IN-GAME CUTSCENE. BLUE RUPEES 

BECOME MORE PLENTIFUL LATER ON. 





> Run down the 
path to the village, 
and spot Hanch 
looking up at the tree 
above Fado’s house. 
Head on over and 
speak with him. He 
has to restock the store and he has spotted some Hylian 
Hornets nestled in the branches. 


> The moaning and 
groaning doesn't 
end there, either! 
The family cat hasn't 
come home since 
yesterday, and Sera’s 
ina bad mood. Hanch 
is thinking the Hylian Hornets might help his situation, as 
he can at least return to Sera with Bee Larva. Use your free- 
look and check out the hive. 
FrEE-LOOKING 
WHEN YOU WANT A FULL VIEW OF THE AREA AROUND 


YOU (INCLUDING AREAS ABOVE AND BELOW YOU), ENTER 
= THIS VIEWING MODE. UsE ©, THEN © OR THE 






CURSOR. IF YOU'RE STUCK, CHECK YOUR 
SURROUNDINGS WITH FREE-LOOK TO 
HELP YOUR PREDICAMENT. 


<< Keep the hive 

on your mind, then 
ignore Fado’s house 
(it’s locked) and 

§ run across to Sera’s 

) Sundries: One-Stop 
@P> Shopping. There's 

a sign to one side and a cat-flap next to the door; you can’t 
miss it. Open the door, and head inside to meet Sera. 


Sera is draped over the table, looking at a Bottle of Milk. 
She scolded the family cat, and he hasn’t returned. She's so 
fraught, she has exhausted herself. Leave the shop; she isn’t 
in the mood to sell the Slingshot, pot of Bee Larvae, and 
Bottle of Milk. 
> Exit Sera’s house 
and inspect the main 
sign in town, then 
inspect every part of 
the village you can. 
There's a wide variety 
of extra fun to be had 
(see the Missing Links list nearby). On your way to checking the 
area out, move to the pumpkin patch. You'll hear a hollering! 

















AG Jaggle He 
standing ona nearby rock 
between the waterwh 
and Sera’s Sundries, ~~ 
Follow his instructions, é 
and talk to him by @ : 

° ‘ " targeting, then pressing 
@®. He asks you to do the same with Talo and Malo. 

Jaggle asks you to climb the vine up to the top of the rock he’s 
standing on. Once you're up there, he points down to the creek 
near his house (the one with the waterwheel) at the cat. He 
wonders if the cat can catcha fish... 

































TALKING TO FOLKS FROM A DISTANCE SAVES YOU 

TIME, BUT (2) TARGETING IS ALSO IMPORTANT FOR 
TARGETING ENEMIES. YOU AUTOMATICALLY 

= FACE THEM AS WELL, MAKING COMBAT EASIER. 

LEARN THIS TECHNIQUE NOW! 


The father of Talo and Malo and 
Pergie’s husband, he live 

in his 30s. H 
although he frequently works on his 


n your 
village and berenton 
hobby: crafting items out of wood. A 
strong-headed but laid-back fellow, Jaggle doesn’t care 


bout the details, and neglects his duties to take a nap. 





< The cat isn’t Li 
Jaggle’s reason e; 
for getting you 


here, however. He 
points to some 

% Hawk Grass 

i) growing out ofa 

. ® nearby rock. He 
tells you to hop across the rocks to check it out. Use © tojump it fi 
the gap. 





WHEN YOU'RE JUMPING ACROSS GAPS, YOU 

B) AUTOMATICALLY MAKE THE LEAP. THERE IS NO “JUMP” 

) BUTTON TO PRESS. HOWEVER, IT 1S WISE TO RE- 
ORIENTATE THE CAMERA DIRECTLY BEHIND YOU 

witH @) sO YOU MOVE IN A STRAIGHT LINE! 










> Head to the 
rock with the 
Hawk Grass, then 
pick it and blow it. 
A hawk (the one 
you saw from your 
window earlier) 
swoops down and 





lands on your arm. You can now rotate your view, and use the 
red target to line up a location for the hawk to fly to when you 
set him free (with ®). 











































Ver 
1 Line up the hive and set the bird free. It flies at the hive, 
k i€ to the ground and smashing it. This is the first method of dealing 
the Hylian Hornets. fee 


To suMMON THE HAWK, LOCATE A PATCH OF HAWK GRASS, PICK IT, AND 
. BLOW ON THE GRASS TO SUMMON THE BIRD FOR ANOTHER TARGET. IF 
THE HAWK CAN'T INTERACT WITH THE TARGET, IT FLAPS ITS WINGS AND 
__ LEAVES. THE FRIENDLY HAWK 1S USEFUL FOR STRIKING DOWN 
TROUBLESOME INSECTS AND CRADLE-SNATCHING MONKEYS. 









Mise Langs SO) 
“The hamlet of Ordon Village is brimming with entertainment to keep you 
occupied for hours! Try some or all of the following: 


1. SERA’s SUNDRIES: WHAT A CAT-ASTROPHE! 

Free-look survey the inside of Sera’s store, and you'll spot not only the three 
items behind Sera, but her cat in pictorial form. There are three pictures of 
her feline friend here; two more than of her own daughter, Beth! 


2. Cucco CATCHING 

There’ a strutting, squawking Cucco in the 
area between Sera’s Sundries and the pumpkin 
patch. You can pick the bird up and run around 
carrying it above your head! When you're done, 
throw (while moving) or place (while halted) it 
on the ground. 


3. Cucco FLyinG 

Another amusing diversion is taking to the 
skies as the Cucco flaps manically to stay in 

the air. Leap off alow rock and you'll glide to 
the ground in a second. Jump from the roof of 
Fado’s house, under the Hylian Hornet tree, and 
you'll glide for more seconds! This trick comes 
in handy later, so practice it. 








You CAN LET GO OF THE Cucco AT ANY 4, HAWK vs. CAT 
TIME AND DROP TO THE GROUND. IF 
YOU'RE DROPPING FROM A 
GREAT HEIGHT, PRESS TO 
. ROLL AND KEEP RUNNING. 
IF YOU DON’T DO THIS, 
YOU'LL LAND HEAVILY 
AND SLOW DOWN. 







When you've talked to Jaggle and summoned the hawk for the first time, you 
may be tempted to launch it down at Sera’s cat. Alas, a battle between bird and 
feline doesn’t break out. 


5. PULVERIZING PUMPKINS 

‘The village has four pumpkin patches: one by Jaggle’s rock, one near Jaggle 
and Pergie’s house, one in a fenced area near the mayor's home, and one next 
to Rusl and Uli’s house. They each release a different item in each specific 
location (a Heart, a Rupee, or nothing). 
















Jaggle doesn’t 
take kindly 

to complete 
pumpkin patch 
devastation; if 





you destroy all 
four pumpkins in the patch near the rock he’s 
standing on, he shouts at you for your lack of 
vegetable respect. 


5. PUMPKIN SLINGSHOT SEEDS 

When you obtain the Slingshot, you can gather 
50 seeds from any nearby pumpkin patch. 
Some pumpkins release seeds, but only after 
you obtain the Slingshot. 


THe MONKEY 
AND THE CRADLE 





> When you 
learn to summon 
the hawk, head 
to the stream 

in the village 
center and speak 
with Uli. Rusl has already left the village with the 
sword, But Uli seems worried; she’s lost a cradle 
made from finely woven tree bark. She made it 
when Colin was born, and she cherishes it. 





> Its time to 
look for the 
cradle! First 
though, as you're 
near the mayor, 
head over and 
talk to him. He's fearful of Fado handling the goat 
ranch today. He's right to be nervous! 





<< A goat 
bounds down 
the path toward 
you both. It’s up 
to you to stop it! 
Move left and 
right so you're blocking the goat's path, then grab 
it using ®. You automatically swing it around, 
throwing the goat to the ground. 






Se Sy 


The mayor thanks you 3 ores the goat, If you try to enter 
the mayor's house, he tells you Ilia is inside, working like crazy on 
something. You can’t disturb her, so head toward the house with the 
waterwheel on the side of it: 











< Enter the home of Jaggle, 
Pergie, Talo, and Malo and 
after optionally inspecting the 
residence, walk over to Pergie 

) and talk to her. She says Jaggle’s 
}) probably asleep somewhere 

» (he’s actually on that rock), and 
he’s making a shield for Rusl. 


THE WOODEN SHIELD IN THEIR HOME SURE LOOKS 
FAMILIAR. TOO BAD YOU CAN'T CLAIM IT...YET! 


The mother of Talo and Malo, Pergie is 


married to Jaggle and is in her 30s. Due to 


her slothful husband, she's always working 
and constantly struggling to deal with her 
mischievous sons. But, although she’s tough, 


she loves and supports her brood. 


< Head out of Pergie’s home, 
and climb up on the rock where 
Jaggle is standing. Hop across 
the flat rocks, onto the roof 

of Sera’s Sundries, then to the 
rock in the middle of the pond, 
» heading northwest. Check the 
narrow stream ahead. 









>» _ IF YOU MOVE OFF THIS FINAL ROCK WITH THE HAWK 
) GRASS ON IT, YOU AUTOMATICALLY MAKE A GRACEFUL 
DIVE INTO THE CLEAR WATER BELOW. 


> Optionally, 
you can 
investigate the 
leaping figure 
atop a rock 
ahead of you. 
Dive into the 
water, and swim 
up the narrow 
gap between the hillsides. As you close in on the figure, you can hear 
eeping and monkey calls. It’s the cheeky monkey! 





-Ulis cradle. This will not do! Optionally inspect the: 








> Swimleft 
and clamber 
onto the pond-— 
side bank. That 
monkey is 
leaping up and 
down, carrying ‘ 


rocks for Rupees (one has a blue Rupee), then swim 
to the jetty where the cat waits. She runs when you 
approach her. 


> Run to 
the rock on 
which Jaggle 
is standing. 
Return to the 
end rock, and 
use the clump 
of Hawk Grass to summon the hawk. During the 





cutscene, carefully look for the 10-Rupee piece. It’s on a 
tree somewhere. You'll get that in a moment. 








You can get the cradle thanks to the hawk! All you need 


now is a lady whos a fan of intricate woven furniture. 





A Although you can’t hit the Hylian Hornets from 
here, you can strike something equally important: 

that pesky monkey! You can't attack or approach him 
from the ground or water, so aim and send in the hawk. 
The bird steals the cradle back from the monkey, and 
drops it at you. You catch it. Now return (carefully) to 
Sera’s roof, and drop down to the grass below, You can 
fall into the pond, but you need to push the cradle to 
shallow water. 











A Head toward Uli’s location and give her the cradle. 
}) She’ thankful and realizes she needs to give you 
something. She wants you to accompany her to her 
home. Follow slowly behind, or run up and around to 
the front door. 






















A Ulipresents you with the rod Colin made. It is 
simple (it lacks a reel), but finely crafted. Set it to 8 on 
your Main Items screen. When it's equipped, press ® 

to hold it. Lower the Wii Remote to cast your line into 


thewater.Raisethe e2 . 


FisHinc Rop 


WiiRemoteto pull — ¥ 
the line in, likea You Got FISHING 
t Rob! I's simple AND 
real rod! R HAS A BOBBER. | 
PO % 


THiS 1S YOUR FIRST “REAL” ITEM! MANY ITEMS STAY 

WITH YOU THROUGHOUT YOUR ADVENTURE. SOME 
See ARE UPGRADED. OTHERS ARE STOLEN, 

» OR DOWNGRADED! YOUR ITEMS 

ARE ACCESSED ON THE MAIN ITEMS 

SCREEN BY PRESSING © ON 

®, YOUR Wii REMOTE. 




















There are still more interesting asides to find around in this village. Why 
not try the following, while you look for the cradle? 










1. Rust AND Uut’s House: One-Eyep ROCKING eorer 
After speaking with Uli, run up to her house 
behind her and up the path to the left, and 
open the door. Inside, amid the finely woven 
cushions and well-made sofas is a scary- 
looking rocking horse with one eye! This 
must be Colin’. 





2. Rust AND UuI’s House: WALL ART AND EQUIPMENT 
Survey the room (with ©) to notice a piece of wall art drawn by Colin 
showing the family (is the second child you?), a Fishing Rod, and a helmet 
and bladed implement. Unfortunately, none of it can be taken. 


3. Rust AND U's House: THE PUMPKIN PATCH AND 
Dirt PATCH 


Head outside, and optionally devastate the 
two pumpkins growing at the dwelling’s side. 
A patch of earth near the stacked logs looks 
like it could lead somewhere, if you could 

} dig it up. Hmmm... 





4. FroGs, FisH, AND RUPEES IN THE STREAM 

5 Head down to the stream below Rus! and 
Uli’s house, and wade in. Turn left and at 
the end of the stream are a couple of Rupees 
that are easily missed. There are also tiny 
frogs leaping near the stream, and fish in 
this area. 





5. Goat PETTING 
After you stop the goat from charging, pet it when youre close, and it 
calms down, bleating with delight! 


6. JAGGLE AND PerGie’s House: RUPEE COLLECTING 
Don't forget the pumpkin patch, tree to roll into, grass to inspect, and 
rocks to throw near the picnic table and waterwheel home of Jaggle and 
Pergie. You can watch tiny birds, too! 


7. JAGGLE AND PERGiE’s House: Puppy Love! 
An adorable puppy wags his tail and follows 
you around the house when you enter it. You |f 
can pick him up, but unfortunately, you're 
cannot leave the building with this playful 
pooch. 





8. JAGGLE AND PERGIE’s House: STRAW DOLLS 

The evidence of the unruly Talo and strange Malo are scattered around 
the house; a straw doll lies on the floor, and three more are propped on the 
upper bunk bed if you climb the ladder to check. 






9. JAGGLE AND PERGIE’S House: PuMPKIN AND POTTERY 
The biggest surprise comes from the 
pumpkins. There are Rupees in some of © 
the four near the fireplace (the ones on the 
table don’t break), and there are two pots 
to smash, too. The one near the chest and 





shelves gives you five Rupees. 


10. NEON s House Roor: Up on Top 

Get a great view of the village by climbing 
the ladder near the pumpkin patch leading 
Yaak to Jaggle and Pergie’s house. At the top, head 
left to claim Rupees from two pumpkins, roll 
into the tree, then climb the crates and hop 

* onto the roof. 





11. ONE GIANT LEAP 
A long ladder leads up onto the dwelling’s 
top, and this leads to a narrow roof area with 


a great prize: a yellow Rupee (10)! Claim it, 
look around (you can spot the hive), then 
peer over the edge. You can make the drop 


to the ground without getting hurt. Don't fe 9 





forget to roll! Ye.tow Rupee 


6: Q 
You Gor A yelow 
Rupee (10)! 4 
A 








That yellow Rupee (10) had us stumped for some time. We tried launching the hawk at the Rupee. Nope! We leapt up at the 
hillside, jumped from the roof. We even shouted at the screen. It didn't help. In the end, we spotted the Cucco, and all was 
well. But how would we fare when the puzzles were actually difficult, later in the adventure? It didn't bode well... 





oT SHENANIGANS) 


< Optionally try out your Fishing Rod at the 
shallow hillock’s bottom. Stop at the stream 
edge and test the rod. If you're patient, you 
can catch a Greengill here. This is one of 
three good fishing spots in the village. 


SLINGSHO 





}> Now to befriend the cat! Move to the fishing EI, %, 
spot behind Jaggle and Pergie’s wheelhouse, and % 
stand at this jetty’s edge. Cast your line, and 

wait for a moment or two. The bobber slowly 


sinks until it’s vertical. Wait for it... 





While on the upper roof, look to your right, 


you can’t reach 





Blasko) 
Remove dhe Busing itiasctdieim GhoiBM Ts 


+ ag caterer. #7} 
‘THis 1S THE FIRST TIME YOU SECURE A YELLOW 
Rupee (wortH 10 GREEN Rupees). UNLIKE 
wep THE GREEN Rupee (1), THis ; 
DENOMINATION IS LARGE ENOUGH 
M) TO. SHOW UP AS AN IN-GAME 
CuTSCENE. YELLOW RUPEES 
we BECOME MORE 


5 PLENTIFUL LATER. 
12. Ten RupEE WRANGLING 




















and take the Hawk Grass from the clump at 
the edge of the roof. Summon hawk. The 
hive is too far away to hit, but the hawk is the 
key to obtaining the 10 Rupee piece you can 
see on the hillside. 


Normally 


this hillside, but 
if you locate 
the Cucco 
below you on 
the right side, and aim the hawkat it, the bird of 
prey grabs it and brings it back to you! Take the 
Cucco, fly over to the hillside, and claim your 
Rupee prize! Check the rocks for a five Rupee 
piece, too! 








Fish on! Pull the rod up (using the Wii 
Remote; move it so it’s vertical) and gently pull 
back when the floater bobs down slightly in the 
water. If you miss, re-cast your line. Keep this 
up until you land a fish! This is likely to be a 
moderately sized Greengill. 
< When you 
reel in your 
first fish (from 
any location), 
Sera’s cat can 
smell it! The 
cat now becomes much more friendly. Now 
reel in a second fish from where the cat is by 
the wheelhouse jetty. The cat plays with your 
prize, then scampers away with it, all the way 
to the cat-flap at Sera’s house! 





AY 
; 
R 
fo) 


0) 





&) FUN with Eistiine 
al THESE 


“TIPS FOR HOURS OF 
FISHING FRIVOLITY: 














YOU RECEIVE 
| A HEART FOR 

| EACH FISH YOU 
+ CATCH. 


LATER IN YOUR ADVENTURE YOU CAN OBTAIN 
DIFFERENT LURES. 


WHEN YOU'RE NEAR A BODY OF WATER, CHECK 
1T FOR FISH, THEN CAST YOUR LINE. 





FISH AREN'T IN ALL AREAS; DON’T BOTHER 
FISHING AT A SPRING FOR EXAMPLE. 


THERE ARE MONSTROUS SPECIMENS TO LAND 
LATER ON! 


ee @ @ @. 


ALL THE DIFFERENT TYPES OF FISH YOU CATCH, 
AND THEIR SIZE, ARE RECORDED. 


@ Your Fis JOURNAL KEEPS TRACK 
I OF ONLY THE FISH YOU CATCH USING 
A BOBBER. 





Did you hear that chime when Sera’s cat 
entered the cat-flap? It’s the classic sound 
you've heard every time Link has unlocked 
secrets in games past. This time though, 
we were excited to hear it on the Wii 
Remote thanks to the tiny built-in speaker 
when we played the Wii version. The Wii 
Remote also has sword-slashing, rod- 
reeling, bowstring tightening, and loads of 
other sounds to hear! You might want to 
stock up on AA batteries though; we went 
through three sets during one playthrough. 
Better yet, use rechargable batteries. 








A Head to Sera’s Sundries! Sera is inside, both 
surprised and delighted. That cat “brought a fish 
back with him. He was worried about me being 
angry!” She's feeding the cat some Milk, but she 
kindly gives you the dregs in a Bottle for free. 
How kind! 

























THE MILK ISN'T IMPORTANT; THE BOTTLE 
2 IS THE MOST IMPORTANT ITEM. FINISH THE 
MiLk. THERE ARE FOUR BOTTLES TO FIND 
You cor Mik 1N DURING YOUR ADVENTURE, AND THE HEALING 
LIQUIDS YOU CAN CARRY IN THEM 
. ARE CRITICAL TO YOUR SURVIVAL. 
It MAY NOT SEEM LIKE IT AT 
—_ FIRST, BUT THE BOTTLE 1s 


A Bortte! But THis 
Bortte’s HALF-EMPTY! 
ey 
Bw 
Ze AN AMAZING GIFT! 


Swap SET ITEMS BY POSITIONING EACH ONE FROM THE © MENU 

_ SCREEN, THEN SETTING THEM BY PRESSING >, ch, OR ON 

) YOUR Wii REMOTE. JUST PRESS THE DIRECTION YOUR ITEM IS 

} POSITIONED ON TO ACCESS IT, AND ©) TO USE IT. SOME ITEMS 
ARE USED AUTOMATICALLY WHEN YOU PRESS THE [?; 
DON’T WORRY, WE'LL TELL YOU WHEN! 





Mnx Borne 5 






3 










<< Set your Bottle to coy swig the Milk 
(even if you have full health), and then 
inspect Sera’s Sundries, as she’s happy 
to sell you some items. The three in 
question are all behind her. Use © to 
access them. 


5 OL 2 
Sera’s SUNDRIES 
Price _ Errect 





Item NAME 





10 Rupees Two helpings; each replenishes 3 Hearts 


Bee Larva (10) 10Rupees Fishing bait, minimum life energy gain 





“J Slingshot and 30 Rupees Projectile weapon 
50 Pellets 


Don't buy the jug of Milk. It fills up the Bottle, and you need it empty later. 
You also must keep the Bee Larvae in a Bottle, so they aren't ideal, either (and 


you can claim free Larvae in a moment). However, purchase the Slingshot. 
Hand over the 30 Rupees; it's worth it! 





. YOU DON'T HAVE ENOUGH MONEY? WHAT HAVE YOU BEEN DOING? 
We'VE JUST SHOWN YOU LOADS OF PLACES TO FIND RUPEES. 
CHECK BACK AND READ UP ON ALL THE HIDDEN PLACES. WE 
MANAGED TO ARRIVE AT SERA’ WITH 83 Rupees! CAN You 


4, 
Zi DO BETTER? 


22> gms on 
SuNGsHOT Mik Bortie 4 
You Got THE SLNGsHoT! 


! 
Cuitoren LOVE This ITEM. DOU Sane ONEL OTE 


HELPINGS! 
You CAN HOLD up-to 50 TOSCO HELPINGS 
PELLETS. of. 
ow 
fF Bee Larva f 
You Got THE Bee Larva! FisH 
LOVE THESE, BUT YOU CAN EAT 
THEM TOO. J 
oe ts 
2 oe 










@ IF You puRCHASE OR LOCATE BEE LARVA, YOU MUST USE THE 
Bortte To CAPTURE 10 LARVAE. 


@ EACH IS EITHER USED TO BAIT YOUR FISHING ROD HOOK (THE 
FISH ARE MORE ATTRACTED TO THIS NEWGLURE, BUT THEY EAT 
4 ps ONE LARVA EACH TIME THEY Birt). 








@ On, you CAN EAT LARVA TO RECOVER ONE- 
QUARTER HEART PER LARVA. THAT MEANS THAT 
= CHOMPING DOWN ALL 10 GIVES YOU ONLY 

= two AND A HALF Hearts! 


THE BEST WAY TO USE BEE LARVA IS TO SCOOP SOME UP FROM THE 
BROKEN HIVE SHORTLY, INSTEAD OF PAYING FOR IT. DON’T 

BL USE THEM TO INCREASE YOUR HEALTH. BAIT YOUR HOOK 

), WITH ONE, TEST IT OUT, THEN IGNORE THIS ITEM AFTER 

YOU FINISH FISHING HERE. THERE ARE BETTER WAYS 

Fiz 10 INCREASE YOUR HEALTH, AND BETTER THINGS TO 


Dis 











Set the Slingshot to @ on the © menu screen. 
Use the Wii Remote to move the red target until 
PCa ge Press Sto fire. iba 





in a moment) wes 


ete 


You can refill your Setwl pumpkin seeds! 


HORNET KEEPING 


Head out of Sera’s shop, and walk to where Hanch is standing. It's 
time to bring an end to these pesky Hylian Hornets. Achieve this in 
one of three ways: 


PLAN 1: HAWK STRIKE 
> You may have 
launched your 
bird of prey at the 
hive from the flat 
rock near Sera’s 
store roof, aiming 
at the hive. The 
bird knocks the 
hive down, and 


the Hylian Hornets are far enough away to dissipate. 





pl ask2 i) 
Remove the Duane Whreatstrom Cho TM Wao 


plan is to : c 
Hanch and aim up 
at the hive with ~ f 
your Slingshot, 
whacking it with 
a pellet until the 
hive falls and smashes. The Hylian Hornets don't take too 
kindly to this and swarm you. Run! 












PLAN 3: HEADBUTT STRIKE 
> A final plan, 


slightly less insane | 


which is only 


than it sounds, is 
to head around 
and up to the 
vines on the tree, 
climb them, and head up, dislodging the Hylian Hornets 
with your head! You'll lose about one Heart dropping 
and fleeing the swarm. 






‘Threat Meter 
me} id 
are angry only if provoked. If you 
find yourself surrounded by them, 
you cannot stand and fight. One 
option is to run away from them. 


Hylian 
Hornets 


Five seconds into your flight, the Hylian Hornets 
give up the chase. The second option is to dive into 
water, to where the Hylian Hornets cannot fly. You 
can be stung and defeated by Hylian Hornets, but 
only if you wait around while they attack! 





A After the hive explodes, talk to Hanch, who was 
throwing stones at the nest ineffectually. Head up tothe 
hive's remains. Empty your Bottle and stand near the 
nest. Use ® to scoop Bee Larvae into your Bottle. That 
way, you get these for free! Don’t pay Seta’s outrageous 
prices! 









OWN JUST LIKE 
1D CAPTURE 10 
RVAE, AND YOU'LL HAVE 
THAN YOU NEED. INSPECT 
THE TREE FROM TOP TO BOTTOM 
“FOR Rupees (see Missinc 
__ LINKS), THEN OPTIONALLY 
‘DESTROY PUMPKINS AND TAKE 
-YOUR FIRST PUMPKIN SEEDS 
(THESE ARE AVAILABLE FROM 
SOME PUMPKINS. 
NOW THAT 
YOU HAVE THE 
SLINGSHOT). 


26 on 
2 eg = ea 
y PUMPKIN SEEDS P| 
YOU GOT PUMPKIN. 
SEEDS (50)!Use THEM 
A WATH:YOUR SLINGSHOT. 
iS a 


O@ 



































THis 1S THE FIRST TIME YOU 
SECURE PUMPKIN SEEDS. 
EXPLODE MORE PUMPKINS 

~ TO GATHER 
ADDITIONAL 
SEEDS, UP TO THE 
MAXIMUM 
or 50. 
















< Leave the village by the 
only exit, and meet Rusl at 
the woodland glade where 
your home is. He tells you 
he’s delivered something to 
}) your room. Before you find 
out what it is, head to Talo, 
Malo, and Beth, who are waiting near that scarecrow. They've 
‘ spotted your Slingshot and want a demonstration of its power! 









Cam ee 
Once again, there's much to do in the village, especially now that you're able to fish. 


1. Fistinc Hote #1 5. THE HORNET TREE: 


ae aes te 15 RUPEES AND A GREAT VIEW 

dUlish er After the hive is downed, climb the tree 
- Bee eae vine all the way to the top, then edge along 
catch Greengills here. 


the main branch to claim two precariously 
positioned Rupees, a 5 and 10 on each 
smaller branch. Enjoy the highest view of the 
village from here! 





Another fishing 
hole is where the 
cat was prowling, 
behind Jaggle and 
Pergie’s waterwheel 
home. You catch Greengills here, too. 






LEAP FROM THESE BRANCHES, 
RAND YOU CAN LAND WITHOUT 
HURTING YOURSELF. 
REMEMBER TO ROLL 
> (press 6). 





3. FisHinG Hote #3 
Another good spot 
to fish is the narrow 


6. PUMPKIN PULVERIZING: 
FROM RANGE 


bank protrusion 

at the pond’s far 
end, near where the 
monkey was standing, You can catch Ordon 
Catfish here! 





4. THE HORNET TREE: 
Two GREEN RUPEES AND A VIEW 





Head right up the 

narrow banktoaerale Remember you can strike items that explode, 
promontory and great like pumpkins, from a distance now that 
view of the village. you have the Slingshot. Practice on those 
Find two Rupees here, pumpkins, and don't forget the seeds! 

and this is a great spot for Cucco flying! 





Sucinc Mr. SCARECROW 


< Use @ to target 
the scarecrow, then 






fire at him. Blam! 
That pumpkin head is 

split wide open. Beth 
®) and Talo are wowed. 


around. 
















y < Now spend some 
time shattering a 
second scarecrow 
that’s appeared, 
and then use your 
© to manually aim 
at the collection of 
five targets on the trees. Pan left to spot them all, with your 
Slingshot out. Then fire! Speak to the children, and they 
pester you about that present Rusl left for you. Check your 
home, but remove the arachnid pests, first. 







|) THE TARGETS HAVE REAPPEARED: SHOOT 
THEM AGAIN TO ENSURE THAT YOU'RE 


Agi... FAMILIAR WITH MANUALLY AIMING! 
Cast bike 


MS 






Threat Meter Two 
La a Walltulas 
are scuttling on your treehouse’ 
side. These nasty little critters 
cling to vertical surfaces and bite if 
you're right next to them. Aim your 
Slingshot from ground level, using @) trigger to auto- 
aim, and take down the one on the ladder, Look up 
onto your roof, and manually tackle the one up there. 
Both require only one hit, and each gives up a Rupee 


when it explodes. 
Sa 3 








With the Walltulas defeated, climb the ladder, and enter 
your home. Inside the main level, a chest has appeared! 


Open the chest, and you'll discover your second weapon: 
it's the Wooden Sword that Rusl made for you! 


og es on 

Dp 2 w 5 hy 
lOverworuD} y OREN ode 5 ; 

VY Crest #1: ou Got THE WooDEN SworD! 


WoovEN IT WAS RETURNED TO YOU! FULLY 
d. sworn DW 4 REPAIRED. IT'S EASY TO USE; SWING: 
SS ie Sy THE Wil Remote! ef. 
tt: Sea Owe BGO 


< Exit your house, 


Dent 


oO 


and spend more 
time with the trio of 
tykes. Talo is excited 
about your sword; 


he wants to use it on 





some troublesome 
monkeys who've been seen in the woods. Agree to teach 
them how to use your sword, and in turn, learn yourself. 


















Beth wants to see a stab, try the vertical slice first. 


\), USE THE SWING AGAINST SINGLE FOES IN 
QUICK SUCCESSION WITH MANY OTHER 


Attempt a 
stronger attack, 
the stab. Start by 
targeting a foe 
with @), press 6 then swing your Wii Remote. 








Beth asks you 
to show off your 
spin attack. Malo 
murmurs that it's 
easy to pull off. Lightly shake the Nunchuk from side to 
side to launch it. A couple of seconds later, your sword 
recharges, and you can try again. 









Use THE SPIN ON MULTIPLE ENEMIES, OR FOR 
|, QUICK TAKEDOWNS. WATCH THE RECHARGE 
TiME! THIS 1s AN EXCEPTIONAL MOVE 
SO USE IT OFTEN. 


ve) 

Talo isn’t ready 
to let you leave 
before you show 
him the jump 
attack. Malo mutters that it’s achieved with ® while 
you target with 2. 









) USE THE JUMP ATTACK ON ENEMIES AS YOU 
CLOSE IN FOR A QUICK INITIAL STRIKE. 
ees 

















A vioosouresuiutidge 

















after it, leaving you alone. 
: ‘Spend some time practicing the four 
techniques shown on the scarecrow. Be sure 
youjcan remember how to damage foes in 
those four different ways. When you're done, speak to Colin, who's standing at the 
» village entrance. He tells you the children have run into the forest. 


< Chase after them. Mount Epona, and 
head northward, down the woodland path. 
You can't take Epona into the village, as 
Colin stops you. Remember to sparingly 
use the spurs to increase Epona’s speed. 

In the next glade, Beth is waiting to the 
side. Talo and Malo have both gone on 
ahead, and she can’t catch up to them. Chase down those troublesome tykes after 





‘optionally checking the glade for items. In the next glade, the weird Malo tells you 
Talo went across the bridge. Follow him! 


< Gallop over the now-unlocked Ordon 
Bridge after passing the spring, and don’t 
stop. Epona isn’t going to leap off the 
bridge's sides, so don’t worry about falling. 
Continue to the other side, into the more 

}) dangerous hillocks and glades of Faron 
Woods... 








> Turn left, and head down 
the sunlit trail to a clearing. 
A chap with excellent hair 

is sitting near his campfire. 
Dismount and head over to 
talk to him. This guy’s name 
is Coro, and he wrote the sign 









. at the junction. Hi 
A Speed up from a canter to a charge and steer i f aan Ss eae Yee 
Epona through the glade, and into a smaller glade EN egy epepec ry. 


with a low fence ahead of you. Spur Epona on, and eae APES 
leap the fence. Make sure you're dead-on, or Epona ea eae ae eT 
this warning, he gives you a 


refuses to jump. After the jump, you land near Lr 
special gift. 


)) Faron Woods Spring. 


EPONA WON'T LEAP OFF THE BRIDGE, BUT YOU 
CAN! DON'T GET TOO CLOSE TO THE SIDES OR JUMP 
OFF THE BRIDGE IF YOU'RE ON FOOT, OR 

By YOU'LL PLUMMET TO A NASTY END. 
You’tL Lose A HEART OF LIFE AND 

) APPEAR AT THE GLADE WHERE YOU 
—) «MET BETH. 


BUCO 


OS hieme tess OO 


1. Horsinc ABOUT IN THE GRASS 
You don'tneedto 4 ey y 
dismount when §j 










investigating 
grassy areas; 
running through 
them with Epona 
usually results in hidden items appearing. 


2. SworD SwiPiING 
As soon as you're 
granted the 
Wooden Sword, 
you can swipe at 
long grass instead 
of running about 
in it. Run, and swing the Wii Remote from side 
to side. For some real grass clearing, try a cool 
spin attack (rock the Nunchuk side to side). 





Ignore the spring for the moment, and take the cave entrance on your left. 
Gallop through the tunnel-like cavern until you reach a fork in the road. Pull up 
beside the sign and read it. You need light before you venture farther! 
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> After you light _ es Gass {? 


the stove, and Coro. & y « ire ENCOUNTERED Wig 






iving in a cottage and eking Ver 
Aue carina Sgt oak congratulates you, ~ WY ¢ 
out a subsistence in the woods, Coro is A SA 
as 4 moye to one of the’ 
content with his primitive surroun “ : 
‘ *P : two unlit torches 


between 15 and 16, and he loves the anir 






on the clearing’s . ‘ 
opposite side. Practice your lighting sldlls by waving 
the Lantern at both of them. When you're done, put the 
Lantern away (stand, then ®), 


and birds of the woodland. City dwellers 






refer to him as a “bumpkin’’ Coro is the younger brother of Iza 


and the older brother of Hena. He ittle timid, but jocular. 









Optionally explore the clearing: Currently, the place 





SET THE LANTERN TO ® ON THE ©. ; Soy . 
freee i) MENU SCREEN/ANDIPRESSISTONUSE is a dead end. At the clearing’s northern end is a vine- 
r You Got THE LANTERN! f° IT. IT USES UP FUEL, SO filled gate preventing your progress. On the east side, a 








IT's A MUST FOR LIGHTING 


8 DARK AREAS. 
= ac 
a) 


NINE SUS AN) boulder stops your path. Head back to Coro. 

STILL, AND THEN PRESS 

® To SNUFF THE 
LIGHT OUT! 


Ca 


<< Coro also sells extra 
Lantern fuel, but you'll need 
an empty Bottle (like the one 
® Sera gave you) to hold this 

& liquid. Practice lighting bits of 
) the clearing on fire! Move the 
© | antern onto the 9p of your 
Wii Remote. Access it using one of the ¢P directions. Press ® and A If your Lantern is near full, and you've bought more 
light the stove. Now make sure you keep a lookout for the Lantern fuel _fuel and filled your Bottle, it’s time to investigate that 
meter under your Hearts. It is slowly depleting, so don't hold your dark, dank tunnel! Head to the long grass and sign, and 





Lantern for long. bring out your sword. A Deku Baba plant rears up and 
tries to strike you! Fight back, then enter the cave, or 


head back to your house. 
Delm Bala 


Threat Meter 


Le a 
The Deku Baba is a weed that's 


grown out of control, and it 
8 Lantern Fuel 20 Rupees Refills Lantern completely; fuel hungers for anything nearby, 


needs a container including you! 
LANTERN FuEL 
sword, and your 
Use YouR LANTERN SPARINGLY. REFILL THE LANTERN ONLY the Deku Baba, 
EMPTY IT OF MILK OR BEE LARVA, AND FILL IT WITH timed strikes or a spin. It collapses, and you can 


¢ : uo eS ) Fortunately, 
You Got LANTERN 
makeshift weapon 
: Sei something sharp. Pulverize it with 
. WHEN IT’S REALLY LOW ON FUEL BECAUSE ANY EXCESS Prdielice it witht ig ae 
Sa ZY LANTERN FUEL. open the head for Deku nuts, which you can use 


it isn’t hardy 
oes 
Ty ReFILLs Your Li 
is adequate for 
LIQUID 1S WASTED. IT 1S MORE COST-EFFECTIVE TO FILL THE your sword. 
with your Slingshot. 








Coro’s Ciearinc: LIGHTING SUPPLIES 
ITEM Name ___ Price Errect 


$ Lantern Free 


3] Lantern Refill 20Rupees Refills your Lantern 









hts your way in the dark 













This large man-eating plant with a 
vicious mouth needs battering with 













“7 when struck by a 
q 
8 IF YOU SELECT JT, THED 
6. press @. 
i the job. @ target 
BOTTLE AND REFUEL DURING AN EXPLORATION, SO a couple of well- 
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1. GRAss, TREES, AND Rock INSPECTION 
_ Inspect the first and second glades in Faron Woods, plus the 
» spting and Coro’s clearing. You'll get Rupees, Hearts, and 


_- * other items from horseback or by rolling into trees, picking up 


) rocks, and sword slicing through the grass. 


; 2. Coro’s CLEARING: SCARECROW TACTICS, 

» AND Low Ramp 
Investigate the area southwest 
of where Coro sits to get more 
practice time with a scarecrow. 
A ramp leads up to a corner and 
an upper window into Coro’s 
house, but you can't reach there 
for the moment. 





3. Coro’s CLEARING: DEADHEADING FLOWERS 
You've tried slicing through the long grass with your 

Wooden Sword, but those small patches of white flowers 

are impervious to your swings. However, if you use the spin 
attack, you'll deadhead the flowers. This is the only way to cut 
into them! 


4. INSIDE THE HuT 

Coro is a messy little pup, as a quick peek inside his home will 
tell you. Garbage, old lanterns, drapes, and other debris is 
scattered about here. Unfortunately, none of it is useful. 


5. DARK TUNNEL ENTRANCE: SPINNING IN THE 
Grass 

The Dark Tunnel entrance is the 
best spot to execute a few good 
360-degree spins, as the amount 
of grass you cut is more than with 
slashing. Grab those Rupees! 











YOU NOW HAVE ILLUMINATION! REMEMBER THE PITCH- 
BLACK CELLAR OF YOUR TREEHOUSE? THIS 1S THE EARLIEST 
OPPORTUNITY TO SEE WHAT'S DOWN THERE. THERE'S A 
BETTER TIME TO INVESTIGATE YOUR HOME IN A FEW 
MINUTES, BUT IF YOU MUST KNOW WHAT’S DOWN 
y ZL By THERE, READ ON! 


to LINkK’s 
apie ‘op aes 1G 





<_ Head to Ordona Province and your 
treehouse, enter it, and run to the ladder 
leading to the dark basement. Remember 
to equip your Lantern! Step forward 

>) and turn your Lantern on. The room 
illuminates, revealing a chest ahead. Open it! The prize is well worth 
it. Now head back to the Dark Tunnel. 





oe fee Pe Q 
Ovenworis)) ( Purpie Rupee 2 
(Crest #2: \)_ I HELD A PURPLE 


fPurpte Ruree}, \gl) — Ruree (50)! 
(50) J) { \/ b 
or BS Cao 






THIS 1S THE FIRST TIME YOU RECEIVE A PURPLE 
RUPEE, WORTH 50 GREEN Rupees! 


Vales 


Before you leaye, check 
out the basement more 
thoroughly. Amid the 
supplies and debris is an 
old mirror. Step up to it to 
inspect yourself. (Use © 
for a close up!) 





THE 


S 
a 


taXn 





A After you defeat the Deku Baba, you can enter ihe Dae 
Tunnel. Note the suspicious patch of earth to the gate’s side. 
Don't worry about it now. There's also a play Wooden Sword. 
It’s Talo’s and you can't pick it up, so enter the cave tunnel. 





A Inside, the cave is gloomy, so edge forward and pri 

to swing your Lantern near a torch, lighting it. Put your 
Lantern away to conserve fuel. Optionally slash the nearby 
grass for Hearts and Rupees before you continue. Up ahead, 
you can hear a squeak and flapping! 









Threat Meter 
ia i 
swoop and nip at you. Retaliate in one of two ways. If you 
spot a Keese (or a group) sleeping upside down on a cave 
ceiling, use your Slingshot and target each one. Close in to 
auto-target for easier takedowns. If one is attacking, target 
with @, then swipe or jump and swipe. You can easily slay them. You can also 
auto-target 


The Keese is a vicious little 
airborne rodent who loves to 








The Keese is a brown bat 









incoming s 

Keese with piercing yellow eyes. It’s 

with your more of a nuisance than a 

Slingshot, but threat. Swipe once to keep it 
7 

you may miss. 


<< Engage the Keese, then run to 

the next torch and light it with your 
Lantern. You have plenty of fuel left, 
so keep the Lantern out, produce your 
sword, and head up the tunnel. 
® bends to the right, a Deku Baba 
= scare you. Battle back with sword swipes! 





ses to 





}> Beyond the Deku Baba is a web a 
Skulltula (a giant arachnid you heard 
adventurers tell stories about) spun. 
It's blocking your path, so wave your 
Lantern at it, and it burns up quickly. 
Press on, heading around the snaking 
corner, to encounter a Rat! 


Rare 


Rats are the least of your worries 





‘Threat Meter 
a 


them squeaking, produce your sword, and press 2) to 


on this adventure. Listen for 


target. This works well because you'll face your target even 
in the darkness! Slice or jump in and slice. 





Rats are scuttling creatures 
who live in shadows and 






emerge to give you a nasty 


pees 
Ke = ii ~ ea nip. Return the favor with 
» a _4 os one sword slice! 
- 






































A The Rat was guarding a junction in this 
Dark Tunnel. Swipe thetorch and put your 
Lantern away for a moment. Interestingly, 
there are two suspended pots and the entrance 
to a side tunnel and two more behind you. 
Shoot them with your Slingshot to retrieve a 
total of 12 Rupees. 





se ee Tip 
A Investigate the side tunnel on the right wall, 
and bring out your Lantern and sword as you 
enter this dark place. A Deku Baba halfway up 
here needs trimming! Then immediately slice 
into a Keese. Remember that you can also mow 
the grass with your blade, too! 


> The side 
tunnel ends 
abruptly, but 
don’t head 
back until 
you light the 
torch and check out the object next to it. This 





is a small chest, but it contains a few Rupees. 


Kick it open, then head to ape oy 
PPremvonsp 
Cuesr #3: F 


the junction and make a 

right. Slicing grass on the Sahay 
goon (1 

— rg 









way yields a Heart. 






A Bring the Lantern out and burn through 
a large web. This is the final part of the Dark 
Tunnel, and you can see the forest ahead of 
you. Dash out, and remember to put away 
your Lantern (stand still and press ®). 


gL ask = 6) 
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FIGHTING FIENDS IN 
FARON Woops 


After you emerge from the Dark Tunnel, you can explore the first 
large environment away from your village. The Faron Woods area 
is large, but safe if you keep your sword ready and your Slingshot 
as backup. Head northeast to encounter a Deku Baba. 


< In the middle of this 
woodland is a giant 
tree, with two large 





. 
i 
Pt 
' 





stump platforms on 

which you can climb. 

) Although there's nothing 
nteresting here at the 

moment, make a mental note of where these stumps are because 

you'll be returning here later! 


> Move to the eastern 
part of the woods to 
encounter your first two 
Bokoblins guarding a gate 
that’s firmly locked. The 
sign points to the Forest 
Temple ahead. The gate 
seems to require a key, so now you know what to do next. Well, 
apart from battling these two fiendish foes! 


Bokonlin 


Bokoblins are 





‘Threat Meter 
Ls i sly and stupid, 
and they love to bash you. Bring out your 
sword, and strike them four times ina 
combo after targeting them. If several 
attack, use your spin move. 





> Head to the western 
part of the woods, and 
you'll encounter another 
Bokoblin! These purple 
fiends are nasty, and they 
love to club innocent 
villagers who've strayed 
too far from home. In your case, they've made a terrible 
mistake! 











If you head along the western edge of the woods, there's a small 
hillock and an overhang youcan leap off. Look back with © to spot 
a chest sitting high out of reach; you won't claim this until later. 
Drop and fight a Keese! 


> Fight around the large 
central tree; there are 
openings to scoot through, 
and a couple of Keese and a 
Bokoblin to target. Try using 
your Slingshot on a Keese; 
it’s a quick hit that works 
well if you auto-target. When a second Bokoblin comes at you, 
don’t use the Slingshot because it takes eight or nine shots to bring 
him down! 





Explore the northeast corner of the woods. Find three Deku 
Babas and some nesting Keese to slice and dice. Fire a Slingshot 
into a Deku Baba. It stuns the plant, after which you can follow up 
with a sword to finish! 





A It’s time to enter the tunnel at the north end of the woods to 
search for a key. Expect a Deku Baba and one or two Bokoblins to 
greet you. After you dispatch them, bring out your Slingshot, and 
tag the three nesting Keese at the tunnel entrance. 


<< As you emerge in the 
tunnel’s far end, you'll spot a 
dead end, and an incoming 
Bokoblin. He's not tough if 
> you slash and bash him with 
i] your sword. Then tackle a 





© Keese who’ flapping in your 





29 ro 
Browonthy 1 SMALL Key “+ 
“t Cuesr #4: F Pk GOT THE SMALL Key! THis 
SMALL KEY OPENS THE GATE TO FARON 
KEV eats) Woobs. 


ze) 





face. The Bokoblin seemed to be guarding that small chest. Open it! 
29 













c 
< Although there € 
doesn’t seem to . ° -e - SENCOUNTERED A 


\ 
N 





be anything else 
to do here, wait 
a moment. Try 
), bringing out your 
™ Lantern and 
lighting those two torches! Once both ic 
Ke) 


O68 

are lit, a previously invisible chest in reno 
‘ #5: 

the alcove above and behind the first Cieres 


PIECE OF }, 
appears! Open it immediately! “Q Heart 
CBS cc 





og os A With the Small Key (which appears on your screen above the 
Piece oF HEART | Rupees you've collected) stored, and your first Piece of Heart 
You Gor A Prece oF Heart! Coutect 4 
@ Sate namn dea ee found, run to the eastern part of the Faron Woods. Slay or avoid 
CONTAINER AND INCREASE YOUR LIFE the woodland foes on the way. Move up to the gate and unlock it. 
a 1 # 2 Be Pe 
ENERO TI SSO ay Psa ese “ Defeat the Bokoblin inside. 


CHECK YOUR COLLECTION MENU, WHERE YOUR PIECE 
OF HEART IS NOW VISIBLE. YOU NEED FOUR MORE FOR Mossine ings 


AN ADDITIONAL LIFE ENERGY HEART! YOU CAN HAVE A 


THEORETICAL MAXIMUM OF 20 HEARTS OF LIFE ENERGY. 1. LARKING IN THE LONG GRASS 
HERE'S HOW THIS BREAKS DOWN: There's grass to cut, and Rupees plus Hearts to harvest. Watch 

2 
Sesebilue ee “esa you don’t stand on a Deku Baba, as they lurk near patches 
Starting LifeEnergy — ——3HeartContainers of grass, too! You can turn Deku Babas’ heads into Slingshot 
In Dungeons 2x8Pieces 31/5 Heart Containers ammunition, so pick them up and break them after combat. 
(Pieces) 
In Draerns “Zl Se cune® CORO) 
(Containers) 


In the Overworld 29 Pieces 5 4/5 Heart Containers 


Grand Total 45Pieces+ 20 Life Energy 
fm 8 Heart 
\ Containers 





<_ You emerge 
from a short tunnel 
into a large curved 
clearing where 
two Bokoblins are 
talking. Ready your 
word's spin attack, 
and engage them in combat. If you need healing, seek out 
a Heart in the grass clump at the foot of the large tree to A Attack another Bokoblin, before a bird with the biggest 
your left. Continue northward. head you've ever seen beckons you over! This is Trill, and his 
forest store is a perfect place to spend those Rupees you've been 
unearthing. 


uloosaulestunid 












Sir gs, Fe 





> Now head'northeast to 
spot a winding road leading, 
northward. However, to 
your right is a patch of 






































A blend of mushroom and ° 
herbs replenishes $ Hearts. grass with a Deku Baba 
s Bottle needed. DO ee. toslice 
ee EE a i er ‘Pe a 
Lantern Oil 20 ‘The woods are dangerous at night! (Overworid}) up and 
) Refill This fills your Lantern or Bottle. T Cuesr #6: p 


an a small chest to open! Remember this area for 
gsc wo later; this is the entrance to the Sacred Grove, 
Sx but you can’t enter it yet. 

> Movetotheentrance 
of the winding path 
northward. At the foot of 
a giant tree, you spot Talo 
and that cheeky monkey 


Trill: pes 3 placed ina aes Perhaps 
i pas the monkey isn’t to blame 


Bottle or Lantern needed. 





This intelligent myna bird, owned by after all! Draw your sword, race up the winding path, and sure 


enough, strike down the two Bokoblins guarding the pair. Use a 
spin attack to smash the wooden cage! 


o OG 


With the boulders in the background and those two short, 


Coro, watches over the unattended shop 
in the Faron Woods. Trill is friends with 
Plumm, another myna bird who | 

~ somewhere near the great lake Hylia. = (en. 









< Check your Lantern stone columns on either side of the cage we spent several 
oil levels. You should be minutes attempting to find a tricky lever to free our 
close to empty with your friends. After jumping on the columns in different orders 
i ~ Lantern, but still have a full and hacking at the boulders to no avail it was frustration 
zZ F tae, Bottle of fuel. Either pour that led us to slash at the cage...and find the solution. 
} : . the fuel into the Lantern x 
Af and use the Bottle to store OF \ ee ae ROC) 
the Red Potion, or dip the Lantern in and refill it yourself, and Missine inrs 
lf ignore the Red Potion. 1. THIEVING FROM TRILL Part 1 
SA) Before you leave the store, pay up! There’s an honor system in This doesn't affect anything during your adventure, but you 


play, so cycle through how much you want to pay, and Trill tells you can steal from Trill by walking away from the store after filling 
if you've paid too much or too little. Pay the rest if you shortchanged Bottle! Trill calls you a thief, but nothing happens. You can 
the bird, or he'll peck you the next time you use the shop! escape! 


. 2. THIEVING FROM TRILL PART 2 
IF YOU FOLLOW THE ADVICE IN THIS WALKTHROUGH, YOU LL FILL 


YOUR WALLET To 300 RUPEES EASILY. THIS IS FINE, UNTIL YOU HEAD ‘That is, until you enter the fence. 
INTO A DUNGEON, WHERE CHESTS REMAIN UNOPENED IF YOU CAN'T Trill launches an attack, and he’s 
FiT RUPEES INSIDE YOUR WALLET. ONE WAY OF SOLVING deadlier than any foe you've faced 
THIS PROBLEM IS TO OVERPAY TRILL. YOU DON’T GET 
}), THE MONEY BACK, BUT YOU CAN CHECK OFF THE 
CHESTS IN A DUNGEON WITHOUT GOING BACK a Heart life energy every couple of 
THERE AGAIN! NEITHER AFFECTS YOUR ULTIMATE seconds. Pay what you owe, and 




















thus far! He can take a quarter of 





GOALS, HOWEVER. he halts his pecking! 
< After you finish 3. THIEVING FROM TRILL PART 3 
shopping, slash by heading Or, ignore Trill’s pecking, run in, scoop up the Red Potion, 
north and west toward a restore eight Hearts, and leave with minimal damage! This isn’t 


patch of long grass. A Deku heroic, but it’s possible! 


Baba is hiding inside. Not 
ql for long! Find Rupees and C9 2/ SE 20.9) 
Hearts in the grass around 


here, as usual. 

































Walk Talo out of the Dark Tunnel, and he begs you not to 
mention this to his dad. He runs off, and Rusl strolls in and greets 
you. He mentions how strange the woods feel. He wishes you luck 
tomorrow; you might even meet Princess Zelda! 


< The next day, Fado asks 
~<} you to finish the chores at 


wrangle those goats using 
<=> the techniques taught 
earlier. A time of 26-30 seconds is excellent. The best time on 
record? 23 seconds! Try it when you wrangle goats here a second 
time. When you're done, leap over the northeast corner’s fence. 





A peaceful starting village, complete with a working 
ranch, brought us back to the days of The Ocarina of 
Time, although Fado’s idiosyncrasies and his goats 
aren't quite as strange as that sleepy-head Talon and 
the Lon Lon Ranch. Remember how you had to wake 
him up with an egg that hatches into a Cucco? 





You ride down to meet Ilia and Mayor Bo. Everything is ready and 
the royal gift is here. Ilia isn’t happy, and she scolds you for pushing 
Epona too hard! Then she scolds her father for sticking up for you. 
She takes Epona to the spring; that’s where you'll find her! 


< When you finish 
talking with the mayor, 
Fado yells. Another goat 
Eis loose! Stand and move 
left or right to catch it, 
then press ® to toss it. 





Optionally pat it afterward so it bleats happily. Say good-bye 
to the mayor (his house is locked). 


<< Run to Rusland Ulis 

¢ house, where Uliasks you 
to take care of yourself. Rusl 
is practicing sword moves; 

&) he’s impressive! He offers to 








Retum to Onion Vilkge and Magna Ghehig Day © 


Exeanrs 
Ag 
are really ritzy! Buy her waresif you need them. ~~ 


Cog 


1. Cucco or Cuckoo? : aye 
This is the first time you've encountered a Cucco while 
carrying a sword. If you're feeling malicious, you can run 

after a Cucco, slicing it with your blade! Feathers fly off 
everywhere, and it squawks like mad. Spend .too long 

striking a Cucco, and something strange happens: you 

become the Cucco! You have 10 seconds’ worth of flying, 
dashing, and flapping until you return to your human body. 








<_ Head out of the village, and 
speak to Colin, who isn’t being let 
into the woods by Talo and Malo. 
Optionally speak to Beth, then 
entertain Talo and Malo by giving 
them the Wooden Sword when Talo asks for it. You can’t enter 
the woods otherwise! 


Talo screams with joy, and the brothers head off to the scarecrow. 
Colin asks if you could teach him to ride a horse sometime, then 
he disappears into the woods. Follow him to the spring. This time, 
don’t miss a couple of squirrels scampering about. Head to the gate. 


> The gate to the spring is locked, 
and so isthe one to the bridge! Ilia 
isn’t letting you in, and Colin says 
he'll talk to her about you rescuing 
Talo: Colin tells you to try the 
tunnel entrance (which you found earlier). Head to the woodland 
glade and enter the narrow tunnel on your knees. Collect a couple 
of Rupees on the way. Exit and meet up with Ilia. 

Ilia realizes that you helped 
Talo, and she tells you Epona 

is feeling better. But she wants 
you to promise her not to try 
anything out of your league! 
Suddenly, Epona lets out a startled whinny! 








A massive Bullbo crashes through the gate with two Bulblin Riders. 
One strikes Ilia with an arrow. You fall, clubbed in the head! The 
riders gather up the bodies of Ilia and Colin, The raiding party is 

joined by a massive Bulblin on Bullbo-back! 


This is King Bulblin riding Lord Bullbo! He blows a huge horn, and 


something strange appears out of the sky. You waken, run tothe 
bridge, and an inky black arm pulls you into another world! 


A strange and alien being holds you by the neck. This is a Twilit Messenger. 

Your Triforce glows. The Messenger flees. Your body twitches. You scream, 

and transform into a black-and-white wolf! You collapse and the = 
Messenger slowly drags you away. Silently, a strange figure watches... 











GCSSOBESEWBES> 
CARA RR ARE 


aV¥VA me cv al fZ@artereeama kw. 


I onixn/ss Cc ye Wes Bt dab mh Pebh EL 











AN AV VZat b&b ®@ 















Hidden 
? Skill #1 


Lantern 


2 Retrieval 
SS Coro’s Monkey 
§ Store 
is : Spirit of 
; Faron 


Spirit of Ordon 


Ordon Shield Ordon Sword 











Tey 


A Wo tr Howts 1N 
THE TWILIGHT: OVERVIEW 


fter a startling transformation into a wolf, and an 

even stranger meeting with an’impish creature of 

the twilight, you begin an uneasy alliance with your 
new rider: a shadow creature named Midna. She rides you 
through a series of sewers, a tower, and up through the 
battlements of what appears to be Castle Hyrule, to gain an 
audience with the Twilight Princess. It seems the King of 
Shadows has spread twilight across the realm, turning people 
into spirits and casting the world into permanent gloom. But 
a hero shall rise, learning the old ways to triumph over this 
menace, once the light has been restored to three provinces: 
Faron, Eldin, and Kakariko. Your epic quest has only just 
begun, but the heroic outfit you're about to be given has been 
passed down through generations... 











E \ Bulblin Warrior __Twilit Messenger 









Ordon Ordon Vessel of Hero's SmallKey Lantern 
t Shield Sword Light Clothes 








Hidden 


Skill #1 









































You awaken in wolf form, chained to the ground. You're in a cell, deep inside a 
dungeon catacomb. You look up to see a strange, cherubic figure floating near you. 


You must be obedient! After some teasing, she severs the chain link and makes you 
a deal. If you can reach her, she'll tell you what the deal is! 


< The weird little imp has a giant 
pink arm flailing out of her helm, and 
if you talk to her, she hints there's a 
hole you can squeeze through. It’s 

® in the front-right area of the cell, 
blocked by a crumbling crate. Move 


™ to this area, and execute a spin attack. 
This occurs with your tail now, instead of a sword! Then press op to dig 
under the bent bars, and scramble out of your prison. 





In what turned out to be an incredible brain-teaser, we spent 
literally half an hour rampaging through this cell, trying 

everything to escape, except (of course) the spin or normal attack 

to shatter the crates. We suggest you learn from our mistake! 9 


You reach the jail corridor, and Midna 
disappears, then sits on your back. 
You're captured and must obey her! 
Should you need her advice, press Cr) for 
information. “Are we clear?” she asks. 
“Good! Now get moving!” 





genie-like pixie with a childish 
proportion, only four feet high. She is arrogant 
and scornful to you and seems to be seething with 
anger at an injustice inflicted upon her by evil and 
unknown forces. She is somehow linked to the 
strange twilight that has descended upon the land. 


What are Midna’ real secrets? Who is she really? 















<< Midna has ordered you to escape, 
but the door at the south end of the 
corridor is firmly sealed. Instead, 
open the door to the adjacent cell, and 
enter. Inside is a long chain with a pull- 
handle at the end. Midna requests to 
speak with you, telling you to press @). 





This locks onto the chain, and you can walk around 
it, while Midna’s strange ethereal arm grabs and 
grasps. When you “bite” with ®, you grab the chain 
and pullit down. This releases the small barred gate 
leading to a sewer channel. Run south, down there. 


6S iemetars ~ OO) 


1. Hay, Witt You Loox at THis? 
Even the jail cells in 
this place hold a little 
cash. Dig into the 
piles of hay and straw 
scattered about; 
almost all of them 





contain a green Rupee (1). 


CAsTLE SEWERS) 


<< Scamper 
down the 
narrow outlet, 
into the main 
catacombs 

f) area, and stop 
to check the 
strange light in the corner of the first passage. Use 
either 4P or SP to view your world through an ethereal 
sense. You'll see the spirit of a castle guard! He talks 
about something chasing him! This is a spirit and 
others are around.... 





SENSE View: YOUR SENSE VIEW ALLOWS YOU TO SEE 
SPIRITS AND SCENTS THAT APPEAR THROUGHOUT THE LAND. 


* HOWEVER, YOUR VIEW IS LIMITED SO IT’S OFTEN BETTER TO 


SWITCH BACK AND FORTH TO SEE WHERE YOU'RE 
BM} GOING. THE SENSE ALSO ALLOWS YOU TO FIND 
“DIG SPOTS,’ OR SPARKLING PATCHES OF 
) EARTH YOU CAN DIG IN TO FIND HEARrtTs, 
j RUPEES, AND EVEN HIDDEN ROOMS IN 
THE GROUND! 















< For now, 
turn and face 
north. You're 

in a castle of 

& some kind, and 
a sewer channel 
stretches off to 
a T-junction at the far end. Drop into the shallow water 
(you can run through it), and investigate the black blob 
moving around ahead. What is this creature? 




















































‘Threat Meter The Twilit Vermin is a vicious 
Li a little mite that seeks a victim and 
attacks mercilessly. However, it is very weak. Target it with 
@ immediately, then bite or spin attack it. A single strike 
defeats it. The only time to worry about Twilit Vermin is 






if you're swimming—while swimming, you can’t attack 






them, but they The Twilit Vermin is a 
can attack you! — shadow creature that 
Seek dry land, doggedly attacks, but it can 
and then b % be dispatched easily with a 
retaliate. : single bite. Watch out for 
) 
Y ambushes, though! 





<< At the T-junction, make a right turn, 
and trot to the end of the sewer passage. 
Midna’ giant arm appears, indicating 
that there's a chain to pull nearby. It is on 
the southern side of the sewer channel. 
Pull it, then leap into the conduit nearest 
™ the end of this passage. The chain has 
opened it up, and at the far end is a small crate to destroy. Inside the crate isa 
blue Rupee (5)! 


> The other three arched conduit 
channels are sealed, so dash westward 
to the T-junction, and head through 

the open barred door. Midna speaks to 
you, telling you to use your attacks. Stop 
at the next conduit on the north wall. 
Pull the chain, leap into the now-open 
channel, and bite the Twilit Vermin inside! Smash the skull for a Heart, then 
head back to the main sewer. 


> You reach a crossroads, 
with a nasty set of spikes 
on the floor to your right. 
Don't stand on them! 
Instead, try your spin 
attack on a roaming Twilit 
Vermin in the shallow 
water. Then dash to the 
western end of the sewer 


area and smash a couple of skulls. 


< In the southwestern corner of this 
area is another chain to pull. It releases 
a Twilit Vermin, so dodge its leap, then 
devour it! The channel is now open, and 
it bends around to the east. Jump inside, 
then flick your sense view on and you'll 
see a patch of sparkling black earth. This 
is a dig spot! There’s another around the corner. Dig up both spots for a green 
Rupee (1) and Heart. 






















h 
tee 
A Flick your sense view back to normal and 
investigate the southern end of the crossroads, 
opposite the spiked floor. Near a skull on the 
right walkway is a chain. Pull it and a metal 
dam wall rises up, filling the sewer with water! 
You can now dog-paddle northward, over 

the spikes, to the northern part of the sewer 
system. Stand on the ground and wait for a 
swimming Twilit Vermin to meet you, then 
defeat it. Remember that when you swim near 
a Twilit Vermin, you are defenseless. 


< With your 


sense view 







engaged, 
run to the 





northern 


crossroads 
along the walkway to the side of the sewer, and 
look for the floating light. It is another guard. 
Now turn right at the crossroads, and pull the 
chain on the southern side. 





A This opens a small conduit next to the chain, 
and two Twilit Vermin spring out! Don't 
follow them into the water; either attack them 
from land or ignore them until later. Check 
the conduit for items and dig spots. 

















: h western end 
of this sewer area and 

idna departs from your 
back and goes through a 
barred fence. She wants you 
to follow her. There’s a small 
‘passage under the water, just below and left of the fence. You need 
to drain the water. 


< Do this by trotting 
all the way back to the 
opposite end of this east- 
west passage, then grabbing 
the chain near a second 
metal dam wall. It empties 
the water from this area. 
A second yank on the chain refills the area. A cowering spirit of a 
Soldier in one corner warns you about monsters! 

IF YOU'RE HAVING PROBLEMS BATTLING THE TWILIT VERMIN, YANK 

S THIS CHAIN AS SOON AS YOU CAN, DROPPING THE WATER 

s AS SOON AS YOU CROSS THE SPIKED FLOOR. THIS WAY, 
YOU CAN ATTACK THESE FOES IN SHALLOW WATER 


WHERE YOUR ATTACKS ARE EFFECTIVE, INSTEAD OF 
IN DEEPER WATER WHERE YOU'RE VULNERABLE. 









( 


<_ You arrive at the base of 
a tall tower with a winding 
staircase around the 







perimeter. First, optionally 
» attack two Twilit Vermin 
splashing in the water at 

» the tower's base. Stay on the 
steps, wait until they leap on dry land, then snag them! 


Follow the staircase upward, around the tower perimeter, and 
leap to a piece of loose masonry that collapses. Retrace your steps 
and stop at the edge. Midna decides to guide you. Target her with 


UsiNG MIDNA TO LEAP GAPS IS AN INCREDIBLY IMPORTANT TECHNIQUE. 
LISTEN FOR HER LAUGH AT AN AREA YOU CAN'T NORMALLY 
MANEUVER ACROSS. THEN LEAP ACROSS AS QUICKLY AS 
POssIBLE. HOLD DOWN ©) AND YOU AUTO-TARGET THE 
NEXT LEAPING SPOT. PRESS ® QUICKLY TO COMPLETE 
Ji=~ THE LEAPS FAST; THIS PREVENTS YOU FROM FALLING 
=) DURING A COMPLEX JUMP OR CLIMB. 





































CUMBING THE Casi TOwER 


@), then press ® to follow her. You leap across easily. Do this twice. 


> With the water level 
dropped, move westward, 
optionally pausing in 

the northernmost point 
to grab a final chain, 
releasing two Vermin and 
allowing access to a final 







conduit containing a crate with a Rupee inside. 


> Head back to Midna 
and peer down to locate 

a narrow tunnel. Midna 
leaves you for a moment, 
so enter it and you emerge 
ina small earthen area 
leading around to Midna 





herself. Use your sense view to crack more than Hearts from 
skulls. There are two dig spots near another cowering soldier— 
expect a Heart and a blue Rupee (5) for your troubles. Now 
bound out of the earthen ground to meet Midna, and move west. 


OSS Mametass OO) 


1. SKULL SMASHING 

Scattered about the sewers are the skulls of an unknown, but 
not quite human, creature. You can pick up the skull with your 
teeth, then throw and smash it, or destroy the skulls where 
they sit. They give you Rupees, Hearts, or nothing at all! 





< Continue to 
bound up the 

tower, leaping a 
couple of small 






gaps on your 

®) own, then using 
M Midna again 

D on a piece of 
fallen stairs to reach an upper area. Stop when you see a rope 
stretching out to the side. 


This rope leads to the section of staircase you just avoided. 
Position yourself facing the rope directly, then walk onto it. 
Continue to the lower end of the staircase, then break the skulls 
and slay the Twilit Vermin. You can target it and leap from the 
rope if you're daring! Find the Rupee prize in one of the skulls, 
then head back up the rope, and continue to ascend to a skull 
with a Heart in it, and a second rope. 








> Cross the second § 
rope, bound up and 
around the top of 
the staircase again, 
and use Midna to 
jump three long 
gaps until you reach 


the tower's exit. Climb around the fenced stairs to the base 
of the tower parapet. A couple of dark, bat-like things 
appear! 





‘Threat Meter 
i 


These are 
Twilit 
Keese. Target them at once, then 
leap back and forward to grab each 
of them. It only takes one bite to slay 
them. Spin attacks 
also work, providing 
the Keese are flying 


near you. 





The Twilit Keese is longer and more 
fear-inducing than the regular 
Keese, but just as easily defeated! 





> Spend some 
time smashing 
crates for Rupees 
and a Heart, and 
then inspect the 
door. It is firmly 
shut. Climb onto 
the rubble to the right of the door, hold @, and make a five- 
stage series of jumps up to an open door high above you. 


Casrie HYRULE 
BATTLEMENTS 





< You're traveling 











to another tower, 
where Midna wants 
to introduce you to 
someone. Bound 
out and down, onto 
= the parapet. You 
can optionally turn south and head down the stairs to 
smash a skull or two for a Heart. 


Head north. You can spend some time peering across 
to the castle’s main central keep. When you're done, head 
to the corner of the dilapidated parapet section, where 
a soldier spirit waits to wail about monstrous birds. He 
confirms where you are: Castle Hyrule! 











> Midna urges you to 



















Leg ENDARY CHE : 


mB 
YY 


the tower. Push the crate 
forward soit reachesa 
wooden blockade, then 
climb up and ontoit, and 
drop onto a second stone 
parapet. Drop into the 
hexagonal stone area, and press @ to target a massive, flapping + 
monstrosity! 













‘Threat Meter This wretched 
Lo creature swoops 

in to attack, delivering a nasty swipe or nip 
that deals half a Heart's worth of energy loss. 
Wait for this dive, while keeping a constant 
lock-on, and then leap and 
bite the bird. It lets out a yelp 
that sounds like a horn! It 
comes back for seconds, so 
strike it again, either with a 
leaping bite, or a spin attack 
(which is less effective). The 
horn noise is higher-pitched 
this time, so you know 
you've defeated it. Keep away 
from the sides when you're 
attacking. Wait and let the Twilit Kargarok come to you, or 
you may leap to a bottomless plummet! 


An otherworldly version of a 
hated Hyrulian carrion, the Twilit 
Kargarok should be struck twice. 
Listen for the horn! 


> With the beast defeated, 
smash a skull, then ignore 
the small square tower 
with crates on it because 
it’s too far away to reach. 
Face north and walk along 
another crumbling parapet 
until the strange music sounds the arrival of another Twilit 
Kargarok. Stay away from the edge of the parapet as you defeat it! 








< Continue to the far 
northern end of the parapet, 
where you can see another 
small square tower that 

» cannot be reached because 

| the bridge is out. Look right 
~ and smash the skull fora 
Heart. Midna offers to help you leap across to the rooftop nearby. 
Execute a quick three-jump maneuver. 














ae » x 

A hooded figure is watching the enveloping twilight. The figure turns. “Midna?!” she says. 
The figure kneels down next to you. Midna tells her she should explain what she managed 
to do... “Twilight Princess!” she finishes. 


The figure explains that the kingdom of Hyrule has been transformed by the king that 
rules the twilight. She recalls how Princess Zelda and her troops valiantly defended the 
throne from the creatures of shadow. 






oh Now na roof, canter forward, following the 
gable and making a turn before you're assaulted 
by two Twilit Kargaroks. Stay in the upper 

middle part of the roof, and leap to grab both 
of them. Once they're defeated, head directly to 
the ledge. Climb up and into an open doorway. 



























A figure strides to the throne, dressed in shadow armor and flanked by two Twilit 


Messengers. Princess Zelda drops her sword. The Triforce is cast in shadow. Castle Hyrule 
burns as the townsfolk turn to spirits. 


Misses Lars The figure removes her hood, declaring “I am Zelda.’ The princess explains that shadow 


1. Up on THE RooF beasts are looking for her. You must find a way to remove this permanent twilight! 
Clusters of E 








crates dot 0 

shu i008 Princess Zeld 
Check for 0 years old, and is the queen-i 
two sets to taken over by a st 
the left of nge for the 
where you landed, skulls on the small roof her people, banished her to this 

windows, and crates along the wooden an intellectual and serene confid 

fence perimeter. All carry Rupees, Hearts, hour. She is strong and t d she would give up he 
or nothing! ‘\ her kingdom. Like you, she nge power, kno 


only a chosen one can achieve. 





< Although 

you can speak to 
Princess Zelda, she 
tells you to leave 
quickly before the 
guards arrive. She 
doesn’t mind you 
climbing on her bed, 
checking the book 
on the table, or even 





dousing the fire with 
a spin attack to claim a yellow Rupee (10)! Now leave, heading down the spiral steps. 





A You appear in a small window halfway up 
a spiral staircase. Drop down and optionally 
head downward; there’s little here except a 

sealed door. Move to the top of the staircase, 
break open two small crates for Hearts, and A guard is coming! Midna transports you across the castle roof, where she asks you what 
nuzzle open the large arched door. you want to do next. Quickly transforming into the terrified forms of Colin and Ilia, 

Midna supposes you'll want to help them. She'll help, as long as you do exactly what she 





says! You land back at the Ordon Spring, still in the shape of a wolf! 
ly Pring, ipe of a wolf 








OrvDo on PROVINEE: 
ROAMING IN WoLrk Form 


<_ You cannot count 
on the help of your 
village friends, as 
you're a fearsome 
furry beast, but 

) you do have an 
extra sense to help 
you! Use it to find multiple dig spots at the springs, each 
containing a Heart! Then exit via the gate. Midna appears. 
She wants a sword and shieldthat suit her. She's very 
demanding! Check the dig spot near the bridge, then head 
south. There's another dig spot in the clearing. A Bulblin 





warrior wanders around—target and bite or spin attack it. 
Move to your home, and more appear! 


Bulblin 
Ht warriors are 
roaming your woods, but defeating 
them is straightforward with your 
sharp teeth and whipping tail. Target 
the nearest one as soon 
as you can, then leap 
in and gnaw on him. 
Follow this up with a 
spin attack to strike 
more than one foe. 
Pounce on the foe as 
he lies on the ground 
to finish him off. 








The Bulblin warrior isn’t something 
to fear when encountered on its 
own. Your wolf form can attack and 
defeat it in seconds! 





< When 
you're done, 
head toward 
the village. 
A voice 
thanks you 
for dealing 
with those 


Bulblins. It's the squirrel! It seems you can talk to animals 





in wolf form; try this out on every animal you spot! Now 
head into the village itself. 





= DARA SE 
AND SHIELD) 


1. GoInG UNDERGROUND j 
‘The area outside your house, near the scarecrow, around the 
trees, near the Ordon Village entrance, and various other 

areas have dig spots; unearth Hearts and Rupees from them. 


> Enter Ordon Village. All 
the homes are locked up. The 
pasture is closed. But there's 

a Cucco to speak to, clucking 
near the mayor's house. It tells 
you of a ruckus in the village: 
monsters stole the children! 





You can talk to the frogs at the stream or more Cuccos, but the 
most interesting area is the ground near the waterwheel, where 
Jaggle and the mayor are asking about the shield and sword. 
Listen to them explaining where these items are. They spot you 
and flee inside the house. 


> Midna tells you that the 
village is full of idiots. There's 
an entrance left open on the 
roof of the waterwheel house. 
Run back over the bridge, and 
move toward the pumpkin , 
patch. Hanch now notices you and summons the hawk! It swoops 
down and knocks you about! 





<< The hawk can seriously 
devour your energy, so 
move back to the village 
entrance, out of range of 

» its talons, and stand on the 
§) small rock jutting out of 

» the grass. Midna appears, 
and so does Sera’s cat! She tells you to sneak up and scare Hanch! 





Use Midna to double-jump onto the roof of the store, then leap 
across two flat stone pillars and land on the one Hanch is standing 
on. He jumps into the pond while the hawk flies off. You can 
optionally stop here and summon the hawk with your howl. Or, you 
can use Midna to jump onto the waterwheel, then the roof beyond. 


< Enter Jaggle and Pergie’s 
house and drop down to 
the ground. Optionally 
smash the pumpkins and 

» pots as before, then stand 
) on the main table. Midna 
wants you to find the 
shield. It's up on the eastern ledge. Use Midna to bound up there, 
then dash into the wall to dislodge the shield, and again to drop it. 
Pick it up. 
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, You! cor THe ORDON Sniteup! Press 


@ To DEFEND YOURSELF, BUT BEWARE? IF 
JTS. TOUCHED BY FIRE, TF WILL BURN.) 
OG 8 


‘shield looks cheap, but 
‘it ido for the moment! 
Exit the house via the 
open window on the 
right wall, just along 
from the shield on the 
upper area. You land in the pond. The sound startles Rusl, 
who is atriving at his house with Uli. He tells her to go inside 
while he checks the area for beasts! Swim to the bank, then 
run south and east toward the house. Rusl stops you! 




























<< He waves his 
torch and sword at 
you, which is a good 
deterrent; you can't 
harm him, and he 

) can strike you back! 
Run around Rusl, and 
optionally approach Uli. She screams, and Rusl leaps in front 
of her and viciously swipes at you! Back up, away from both 
of them! 


Soh 
™~. 








> Youneed someway [ 
toenter Ruslshouse, 4 
so head around the 
right side of it, near the 
small pumpkin patch, 
and switch your sense 
view on. There are a 
couple of dig spots, and a larger dig area near the stack of logs. 
Dig down under the house, and you appear inside! Quickly 
search around and you discoyer the Ordon Sword on the sofa! 
Midna appears and tells you to head back into the woods. 








»0 O68 
ae =a 
x Orvon SworD -] 
You cot tHe ORDON Sworo! THis 
4S-A SWORD CRAFTED BY RUSL, THE BEST 
s SWORDSMAN IN ORDON, AS A TRIBUTE 
Wo TO THE ROYAL FAMILY. 2] 
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> Carrying both 
shield and sword on 
your back, emerge 
from Rusl’s house. 
“Foul beast!” he shouts, 
and swings his weapon 
at you. Avoid him, and 
Y dig around for Hearts if your energy is low. Then flee back to 





the area near your house (there's grass to slice for Hearts 
and Rupees), and dash into the woods. 





























1. FROG FANFARE 
Move to the stream near Rus] and Uli’s home and locate a tiny 
frog hopping around. He tells you he’s living in paradise and that 
there are some sparkling patches of ground to locate. A second 
frog also tells you to dig around for some buried items or clues. 
The third frog? He just ribbits. 


2. Puppy Love 

The cute puppy dog you hugged 
earlier is roaming around outside 
near the waterwheel house. He is 
happy to tell you he loves digging. 
Definitely use your sense view here; 
the village is full of places to dig! 





. ALSO REMEMBER THAT MANY OF THE LOCATIONS 
i. WHERE YOU FOUND RUPEES THE FIRST TIME, SUCH AS 
THE ROCKS NEAR THE ROUND ROCK THE MONKEY WAS 
STANDING ON, CAN BE ACCESSED FOR MORE 
\ pyle 
WG, Rupees AND Hearts! 
Vile, 







3. DiGGING For Vicrory PART 1 

Turn your sense view on and you'll discover multiple dig spots 
where the frogs are, at the bank of the stream. Some are near the 
path to Rusl’s house, too. Don't forget the big dig spot below the 
tree the hive was stuck to! As with all dig spots, Hearts or Rupees 
of various denominations are your reward. 


4. DiGGinG For Victory Part 2 
There are two dig spots near the 
village entrance and Fado’ house. 
Four spots are by the water to the 
right of Sera’s store. Find some 
in the pumpkin patch on the 
other side of Sera’s store, near the 
waterwheel. The pumpkin patch here has multiple spots to dig, 
too. Finally, the ground near the western jetty where you caught 
fish for the cat has dig spots. 





5. HOWLING FOR THE HAWK 
You can summon the hawk in wolf form, as well as Epona (once 
you find the Horse Grass). This isn’t much use, as there's little 

for the hawk to do, except chat with you. But he does tell you he 
might be able to help you in the future! 


(9 IGS 






THE SPIRIT OF 
ORDON SPRING 


Run as far north as you can go, to the bridge. Then a 
strange voice calls you into the springs. It is the spirit 
of Ordon Spring. Too late, it realizes a shadow being 
approaches! Black, glowing monoliths fall to earth. A 
portal above you appears! A Twilit Messenger falls out of 
the sky! 










Threat Meter Sine’ 
mem | nd 
alien, with pulsating veins of pink 
in an otherwise inky black hide, 

the Twilit Messenger is most 
troublesome when 
encountered in 
groups. But for 
now, target this 
foe and when 
prompted, tap © 
multiple times This frightening ghoul from the 
tolatchonand —_ysetherworld is thankfully easy to 
bite the Twilit slay if you bite down hard! 
Messenger until 

you're thrown off. Then finish with a spin attack. 











lw: 
of an area of ethereal instability in the 
Usually, after they are defeated, Midn: 
create a warp portal at this point. Whenev. 


lit Messengers, fight them 


ible to open up more warp portals! 











. Wolf Howls in the 1 






The beast dematerializes and is sucked back into a differently colored 
glowing portal vortex. Out of the pool comes a ball of light energy that 7 
takes the form of a goat. It is Ordona, one of four light spirits. 


Ordona’s brethren have started to lose their power thanks to attacks from 
these shadowy Messengers. The kingdom is now a netherworld of darkness! 


And yet, a hero has risen who can revive the light from the three remaining 
spirits. Your true power has not been revealed yet, but a journey to Faron 
Woods, and the revival of the light spirit there, should lead you on your path. 


Ordona: 
The embodiment of the land of Ordona, this 
pirit takes the form of a goat and 
in the spring near Ordon Village. It 
seeks the light. 








> Optionally dig for Hearts 
in the spring, heal, then leave 
and journey north, across the 
bridge (watch you don’t fall off 
the side!), and dash into Faron 
Woods. The realm has been 
transformed with twilight hues 
and echoing sounds of darkness! 






RUPEES IN THE GRASS, AND ADDITIONAL ITEMS DURING 
y 7 YOUR RUN THROUGH HERE! 
ye. 


> When you've finished 
foraging, move into the next 
glade and watch as three Twilit 
Messengers fall from the sky! 
Midna flees your back, leaving 
you to fend for yourself! 


A Fighting three Messengers at once isn’t as difficult as you'd expect. 
However, there's a special stipulation for dispatching all of them: you 
must defeat the last two Messengers at exactly the same time! Otherwise 
the last Messenger left alive shrieks to bring the others back, and combat 
begins anew! Start with a spin to stop all three, then gnaw on one with 
multiple bites. Keep fighting until Midna appears. She helps you by 
giving you a new attack. Hold down ® for an energy-field. Enclose all the 
enemies in it (so they sparkle with pink charges), then release the button! 


UG 





on Sagines 











































THe Vesset OF LIGHT NOW APPEARS ON YOUR IN- 
GAME SCREEN, AND YOU MUST LOCATE THE EVILS THAT 
CONSUME THE TEARS. FIND THEM BY USING 

BS YOUR SENSE VIEW. THE EVILS TAKE THE 
FORM OF SMALL WINGED INSECTS. CHECK 

YOUR MAP, OR THE ONE IN THIS. 
Vota GUIDE, TO LOCATE ALL 16 OF 
A “THE Twit PARASITES. 





y fe ited, continue your journey 
northward to Faron Spring. There 

are numerous dig spots to find here. 

© When you've had your fill, move to 

§) the ball of spirit energy in the middle 

> of the pool near the waterfall. The 


spirit gives you a Vessel of Light. 


So 
Vesset.or Licht | j 
EcJOUSOT HE VEsseL oF LiGHT! Set off, following the path to the 
Use THis To COLLECT THE TEARS. 


THAT CUT THROUGH THE DARKNESS. b northwest. 


OG 















LocaTING TwiLir 
PARASITES #1) AND #2, 


Towillit Parasitte 


Threat Meter The Twilit Parasites 
Le hold the tears needed to 
rejuvenate the spirit of the spring, so look for purple 
sparks and shadows on the ground in the area where 
the white dots are marked on your map. Sixteen 
of these insects roam the land, 
and they can hide inside walls, 
floors, the ground, or out of reach. 
Target these foes with 2) and 
then pounce with one attack. The 
insect explodes, and an orb of tears 


appears. Wait for it to float down, Only small purple sparks of electricity 
then run into it. 





b THE 16 Twitit PARASITES CAN BE GATHERED 


Twili Baba 


‘Threat Meter Taking the 
am place of 
the Deku Baba in the ground where 
you previously encountered this 
plant is the Twilit Baba, with a dark 
serpentine stalk 
and strange pink 
and black head. 
Fortunately, it 
attacks and is 
snipped in the 
same manner as The shadow version of the Deku 
the Deku Baba. Baba is monstrous, but ineffectual 
Asa wolf, simply at harming you as long as you bite 
leap and bite the and spin! 

plant twice, or 

spin attack. 





can be seen, until you use your sense 
view. Then pounce and bite! 











A The first two Twilit Parasites are scuttling about the path next to the 


Twilit Baba. Just target and pounce on each of them and secure your first 
tears. Once they appear on your Vessel of Light, continue along the path. 
Dispatch two more Twilit Babas. 













Twit PARASITES) 
#3) AND) #4, 

* << Move to the Dark 
Tumhel entrance. The 





gate is locked again, 

so return here ina 

> moment. For now, turn 
and visit the area where 
™ Coro resides. Head 
around and up the ramp, passing the scarecrow. At the end of 
the ramp, Midna appears to allow you to leap into Coro’s hut! 


> Leap down into 

the interior of the hut 
and use your sense 
view to make out the 
ghostly form of Coro. 
He's freaking out about 
the bugs! Two of them 
appear, buzzing with electricity and scuttling about the floor. 
With your sense view on, leap at them; you can defeat both 
with one jump! After they explode, Coro is even more puzzled! 
Take the orbs of tears, then exit the way you came in, climbing 
up the furniture and out the window. 


Lit PARASITE #5, 





5000 





A Journey around to the north (far) side of Coro’s house, past 
the campfire, and check the wall. A Twilit Parasite is crawling 
around here. Target it with your sense view, and grab it! 


Twitir PARASITES 
#6 AND #7 

> Journey back to “gpg 
the entrance to the 
Dark Tunnel. If you 
inspect the gate, you'll 
see it is firmly closed. 
However, there's a dig 
spot just to the right 
of the gate, allowing you to tunnel under the gate. Crawl out, 
into the tunnel entrance, and target the two Twilit Parasites 
maneuvering about in'this area. Bite them, and collect those 
orbs of tears! 














a) Ce eR 
Twat, PARASITES! 
#8 AND #D 
<< You can use the ~~ 
tunnel shortcut (see ~~ 
Missing Links), or run 
through the twilight 
» version of the Dark 





) Tunnel. The creatures 

™ (Deku Babas and Keese) 
have been replaced with twilit versions that are justas easy to 
defeat. Collect the Rupees from the usual places. 





Emerge into Faron Woods, and you'll see the lower area has 
been completely submerged in thick, evil, purple mist. Move 
to the northwestern side of the higher ground you're standing 
on, and locate the two Twilit Parasites on the rock wall. Now 
defeat them without accidentally leaping into the mist! Wait 
for each Twilit Parasite to descend if they start to fly. 


Twiuiy PARASITES #110) #11 
AND #12 


y 


<< There must be some 
way to cross the mist- 
filled woods, and there 
is. Moye to the flat 
stump at the northern 
part of the wood 
entrance, and Midna 
appears. She can transport you across to higher ground after a 
three-leap maneuver. Don't forget to hold @ to target her! 





>» Run to the top of the : ad 
overhang in this western 
part of the woods. 
Summon Midna, then 
leap three times to the 
inside of a giant tree in 
the middle of the woods. 
Three Twilit Parasites are in here. Don’t leave until you collect 
all three orbs! 


Twitty PARASITES) 
#13; AND #14, 


<< Now fora giant series of 
leaps! Use Midna and hold 
down @ to jump eight times 
across the tree branches to the 
§) top of the Faron Wood trees. 
Jump another four times, 
avoiding three Twilit Babas 
(if you're too slow, you'll be 
knocked off the branch and 
into the mist). 















A UOD sauie st uilad mie 
























ATTACK THEM WITHOUT LANDING ON THE MIST AND. 
STARTING THIS AREA OVER AGAIN! 


< Move to the other end 
of the massive tree stump 
and use Midna again to 
leap across a large gap, 
after the swinging log has 
passed to one side. Make 
seven more leaps down 
some trunks and platforms to reach the southeast exit. 


> Here, you can 

spot two more Twilit 
Parasites, but they are 
traveling through the 
earth. You must target 
them, then run to where 
they are buried, and dig 
them up! Once they surface, attack them. When you collect 
both orbs, you can search for the final two Twilit Parasites! 


Aun Now 


It was at this point that we looked at our Twilit 

Parasite tears collection, and found we'd missed 
the one outside of Coro’s hut! Curses! How do we 
get back? Fortunately, we stood at the end of the 
wooden pier, leapt easily back to the Dark Tunnel, 
and backtracked. 





Twitty PARASITES) 





» Step out of the tunnel 
and you'll notice that 

the energy walls of the 
Twilit Messengers have 
appeared, and three 

of them are advancing 
on you! Target, leap, 

and grab the nearest one, and pummel him with teeth and tail 
until he falls. Then press and hold ® for Midna’s energy attack, 
targeting the final two. Catch them both, and all three disappear. 






) A PORTION OF A BRIDGE HAS APPEARED HERE, 
7. PROPPED UP AGAINST THE FAR ROCK WALL. 
THis COMES IN HANDY LATER! 

















> The three Twilit Messengers 
form a portal in the sky, and 
you're free to continue. Trill’s 
Shop is completely empty, but 
you're a wolf and can't steal 
anything! The Twilit Babas are 
in the same places that the Deku Babas were. Now head along the 
winding trail toward the entrance to the Forest Temple. 


> As you reach the entrance 
to the Forest Temple, you 

see a monkey spirit standing 
in fear on one of the short 
columns, Target the final 
two Twilit Parasites and bite 
them to complete your Vessel of Light collection. The monkey is 
astonished, and as a wolf, you can understand her! She is relieved, 
although “ever since the boss went funny in the head, there's been 





scary monsters everywhere,’ she says. 


OBS amet *60) 


1. GoinG UNDERGROUND 
You can optionally find dig spots that house either a Rupee or a 
Heart in the following places: 


‘The winding path and long grass near the Dark Tunnel 
‘The sign to the Dark Tunnel 

Near the campfire around Coro’s house 

The north side of Coro’s house 

‘The tree opposite Coro’s house 

‘The south entrance to Faron Woods 

‘The western wall, near the overhang 


Behind the sign at the southeast exit to Faron Woods—a 
yellow Rupee (10) 


Next to the propped-up bridge near Twilit Parasites #15 and #16 
At the foot of the large tree opposite the propped-up bridge 
At the foot of the large tree opposite Trill’s Shop 


@e@eee @ee@¢eee¢ee4ee?e € 


At the start of the winding trail to the Forest Temple (near 
the opened chest) 


@ Oneither side of the opened chest 


2. DARK TUNNEL SHORTCUT 
There's actually a shortcut that (in wolf 
form) allows you to ignore the entire Dark 
Tunnel area! Dig in the left wall behind the 
first unlit torch as you arrive in the tunnel. 





You appear out of a dig hole in the right side of the wall by the 
north exit, or entrance if you're traveling south. This is quicker 
than traipsing through the tunnel. 


































INTO THE Murky Mists, 
AND) AN AUDIENGE WITH) 
AN Op ONE 


4 
THe Licur RETURNS TO 


=) 
FARON PROVINCE 





As soon as the last Twilit Parasite is captured, no matter where you 
are, you're whisked back to the Faron Spring. The spirit thanks you and 
Midna leaves you. Then the spirit returns in the form of a giant monkey. 
Your own form has changed, too! 


The green tunic that is your garb once belonged to the ancient hero 
chosen by the gods. Now that hero is you! You must now attempt to seek 
a forbidden power deep inside the Forest Temple. Midna returns to push 

you toward that Forest Temple. 


Faro 


~, The embodiment of the land of Faron, this 


irit takes the form of a monkey 









+t 


2 
Hero's Crotues 4 
You cor THE Hero's Crotues! Ir is 
SAID THAT THESE CLOTHES WERE WORN BY 
THE HERO WHO LONG AGO SAVED HYRULE 
3) FROM DANGER. ef. 
© ory 
<_ Head to the Forest 
Temple entrance at your 
earliest convenience. If you 
decide to return to Ordon 
Village, you can visit Fado 
in the pasture, but Epona 
™ cannot be summoned. Fado 


= 





remarks on your outfit and tells you to find the children. The rest of 


the villagers have the same request. 


> Sera, in the shop, is 
worried about Beth. Hanch 
is on the rock, fearful of the 
fate of the tots. 

Jaggle is standing by his 
bench, and Pergie is sitting 
dejected in her house. Even the puppy is yelping! 

Rusl and Uli are inside their house. They remark on your 


clothing, as Rusl is nursed back to health. They’re happy you 
managed to get the sword back from that evil wolf who stole it! 





WIPMENT 44. FRIENDS & EIENDS Aa WA 





A The mayor is away, so head north, over the bridge and 
into Faron Province. When you're battling the Deku Baba 
in the winding path to the Dark Tunnel entrance, Midna 
tells you how to block with your shield: hold @). Try it! It 
makes combat much easier, as the Deku Baba usually hits 
your shield and is stunned. Finish it easily, and the two 
others! 





A The gate to the Dark Tunnel is locked, and you can't use 
the dig hole as Link, so head toward Coro and speak with 
him. He looks you up and down. You seem to be ready for 
the challenge, so he hands you a Small Key that opens the 
gate to the Dark Tunnel leading to Faron Woods. If you 
need Lantern oil, now’s not the time to buy it. 


Your LANTERN IS ABOUT TO BE STOLEN BY A 
‘ MONKEY! As LONG AS THERE'S SOME FUEL 
LEFT IN, DON’T PUT ANY MORE IN, AS THE 

MONKEY USES THE ENTIRE LANTERN’S 


W Sy, FUEL SUPPLY DURING THE NEXT 
A Ze) WOODLAND ROMP. 







aay 0 <2 
2) t 
¢ SMALL Key u}) 
You Got A SMALL Key! THis OPENS A 

" LOCKED DOOR, BUT ONLY IN THIS AREA. 

a b 
[o— 

DO OG 


<5) 
Sr oe : Aw 
ENCOUNTERED. 


. 


Dekw Baba 








(CHARACTERS. 
ey er ae 
ENCOUNTERED 































unlock the Dark Tunnel entrance and head inside. 
‘The same enemies and tactics apply during this run- 
through of the area. Keep moving and take the left 
fork to appear at Faron Woods. 


A The lower ground is still filled with mist! Bring out 
your Lantern. As soon as you do, that cheeky monkey 
grabs it and wayes it about. She hasn't stolen it; she’s 
beckoning you to follow her! Drop off the wooden pier 
and draw your sword. Carefully follow the monkey 
northward, into the woods. 











A The monkey takes you on a long route, around the 
left side of the giant tree. On the other side, tackle 

a Keese, then keep up with the monkey. She runs 
through the arch in the tree and is scared by a Keese. 
Keep going, and defeat a Deku Baba. Do not try leap 
attacks that take you into the mist, or you'll have to 
retrace your steps! 











Lantern down and escapes 
toward the Forest Temple. 














Pick up your Lantern again. 
It is empty, so head directly 
toward Trill’s Shop. Slay 
two Bokoblins along the 
way, then dip your Lantern 
into the oil, and optionally 
fill your bottle. Don’t forget to pay 
the bird! 





LANTERN 


2s a 
You Gor THE LANTERN BACK! IT 


RAN OUT OF OIL WHILE YOU WERE 
FOLLOWING THE MONKEY AROUND. 
ol 
tS 


if 


< Did you notice a chest 
that appeared in Faron 
Woods? It was on the upper 
of the two stump platforms 
on the giant tree in the 
middle. It wasn't there 
before! If you're after every 
chest, head back to the 
mist-filled woods, bring out 
your Lantern, and wave it using ®. Step into the mist! 










\, Do nor press ®! IF YOU DO, YOU'LL PUT YOUR LANTERN AWAY, 
AND CHOKE ON THE MURKY Mist! 


reverse. 
Move left 
around the 
base of the 
giant tree, 
then to the 
edge of the 
mist that has receded, and wave your Lantern again. Keep 
this up until you reach the two stump ledges. Climb to the 
upper one, and open the chest. 





D> 
PPremron ) 
Cuest #7: 

Rep Rupee 
, (20) 4 
a h 
PO OG 


}> You can actually leap off and 
succumb to the mist now! You'll 
teleport to the entrance to the Forest 
Temple and Trill’s Shop, and lose only 
a quarter Heart energy! Or, drop 
slowly down, wave the Lantern, and 





carefully head southeast out of here! 
Head back toward the Forest Temple immediately! 






ae 7 Es . 
Heros Shade: Ake csem 


SpENCOUNTERED © 
y 4 



















* As you reach the entrance trail to the Forest A spirit covered in 
Temple, you spot a ghostly White Wolf with red 
eyes. It looks fearsome, but strangely, yott feel you 
know this creature! It pounces on you, and you 
both disappear into the ether! You are transported 
into a strange, cloud-like area with Castle Hyrule 
partially submerged in the distance. The White Wolf has turned into a heroic, to you. He talks 

armored skeleton of old. Could this be a past adventurer, appearing from ‘politely and classically, like an old: 
beyond the grave to teach you new combat techniques? fashioned master of the sword, 


armor, the Hero's 
Shade lives ina 
visionary world 


and teaches the 





art of weapon-play 


Target the undead hero, and attempt to strike 
him. You are knocked back. “A sword wields no 
strength unless the hand that holds it has courage.’ 
But you are still ready to learn the ending blow. 





“Enemies that are filled with energy will quickly 
recover and attack again even when stunned by a 


powerful strike. The ending blow is a secret technique you can use on stunned 
enemies to end their breath before they spring back into action.’ Knock the 
undead hero on his back or front, then complete this technique. 


A Run up the trail to the Forest Temple 
entrance, and attack two Bokoblins. Try 
knocking them off their feet with an 
ending blow. Then burn the Skulltula 
web with your Lantern, and enter your 
first dungeon, the dank and murky Forest 
Temple! 





_ MAES 
Ending blow: press @ to target and then press ® when an enemy is stunned 


on the ground. 
r + : 
EnpinG Brow / 


YOU LEARNED THE FIRST HIDDEN SKILL, 


A G THE ENDING BLOW! HIDDEN SKILL 1 
g OF 7. | 
US od 


a. 
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SEMPLE 


Entrance 
Ay Crossroads Hub 
Ay Wind Gorge 
Ay Step-stones Cavern 
A Wind Bridge Crossroads 
A Totem Pole Cage Room 
Bi Staircase Cavern 
A, Lair of Big Baba 
A Room of the Tile Worms 
itd Cavern of Ook 
Af The Giant Forest Tree Chasm 
2 Waterlogged Cavern 
fa Nest of the Skulltulas 
‘fh Small Cave Maze 


fg Boss Battle! Twilit Parasite 
Diababa 


NumBer OF 
Treasure CHests: 13 

GY Yellow Rupee (10) 
> Red Rupee (20) 
€} Yellow Rupee (10) 
GY Small Key 
§P Yellow Rupee (10) 
§@ Piece of Heart 
€2 Small Key 
> Red Rupee (20) 
QP Piece of Heart 
( Compass 
OY Big Key 
Small Key 
{EY Red Rupee (20) 

Irems 
é Fairy in a Bottle 

CHARACTERS 

Q onus, 
&@ Big Baba 
© ook 


FP Twilit Parasite Diababa 





THE Forest TEMPLE: OVERVIEW 


our first dungeon is only a single level deep, but it has many confusing, interconnecting chambers filled with 
fearsome-looking foes that require cunning as well as brute strength to defeat. The monkey that led you here 
expects you to rescue her seven brethren, each either locked inside a wooden cage or behind a barred or sealed 
doorway. You must backtrack through previously explored rooms several times before you can obtain the more useful 
items—the Dungeon Map and Compass—after which you can easily locate all 13 of this dungeon's chests. This dungeon 
also holds your first, and extremely useful, new weapon: the Gale Boomerang (pried from the hands of a bad baboon 
named Ook). Finally, after all monkeys are freed, they allow you access to the boss room, where you face your first 
creature of the twilight! Good hunting! 


yame 


ctal’€ 


Free the Third and Fourth Monkeys Battle the Bad Baboon named Ook h Monkey 








hia j : 
Deka Like Big Baba 


Mid Boss: ig ilit 
Ookthe Baboon —_ Parasite Diababa 
© 


Dungeon Ooccoo -SmallKey —-Pieceof ~—=-SmallKey Small Key Gale 


Ist) Heart #2 (2nd) 


e 


Piece of Compass BigKey SmallKey ——_‘Fairyin 
Heart #3 (4th) a Bottle 


pte 
Diet SG 
Obtain the Big Key Save the Sixth Monkey 


Boomerang 


Heart 
Container #1 











1: ENTRANCE 


Once through the large 
cobweb, step into the dark, 
rocky corridor, and bring out 
your sword. A roving Keese 
flutters into your face; 2) 
target, then slash it out of the 
air. Move past a couple of small 
boulders on your right, and 
into the first large chamber. 





€ You hear scratching and 
movement around you, 
coming from a Walltula 

on the left wall, scuttling 
around some vines. Ignore 

~ it for now, and pass between 
the two large totem poles. A 
Deku Baba springs from the 
ground, Slay it by cutting 
the stalk from the head, then 
check the area of vines to the 
side; there's some climbing 
to do, 





» Treasure Chest: Before 
you continue, aim your 
Slingshot up the vine- 
covered wall, and shoot 
down two Walltulas crawling 
on it. After both explode, 
head into the vines and 
climb up them, then shift 
along the rock wall before 

| dropping onto a small rock 
ledge. There's a chest here. 

| Open it and claim the yellow 
| Rupee (10) inside. 


g @ 
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‘t Cresr #1 P 
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A Drop off the platform and head north, until you 
spot a monkey in a cage below a vine wall. As you 
pass by the second set of totem poles, watch for the 
Bokoblin and a Deku Baba; slay both with a spin 
or your preferred slashing. 





A spin attack makes short work of a wooden cage, 
Multiple sword swipes take longer, 

A Head to the monkey cage, and help the hairy 
simian out by demolishing her cage. Execute a 
quick spin attack to destroy the bars. The monkey 
scrambles up the vines, and beckons you onward. 
Midna tells you this is the monkey who stole 
your Lantern! 





A Step back from the vines, and (if you haven't 


already), aim your Slingshot at the two Walltulas, 
dropping both before you climb. If you dont, 
youll be bitten and fall. Once at the top, the 
monkey urges you to open the round dungeon 
door. Oblige her. 











The Forest Temple — 


QUIPMENT & pS & Fienps £4 W 










Roll into each of the four totem 
poles in chamber 1A, and they 
will shake. This dislodges pots 
on top of two of them. Each pot 
contains a blue Rupee (5). 


With a fearsome countenance 

and skull-shaped thorax (which 
. is only for show) the Skulltula 

looks imposing. But it has a feeble nature, and it's an + 

easy and satisfying kill. If you try attacking head- 

on though, those spindly legs block your strikes. 


POSITION YOUR ROLL PROPERLY: IF YOU ROLL TOWARD THE Instead, use @ to block the leg attacks while you 
\, CHAMBER WALL, THE POT FALLS AND SMASHES ON THE 


WALL, AND THE RUPEE MAY BE INACCESSIBLE. THE POT 
SHOULD TOPPLE INTO THE FLAT FLOOR, AWAY FROM until the beast collapses. It isn't dead yet, so finish 
Likey THE SIDES. it with a leaping strike you learned from the White 


Wolf. Press ® when prompted to complete combat. 































move to either side, Strike with a combo of slashes 


2. DUNGEON GRASS SLASHING 
As usual, there are goodies in 

the grass: the right-side clump 
holds a Rupee, and the grass in 
the upper floor near the dungeon 
door yields a Heart and two 
Rupees. 





If youre checking this chamber 
carefully, youlll see a group of The fearsome Skulltula is a scuttling fiend with angry 
pots up on a high ledge. They all mandibles, but it has a softer side too (and that’s 
4} hold blue and yellow Rupees, 
af but you cant get them yet! 













where you should stick your sword). 


Return here later. 


Clay pots are atop the vine 
wall near the dungeon door; 
head left before you exit, and 
smash a couple for a Heart and 
a Rupee. 








<< Head down 

the rickety steps 
and reconnoiter 
this room. It has 


three exits (north, A Move up to the steps where you fought the Skulltula, 
east, and west) not and suryey the scenery. The two doors on each side of 
including the one you require a jump that's too far to currently attempt. 
you came in from. The way lies forward, but there's a sizable gap to 


Amid the grass on overcome. First, check down below; there's an odd 
the lower ground area is a Deku Baba waiting to be ripped apart; heson creature in the left corner. 
the right in the grass. 
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explosion 
used 
by placing 
the Bombling 
) in front of 


D> the boulder 


reveals a small alcove under the upper north exit are: 
Drop and open the chest; there is a red Rupee (20) inside. 
y Return to the central platform. 


<_ Optionally look up 
at the suspended chest 
(you need other means 
to retrieve the item 
inside), then figure out 
how to advance into the 
next dungeon chamber. 
Achieve this by retrieving 
your Lantern, and moving 
to each of the four torch 
stands. Light two stands 
and you can summon 
Midna. She convinces you 
to light the place up. After 


the fourth torch dis 


| burning, a set of heavy 


E ALCOVE BLOCKED BY THE BOULDER BELOW. UsE THE 
GALE Boomeranc (wHic YOU'LL FIND LATER) TO SNUFF 
OUT THE TORCHES. THE STEPS RECEDE, ALLOWING 

YOU ACCESS TO THE BOULDER, IF YOU DIDN'T 


> Run up the 
steps toward the 
northern dungeon 
door. Before you 
exit however, 
inspect the large 
chest to your left: it 
holds an incredibly 
useful piece of 
parchment; the 
Dungeon Map. 
Now you know how 
many floors the 
Forest Temple is 
and which rooms 
you've explored. 
Head through the 
door the monkey 


is near. 


EXPLODE IT ALREADY. 


Duncron Map 


You GoT THE 
DuncEon Map! 












The Forest Temple _ 


ONS & EQUIPMENT A 


UsiNG THE DUNGEON Map. i QU GENEMiEs: 

Press © To VIEW THE MAP AND ® TO eZ S ~ . ENCOUNTERED Wang 

TOGGLE THE MINIMAP ON AND OFF. 

You'VE VISITED GREEN ROOMS. THE 

YELLOW ARROW SHOWS YOUR CURRENT 

LOCATION. TILT THE ANALOG STICK 

AND X TO CHANGE FLOORS. THE BLUE 

<j ARROW SHOWS WHERE YOU 

ENTERED THE CURRENT 

i) ROOM. COMBINE THIS WITH THE COMPASS TO REVEAL THE 
LOCATION OF ALL THE CHESTS AND THE DUNGEON 

~ BOSS (SHOWN BY A SKULL ICON). 


The monkey grabs onto the falling bridge's boards and 


1. DUNGEON GRASS SIASHING returns to you. That baboon leaves the scene, and Midna 
This chamber is also filled with appears. She advises you follow the monkey, who’ telling 
grass, which yields a Rupee piece you to head into the Crossroads Hub. Follow that advice 


A higewhite baboon, known as Ook, raises from the 
opposite ledge, and launches a large Gale Boomerang! 
This severs the bridge supports, and the structure comes ~ 
crashing down. The monkey scampers back, while the bad 
~ baboon pats his buttocks with joy! : 





















or Heart refill for each large and retrace your steps. 
clump. Locate them before you @ 
face the Skulltula. There are CLA 4 D- 
MBER is, 
more near the Bombling, and on r— CHAMBER: 2: Fg 
one side of the northern exit. Firs RETURN TO & 
g CR R \ -{ 
2. HANGING AROUND: Coswes POTTERY CROSSROADS Hus & 
Hanging above the central @ 


platform are three pots and a 
treasure chest—and all are out 
of reach. Bring out the Slingshot 
though, and you can smash the 
pots, retrieving a blue Rupee (5) 
from two of them. You cannot 

_ drop the chest yet. 


s(l 
cs) 


©) 





D Gor .GE A Follow that crazy monkey to the rope span on 
the chamber's west side, and watch as she leaps 


and hangs from the middle of it. Line yourself up 
behind her, then run off the wooden platform. You'll 


z automatically jump, and she catches you. 
The next chamber is a yee y 


large gorge complete 
with wooden platforms 
that turn when the 
wind blows through fans 
connected 
at each platform’ top. 
Your new monkey friend 
races to a rope bridge 
and begins to cross, but 
stops short. 





A Then it's a simple matter of letting go using ® 


as youre swinging forward. Time this correctly, or 
youll land short or end up back on the platform. 
Press ® after Link swings upward. 
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“li 1 ; however they dont 
“aise Ignore the 
torches on either side of 
the door. Open the door, 
fy enter the Step-stones 
‘Cayern, and make a right. 








)) Use THE CLAWSHOT ON THIS VINE WALL TO HOOK AND PROPEL 
YOURSELF IF YOU RETURN TO THIS DUNGEON LATER (ONCE THE 
DUNGEON IS COMPLETED, THE MONKEYS ARE GONE) TO 


CHAMBER 4: 


S7TEP-STONES CAVERN 


> Draw your sword and 
head over to a Bombling. 
Slice it once, pick it up, 
then move and place 

it next to the rock wall 
behind it, to the north. 
Back away, and the 
boulders explode when 
the Bombling detonates, 
revealing a secret alcove! 


< A couple of the pots 
contain Rupees, but one 
is of particular interest. 
It is moving, and there's a 
head popping out! Smash 
it, and this weird Cucco 
-like creature appears, 
but with a human head! 
This is Ooccoo, who's lost 
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| in the dungeon, too! 
| Ooccoo 


i 
i z 
1 cult to tell, Ooccoo 
i 


Although 
seems around 40 s old. She lived in a 


great city in the sky, but she fell to Hyrule 
nge events befell her home. 

She is hoping to find something she los 

Although she 


great gift for you. 


| 
i 5 
| hort, with baleful eyes, s 
| 
| 
H 





Bo ox 


Ooccoo ) 
You met Ooccoo! IF ou cau 


HER IN-A DUNGEON, SHE WILL 
LET YOU OUT AND ALLOW You TO 
RETURN WHEN YOU WANT. 






















































‘Ooccoo Is AN ITEM WHOM YOU CARRY THROUGHOUT 
“EACH DUNGEON, AFTER YOU FIND HER. SHE LEAVES 
YOU WHEN YOU FINISH A DUNGEON. HOWEVER, SHE'S 
HELPFUL IN THAT SHE CAN TELEPORT YOU OUT OF A 
DUNGEON, THEN BACK IN AT THE SAME PLACE YOU 
LEFT. Do THIS TO ViSIT A SHOP AND PURCHASE AN 
ITEM TO COMPLETE PART OF A'‘DUNGEON, OR TO HALT 
YOUR GAME. IF YOU SAVE WITHOUT USING Ooccoo, 

Z . YOU BEGIN YOUR DUNGEON TREK AT 
\ THE ENTRANCE AFTER YOU RELOAD 
1 (ALTHOUGH ALL THE DUNGEON'S DOORS 
AND CHESTS YOU UNLOCKED 
ARE STILL OPEN). 












A Place Ooccoo in your inventory ([P) for easy 
access, then turn and follow the cavern tunnel 
around toa large Skulltula web blocking your path. 
Access your Lantern and wave it at the web to burn 
it, then continue into the cavern. 


ALTHOUGH YOU SHOULD BE STOCKED WITH LANTERN 
* FUEL, EACH TIME YOU WAVE THE LANTERN, 
IT USES UP MORE ENERGY THAT LETTING 
}) IT BURN. WAVE YOUR LANTERN ONLY TO 
- LIGHT WEBS OR TORCHES, OR 
Y TO CLEAR THE MURKY AIR! 








Slice and dice that Deku Baba, but don't use a jumping 
attack. Then collect those Slingshot nuts! 


A While the monkey cowers, inspect that patch of 
weeds, and slay the Deku Baba that appears from it. 
There's a dormant Deku Baba against the wall; burst 
open the head for a Rupee! After you're done, survey the 
room; there's a vine wall, and a bridge with gaps in it. 


e} < Take the 
| bridge ahead 
and slightly to 


Follow that 
monkey across 
(you don't 
need to press 
a button to jump; Link automatically leaps). Stop at the 
doorway. It is unlocked, and you can continue, but it's 
better to inspect this chamber first. 


a 
cowers in 
fright at 
‘the pygmy 
Skulltula 
M) hanging from 
the ceiling 
ona string 
of web. Sk 
blocking 
your path 
toa locked 
door. You 
can draw 
your sword and attempt to attack, but you cant reach, 
and youre likely to end up in'the water after a nasty nip! 
Instead, bring out your Slingshot and tag that pygmy 
Skulltula. She falls, then scuttles toward you...and off 
the ledge into the water! An excellent dispatch! 


»A The monkey bounds across to the locked door on the 
chamber’ western side. Alas, you dont have a key yet, so 
ignore her. Instead, cross the rope bridge to the left. This 
allows you to inspect the rooms southwest part. 


A Look closely, as you'll see you can reach this area vi 
the vines (but the bridge is quicker). This area contains a 
locked gate with a massive chest behind it. There are four 
fan contraptions but none of it can move. You won't be 
raiding this yet! 

Dip you NOTICE THE "Z" ON THE FLOOR, 


RUNNING BETWEEN THE FANS? THAT'S A 
CLUE YOU NEED WHEN YOU COME BACK 


water and swim 
around, under the rope 
bridge, and toward the 
southwest areas watery 
part, right of the locked 
gate. Swim through a 
gap below a tree trunk, 
and go up a small dirt 
amp. A hidden chest 


in here contains 10 


Rupees to pilfer! 


> You can use the 

vines to the small 

rope bridge's left to 

climb up, or the steps 

up from the shallow water near your Deku Baba fight. Exit this 
place via the door in the north wall. You'll appear in the Wind 
Gorge, but on the western side. 
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<< Away from 
the massive 
middle gap, 
the gorge’s 
western 
portion is 
safe. Wait 

for the wind 
to spin the 





ms rickety 
is - platform 
we), bridge to link 
$ both sides, 


then roll 
across. Stop at 
the other side, 
- produce your 
Slingshot, and @) target those pesky Keese as you did in the 

_ misty Woods of Faron Province. Run to the door in the north 
wall, and open it. 




















Any KEESE WHO ARE TOO FAR TO AUTO-TARGET 
j) witH (2) CAN BE AIMED AT MANUALLY. THIS 1S 
IMPORTANT BECAUSE YOU MUST MASTER. 
THIS TECHNIQUE! YOU CAN MOVE IF YOU 
HOLD DOWN © AND use 8! 


















A Treasure Chest: The door leads to a large airy chamber 
with a chest to your right. Open it; it contains a Small Key! 


You can use this to open the locked door pes ol 
Y TREASURE || 
“U Chest #4 


in the Step-stones Cavern. You can't 
at SMALL Ly 
dk Kev. - 4 
re G) 
x Be 
2 


progress farther, so head back the way you 
came, through the Wind Gorge. 
O <6 
Smaut Key by 
You Got A SMALL Key! f* 
THIS OPENS A LOCKED. 


mc 
q 
DOOR, BUT ONLY.IN 
THIS AREA. oh, 
Ou 


S PRIMA Official’ Game Guideo 
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a a 
INGEON IN WHICH YOU 





@ Smaut Keys OPEN DOORS ONLY IN THE DUI 
CURRENTLY ARE. — cS, 
@ You CAN'T TRANSFER SMALL KEYS BETWEEN DUNGEONS. 


@ The Locks THEY OPEN ARE ALL THE SAME, LIKE THE ONE IN THE 
STEP-STONES CAVERN. 


@ Look avove Your Rupee couNT TO SEE A SMALL KEY 
ICON. THIS IS HANDY BECAUSE IT TELLS YOU HOW MANY 
] KEYS YOU POSSESS. 







@ Each SMALL Key 1s DISCARDED AFTER IT OPENS 
ONE DOOR. 


OSS iametaas — %0) 


1. Pot SMASHING 








Shatter the trio of pots opposite 
the chest as you enter this room! 
There's a tiny amount of money 


2. BOKOBLIN BAsHiNc! 
You can't turn the bridge 
platform yet, but you can attack 
the two Bokoblins guarding it! 
Pull out your trusty Slingshot 
and hit one, then watch as it 
trots toward you and falls into 
the bottomless pit. 





>» Head south, 
back to the 
western side of 
the Wind Gorge, 
and bring down 
the couple of 
Keese who have 
returned to is 
bug you. Wait 
for the bridge 
platform to connect with the 
ground you're on, then run 





wat 


and open the south door. 



















A Enter the Step-stones Cavern, and make an 
immediate right. If the Skulltula hasn't been 
defeated, it needs a Slingshot and a dip in the 
water. Jump the gap automatically, then run up and 
unlock the door with ®. Push the door open. 


CHAMBER 6: TOTEM 


ae 


Pore Cace Room 





A Step into a large oval chamber where an 
imprisoned monkey sits in a cage atop a totem pole. 


Your first monkey friend leaps over and rocks the 
cage, but it won't open. It’s time to help! Head around 
to the shaky bridge, ignoring the vines. When you 
cross the bridge, it collapses! 





A You can’t go back, so either drop, or follow the 
wooden path down past the tree roots, to the main 
grassy area. That eeping is getting louder, so head over 
to the totem pole and check it out. It’s too high to reach 
with your sword. You need a better plan. 





> fea Chest: 
First, however, inspect 
your surroundings. q 
Check the area under 
the bridge, directly 
under the vine wall, 
right next to a post; 
for a chest that’s easy 
to miss. Open it and ~ 
grab your cash prize! 






See V It’s time to free the second monkey! After watching 


2 
( Treasure . Fi 
q Cust #5 the first monkey roll into the totem pole, try.this 


4 Yeuow }, yourself. Attempt another afterward (do this quickly 
he: 































gRuree (10) Dor the cage rocks, but doesn’t fall), and the cage comes 
°°” crashing down! Your monkey collection is increasing. 








Follow the clue the first monkey gave you and roll into that 





totem pole twice; it’s the only way to get out of here! 


< This monkey-freeing 
attracts the attention of two 
Bokoblins, who jump down. 
Assault them with a sword spin 
and hacking; wait for them to 
arrive and dispatch both with 
one spin. Follow the monkeys 









> Backat the small collapsed 
bridge, the monkeys swing 
from the rope above, creating 
a precarious path for you 

to swing across! Press ® 
quickly when Link is swinging 
upward. Do this twice, then 
exit the chamber. 


OSS Mameis %00) 


1. MowiINnc THE LAWN 


Cut the grass for Hearts and 
Rupees, and return here with the 
Gale Boomerang to rake up those 
patches of leaves. 


ASAAPODSOVGVS@ 
pARAAAAA SL A 
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CHAMBER 4; 


SECOND RETURN To 
STEP-STONES CAVERN 


avern. the way you first came in. 
CHAMBER 2; 
SECOND RETURN — 


to Crossroaps Hus 


> Complete a check 
of the ground level, — 
and you'll notice 
a second strange 


creature: the Deku 


A Your monkey chums arrive at the hub with you, 


and one makes a swing so you can get back onto 
the middle platform (or drop and run around, and 
up the steps). The second monkey attaches to the 
rope leading across a gap to the wing across, 
and bring out your Lantern. Burn the web, then 


my open the door. 


Like. It’s in front of 

a chest in this room's 
southern part, and it’s 
impervious to your 
sword and Slingshot 


You must defend it in another manner. 


>» Climb the st. 


to discover a second 


creatures. Ignore 

it for the moment, 
turn left 

th 

care to dod, 

the Bombling. The 
Bombling is your clue 


to finishing these Deku Likes. 





A Treasure Chest: Drop from this ledge 
(press © on the analog stick to roll), 

and enter the small alcove you couldn't 
reach earlier. Ignore the : 
Bombling here and open 

that chest! Inside is 

Piece of Heart. The Deku 

Like slaying was well 

worth it! 


< After you take out the . 
Deku Like on the upper Douste-CHECK YOUR COLLECTION MENU; DO 
YOU HAVE TWO Pieces OF HEART? YOU SHOULD, 
IF YOU'VE BEEN FOLLOWING THIS 
to the rocky ledge in the WALKTHROUGH! IF NOT, CHECK BACK 
chamber’s northeast ON WHERE YOU MISSED IT} 11's TO 
YOUR ADVANTAGE TO COLLECT, 


Pieces OF HEART AS EARLY 
a cave entrance. Return < AS POSSIBLE. 


area, jump over the gap 


corner, A boulder blocks 


here in a moment; there's 
a second Deku Like to 
tackle! Turn and fi 

south, and check out the 
vine wall. Produce your 
Slingshot and drop the 
two Walltulas, then jump 
and climb up. 


) DROP AND COLLECT THE 
ITEMS THE WALLTULAS 
DROP IF YOU WISH. 


> Don't exit via the 
southern upper door 
yet! I d, face west 
and chop down a nearby 
Bombling. Pick it up as 
it’s flashing, and walk 
forward to the gap at the 
ledge’s edge. Drop the 





Bombling onto the first 2) complete this dungeon in the fastest time, either destroy 
Deku Like you saw. That's both of them defeated! the boulder blocking the northeast corner’s door, or™ 
—= head through the upper door in’the southeast cc 
















3RASS, Pots, A 
usual, the grass can be cut down | 
yr some Rupees (and to help spot 
‘that Baba Serpent). Also smash the 
‘pots (for Rupees) and slice grass 
_ “onthe western wooden platform. 
ee ‘On the eastern side, there are Deku 
‘nuts to smash, too. 



































As you enter this large, arena-like chamber, you spot a monkey imprisoned 
behind a locked door. The key is on the ground in front of you, but the biggest 
Deku plant you've ever seen swallows it; the beast drops the key into its 
massive sack. Welcome to the home of the fearsome Big Baba!” 


Big Baba 


___ Threat Meter Step 1: Fighting Big Baba 
mt! means using your shield to 
block and target (both with @). With your shield 
out, advance on this frightening foe, and sidestep 
when it slams its head at you. Block, and as the 












3 With the 
head destroyed, 
the sack shuts 


and refuses to 
| cough up that 
| key. However, 
~ two Bomblings 
stand at the room's 
southern end. Slice 
one, pick it up, and 
carry it toward the 
sack. Then @ target, 
and throw the bomb 
into the maw. The 
beast gets blown up, 
and the key is yours! 











Throughout the adventure, we were constantly 
attempting to make our explorations even 

~~ tougher, so we instigated a “manual targeting” 
policy, where anything that required throwing 
couldn't be @ targeted. Of course, we missed 
the open maw numerous times, leading us to 
question our gaming prowess! 


° 
SMALL Key ie 
You Got A SMALL 


Key! THis OPENS A 


& LOCKED DOOR, BUT ONLY 
mc IN THIS AREA. Be 
o Ba) 





> Pick up 

the Small 

Key from Big 
Baba’s remains. 
Run south and 
use it to unlock 
the door to 

the captured 
monkey. After it’s freed, you can both leave via the north 
door. It's time to locate your next trapped simian. 


OSS Mmetnrs 0) 


1. Grass AND PoTTERY SLICING 
Before you leave the room, ey 

or during the fight with Big Cu 
Baba, scour the perimeter. 2 
There are pots with Hearts | 

in them, and grass to 

mow down. The cave the monkey was held in has pots 
containing Rupees. 













STAIRCASE CAVERN 
























> Your next taskisto 
secure another monkey. 
This one is trapped in 
the room east of you. 
Return to the Bombling 
on the wooden plank 
platform and slice it. 
Pick it up and run along 
the wooden platform. 
Leap the gap while 
carrying the Bombling, 
then lob it so it lands on 
the upper ledge, right 
next to the boulder. This 
might take a few tries! 
As long as the Bombling A Your eyes didn’t deceive you; some of those tiles 
lands next to the up ahead seem to be moving! Three of them on the 
boulder, both explode, allowing you access to a previously hidden door. passage between the pools of water have a nasty new 
critter—the Tile Worm—lurking beneath them. You 
can easily ignore them by running along the right 
side of the three-tile wide passage! 








We spent an inordinate amount of time stuck on this 
puzzle, until we realized we could leap that gap with 
Bombling in hand! We blew ourselves up countless times, 
but our favorite demise came when we were caught ina 
Bombling explosion, flew off the side of the ledge, and got 


\y ad 
eaten by a Baba Serpent. S 2 Sauhiow OF TILES. 


CHAMBER 10; Room 
op tHe THE WORMS: Tile Woum 


‘Threat Meter 


a a 


The Tile Worm is a real menace. It 


ue TILED PASSAGE BETWEEN THE WATER HIDES THREE 
gp TILE WORMS. THERE ARE TWO ON THE LEFT 
) LINE OF TILES (ONE UNDER TILE #1, AND 





> You enter a green 
and dank chamber, 
with two bodies of 
water on each side of 
atiled path. Take a 
moment to oversee the 
entire area. The steps 
across the way lead to 
a locked door with a 


hides so you can't slice it when you close 
in, and your Slingshot doesn’t help, 
either. In fact, Tile Worms are pretty much invincible at 
the moment; simply maneuver around the moying tiles, 
and return here with a Gale Boomerang for a spot of 
revenge! 





monkey behind it. Most interesting though, is that chest! 


> Treasure Chest: 
Did you see it? The 
chest is on top of 
that totem pole! 
Drop down and then 
roll into the pole to 
dislodge the chest. It 
comes crashing to the 
ground. Open it up to me Don't stand near this sneaky snake; he knocks you high into 
discover a Small Key. Grab this before proceeding. f: 4 the air and disorients you! 
TREASURE 


Crest #7 














the other side of 
the tile passage, 
don’t stand 
on the ground 
tiles with the 
four torches 





at each corner. 
This avoids 

the waiting 

Tile Worms 
entirely. Instead, 
bring out your 
Lantern, and 
light the two 
unlit torches. This raises the lesge set of steps at the far end 





A Run around the tiled floor avoiding the lurking Tile 
Worms, or pass through the middle of the floor (there are 
none there), and clamber up onto the giant steps you just 
raised. On the way, notice a chest behind these steps, anda 
Skulltula pening from the Sc above the locked door. 








A You can’t access the chest yet, so return here later. 
However you can shoot the Skulltula from the steps with 
your Slingshot, or attack it when it drops to the ground. 
Be sure to finish with a leaping stab! 


> Use the 
Small Key 
you grabbed 
from the 
chest you 
knocked off 
the totem 






X } Pole to free 
f B the fourth monkey, and retrace your steps out of the room. 
Make a mental note to return here later to collect the 

P items you left. 





of the room. Leave the remaining two lit torches untouched. 





< MTeeueure Chests 
Before you leave this 
chamber, get the one 
chest you can reach. 
Near the torches and 
tiles on the left side 

of the room is a vine 
wall. Climb it and edge 

~ along, then go.down 

- Frese onto a curved platform. After smashing some pots 
Cuesr#8 } for Rupees and a Heart, open the chest for a cash 


Reo ‘ . 
4 Ruret (20) b infusion. 
o O@ 


YOU MAY BE EXPERIENCING “FULL WALLET SYNDROME,” AS YOU FILL UP 
YOUR WALLET AND CAN'T CARRY ANY MORE RUPEES. THIS MEANS LEAVING 
DUNGEONS WITH CHESTS STILL UNCLAIMED! THIS ISN’T A PROBLEM, BUT 
1F YOU REALLY NEED TO COMPLETE EACH DUNGEON AND RANSACK EVERY 
SINGLE CHEST, TRY THE FOLLOWING: 





@ Donate More THAN YOU SHOULD TO TRILL THE BIRD IN FARON 
WooDs BEFORE ENTERING THIS DUNGEON. 






’ @ Don’t Pick up ANY STRAY RUPEES THAT FALL FROM 
1 POTS, GRASS, OR MONSTERS. 


@ Locate A LARGER WALLET AS SOON AS POSSIBLE; 
visit PRINCESS AGITHA WITH AN INSECT IN THE CITY. 


Co Masons Lngs DO 


1. GROUND FLooR GRAss 







As usual, there’s grass 
everywhere to slice and dice, 
including near the tile floor. 


2. Totem PoLe PoTTERY 


One of the totem poles has a 
chest, and the other holds a pot 
with a blue Rupee (5) inside. 
Simply roll into the totem pole 
and grab the Rupee after the 
pot falls and smashes. 





3. PULVERIZING POTTERY 

Numerous pots are scattered 
about here, including some 
near chest #8, some on the 
opposite earthen ledge, also 
accessed via a vine, and some 
§ in the alcove you freed the 
monkey from. 
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<< With your 
monkeys in tow, 
having rescued both 
of them, head back to 
the Crossroads Hub. 
You can optionally 

» take the only exit 

you haven't investigated yet; it leads back to the Wind Gorge 
(1C), but you can’t proceed. You head through this door in the 
opposite direction later in this expedition. 


CHAMBER 2: 
THIRD RETURN TO 
‘ ; Lg. 
CrossRoAps Hus 
» Back in the e% i Bic: 
Crossroads Hub, 
your quartet of 
cackling chimps 
beckons you to swing 


across to the middle 
platform and then 





up the shallow steps to the northern door. Oblige them, as this 


leads to the Wind Gorge. Make sure you have all four monkeys 
before continuing! 


‘Threat Meter 











CHAMBER 32 THIRD — 
RETURN TO WiND GORGE 


z 7 
. ; | es 
hs a) ay a is 


A You're now in the middle section of the Wind Gorge, with a 
massive gap, thanks to the baboon’s bridge-cutting skills. Watch 
as each monkey creates a swinging handle for you, then takea y 
deep breath; you need to swing four times across the gorge, and i 
land on the other side! As always, time this carefully, pressing 
® about once a second to ensure a safe trip. 




















oer " a 


< Once on the 
other side, climb up 
the steps leading to 
the unlocked door. 

§ Although you can 

a), turn east and try 

» leaping across the 
bridges to rescue a monkey, it’s better to wait for a moment. 
Slice the Deku nuts by the door, and then enter. 


CHAMBER 10; CAVERN OF OOK ‘ 





You enter Ook’ cavern, and the door seals shut behind you! Ook is crazy, 
and he’ wielding a deadly Gale Boomerang! He throws the weapon and 
it slices off two Baba Serpent heads from the ceiling, Patting his bare 
bottom in satisfaction, Ook prepares a second Boomerang swing for you! 








Begin by executing a perfect spin 
attack on the two advancing Baba 
Serpent heads; this stops Ook:s first 
attack. Now run forward, and watch 
as the manic simian leaps from totem pole 
to totem pole. He then stops and launches 
the Boomerang. 


















Ook likes to dance, Fortunately, he’s at the top of a highly 
unstable totem pole, Bring that buttock-patting ape down 
for a spanking! 





SSSODORGGDS: 
VVVGVOVOUYD 
















After Ook realizes his antics, his bottom is flush 
with embarrassment, and he hops out of a hole in 
the cavern. You can't follow him, so instead, you step 
over to the Gale Boomerang. A voice whispers “Iam 
the Fairy of Winds who resides in this boomerang.” 
She instructs you to use the weapon she’ bound to, 
and focus her power! 


GALE 
2 J BOOMERANG 
You cor THE Gate 
™ Boomeranc! 


You can lock 

on to and strike ae 

as many as fiye 

things at once! E 
aa 







> Test out 
your new 
weapon’on the 













° SWEEP UP LEAVES WITH 


















bars thatare 
SUCH AS RUPEES. i 
preventing you 
from exiting. 
@ lock on to 
weinis StaIKEe! 3 BES the fan above 
the door, 
@ Tarcer a vistant ITEM, SUCH AS A POT OR| Hee 
THEN LAUNCH THE GALE BOOMERANG. It PICKS ‘uP: TH and target 
ITEM AND BRINGS IT BACK TO You! five times. 







@ Breacavie OBJECTS ARE SMASHED IF THEY HIT Launch the 







Boomerang, 
and the fan 








spins long 
enough to 
raise the bars. 






TARGET TO BRING THE CONTENTS BACK! 


@ THe GALE BOOMERANG ALSO SNUFFS OUT aS 
TORCHES AND TURNS WIND FANS. If you target the fan only once, the bars don't lift high enough. 


Exit via this south door. 



































CH IAMBER: 3 + FOURTH » Bring out your sword, 


see EEN S ; and defeat the Bokoblin 
RETURN TO Win (DD) Gorge guarding another cage, 
ES with your fifth monkey 
\ : ‘ friend inside. Once 
you've defeated the 


ik m 







enemy, step back and 
use the Gale Boomerang 
to target the Skulltula 
web holding the cage. 
Slice the web and the 
cage falls, shattering 
and freeing the fifth 
monkey. This one leaps 
west, across the rotating 
bridge platforms. He's 
waiting for you at the 
northwestern rocky ledge you haven't explored yet. Head there shortly. 





BE CAREFUL TRAVERSING THE BRIDGE PLATFORMS! THE WIND 
STILL ROTATES THE FANS AND YOU CAN RUN OFF INTO THE 
BOTTOMLESS CHASM IF YOU'RE NOT CAREFUL! 





< For the moment though, 
head south, back to the room 
with the Tile Worms in it 
(11). Head south, traversing 
two bridge platforms, 

and optionally slicing or 
targeting the Keese with your 
Boomerang. Open the door in 
the southeast corner. 


A Back in the Wind Gorge, you can finally head east, 
brandishing your Gale Boomerang. Target the fan atop the 
rotating bridge platform, and use the wind of the Boomerang 
to activate it. The platform turns. Run onto it. Then run onto 
the second platform (assuming it is lined up east to west), and 
continue to the exposed rock platform ahead. 





PODS 
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Ce 
ENCOUNTERED. 


f ee - oo 
Cu HIRD RETURN Fo reccortion 
TO STAIRCASE CAVERN @ ie eles 
This door leads you into Re 


FULL HEART CONTAINER. PIECE OF Jy 
Heart #3 oF 45. 4 
o 
the Staircase Cavern. From 


here, drop down onto the CHAMBER, Vy 
wooden platform, make E 
a left. Pass the Bombling, ey, 7) 

leap the gap, climb onto STAIRCASE CAVERN 
the higher ledge, and uy 
exit via the door in the 
ortheastern corner. 






















» Before you leave this 
cavern, try using your 
Gale Boomerang. You 
can target a Bombling at 
range, but the one near 
the wooden railing always 
explodes. Or, try targeting 
both Walltulas and the A Head out of the Tile Worm chamber, and back 
Deku nuts. The Gale . into the Staircase Cavern. You should have cleared 
Boomerang strikes them all with a single whirl! all chests in this area, so drop down (watch those 
respawning Baba Serpents!), and head through the 


CHAMBER 9: FIRST RETURN TO doorinthe west wall, 
, YR, “) wee) AXVA DX. . . 
Room or Tue Tire Worms) CHAMBER 2: FOURTH) 


eS C 


A Head back to the room where the Tile Worms were mocking you earlier, 
It’s time for some payback! Bring out the Gale Boomerang, and target the 
tile the Tile Worm is under. Launch the Boomerang, and watch as the Tile 
Worm is ripped out and spun onto the ground. Now attack with your sword, 
finishing the otherwise annoyingly defensive foe. Repeat this tactic until all 
Tile Worms are defeated, if you wish. 































Treasure Chest: Now 
for the real prize this 
room holds! Step over to 
the tiled ground (ideally A Treasure Chest: Now swing back into the 
with no remaining Tile Crossroads Hub, and tackle the 10th chest in this 


Worms), and target the dungeon: the one hanging above the amg > « 





two lit torches with your middle wooden platform. A simple i ae D 

a }) Gale Boomerang. Blow targeting of the web string with your Cuest #10 
5 » both of them out, and Gale Boomerang drops the chest. 4 Compass } 
m Dor cs 


Ope BuyQ the entire large staircase recedes. You can now reach the Inside is a Compass! 
Teer previously hidden alcove and open the chest. The prize is oe 


Compass 





You Got THE 
Compass! 











\ ce 






OBJECTS HIDDEN IN THIS DUNGEON. CHECK THE MAP SCREEN AND 

YOU'LL SEE THE FOLLOWING ADDITIONAL INFORMATION: THE FLOOR 

» AND LOCATION OF EACH REMAINING CHEST (INCLUDING 

) ONES YOU OPENED BUT COULDN'T TAKE THE RUPEES 

j), 1F YOUR WALLET WAS FULL), AND THE LOCATION OF 
THE DUNGEON Pec ticancs BY THE 

QUL@y SKviL con). 


CHAMBER 1); 
RETURN TO THE ENTRANCE 


< Optionally, 
from the 
Crossroads Hub, 
you can travel 
southward, back 
to the entrance, 
now that you're 
armed with the 
Boomerang. You 





can knock Walltulas off the vines easily and grab the pots on the tiny 
platforms you can’t reach by jumping. 


{BER RETURN 
TO STEP-STONE CAVERNS: 


> Head north, 
then west, back 

to the Step-stone 
Caverns via the 
monkey swing, 
and past the area 
where you found 
Ooccoo. Watch the 
returning Deku 
Baba! When you're done with combat, head to the barred gate via the 


CHAMBER 4: THIRD 


vines or the rope bridge. Your key awaits! 


< With the Gale 
Boomerang, you can 
now open the barred 
gate! Naturally, the 
process is tricky, but 
the backward “Z” in the 
), floor provides the clue. 
=>) Target each of the four 





fan pillars, starting with 
the far right. Then the 
far left. Then the near 
right. Then the near 

left. When you're done, 
launch the Boomerang! 
The Boomerang must 

™) connect with all four 
fans in this order for the 
















A With the gate open, roll forward and move directly 
to the ornate chest, and open it up. ‘ae slicovered 


the Big Key; this leads to the most 
TREASURE | 
Cnest #11 


important room in the dungeon! 
Bic 
Key 4.) 
Br 


Take it, then exit via the door in the 
> 
Bo) t = 
f Bic Key 4 


You Got THE BiG Key! Use iT 


TO GAIN ACCESS TO THE LAIR OF 
THIS DUNGEON'S BOss! b 
0 ro) 


THe Bic KEY Is BIG NEWS TO A DUNGEON EXPLORER. 
ALWAYS LYING INSIDE THE LARGEST AND MOST ORNATE 
CHEST TYPE, THE BiG Key ALLOWS ACCESS TO THE 

= LAIR OF THE DUNGEON BOSS. THERE'S ONLY 
Bh. OnE BiG KEY PER DUNGEON, AND THE 

) KEY UNLOCKS ONLY THE BOSS'S ROOM 

OF THE DUNGEON YOU'RE 
CURRENTLY IN. 


northern wall. 


ae 





Ben e® 


= 
iS) 








fy} 














There’ no need to 

luce your Boomerang 
j here; the wind moves 

the platform to allow 
north-south access, so run 
northward, and meet up 
with the fifth monkey you 
saved oyer on the east side 
of this gorge. Follow him 
to the door and enter. 





















> Pass the open chest, and optionally 
smash the pots, then stand at the edge 
of the wooden platform, with the gap 
in front of you. Don't fall off! Bring 
out the Gale Boomerang, target the 
fan atop the bridge platform, and spin 





<< Head onto 
the bridge 
platform, and 
spin the fan 
once with 
your Gale 

>, Boomerang. 
Next, run onto the second bridge platform, then use 
the Boomerang to spin this second structure so it faces 
east to west, allowing you access to a cliffside and large 
vine wall. 

> Hop off 
the bridge and 
assault the 
Bokoblin at 
the base of a 










large vine wall, 
then bring 

out the Gale 
Boomerang once again, and target up to three Walltulas 
on the vine wall. Scrape them off with a thrown 
Boomerang, then begin to climb the wall. 








. IF YOU WANT TO GRAB THE ITEMS EACH 

Bi) WALLTULA DROPS, TARGET THE LAST ONE 
TWICE, OR WAIT UNTIL YOU'RE NEAR 
THE WOODEN LEDGE BEFORE YOU 
DISPATCH IT. 










it 90 degrees to connect the north- 
south route. 























< Ignore the two Bokoblins 

on either side of you (or shoot 

them with your Slingshot), and 4 vine WALL LEADS DOWN OFF THE EDGE OF THE LOWER 

race northward so you have an s DECK YOU'RE STANDING ON—BEWARE! 

open view of the platforms and THIS LEADS TO A LONG DROP INTO THE 

4 BOTTOMLESS PIT! THERE’S NO WAY TO 
doors to the east and west. Now 


REACH THE NORTHERN AREA 
take out the Gale Boomerang y Lo) CURRENTLY. 

= and mess with those Bokoblins. A LOS 

Target one to draw their attention, and watch as it runs at you and falls off > Climb up 

into the inky darkness! Now exit via the north door. the vine wall, 










_ sidestepping, 
Y {ere | % then dropping 
/ a j) YOU DON’T HAVE THE KEY FOR THE DOOR IN THIS CHAMBER YET, 4. to the 
oe SO PRESS NORTHWARD INSTEAD OF CHECKING OUT THE SIDE 
\ y CHAMBERS. ledge. Take 
care of the 


“AR - Ad. Wage vy, third Walltula @ 
CHAMBER 11; Tre Grant Figen 
Fo Ly EST; TREE CHASM: already,then 
climb up the 
smaller strip of 
vines. Struggle 


to the grassy 






< Enter a huge and cavernous 
chasm, where the monkeys 
you've assembled have leapt to a 
gigantic tree, and are sitting on 
the large fungal growths waiting 
}) for a complete collection! The 
way north is completely blocked, 
so turn right. 


rock ledge at 
the top, and optionally survey the chamber from here. 
Then engage a lone Bokoblin in a bout of swordplay 

before finally exiting via the eastern door. 













WHEN TWILIGHT THROGENS, 
PRIMA GUIDES THE Way 
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i Complete walkthrough showing the optimal 
path to take! Grab all the best items at the 
earliest possible points! 
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and secret unlockables for all mini-games! 
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| Multiple methods for fighting against all of 
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1. GRASS AND POTTERY SLICING 
As with many of the other 
dungeon rooms, this one 
has grass and pots, both on 
the rock ledge before you 
exit. Rupees and Hearts 
are available here. 





WATERLOGGED 





A Enter this oddly quiet, waterlogged chamber, and 
bring out your sword; two Baba Serpents must be 
defeated! Once you've slashed them into the ground, 
stop and check out the area to your right. A Deku Like 
sits on a small stepping stone. 


< The 
stepping 
stone leads 
toa ledge 
that’s too 
high to 
reach from 
the water if 
you swim 
there, so 
removing 
the Deku 
Like is your 
priority. 
Fortunately, 
there's a 





Bombling 
peering out of a tiny island on the other side of the 
chamber! You can't stand on the island, but you don't need 
to. Simply target the Bombling with your Gale Boomerang, 
bring the bomb back to your hands, turn, and throw it 
quickly into the Deku Like (don’t forget to @ target)! 





The Forest Te 


Like explodes, r 
allowing you'to 
» cross onto its 
4 stepping stone, 
and onto the _ 
ledge with a 





treasure chest on it. The prize is 


cS 
f TREASURE 1 ; 
Cuest #12 


SMALL Wind Bridge Crossroads (1E). 
ee KEY" in 
? ¢ SMALL Key 


9 
You Got THE SMALL b 


Key! THis OPENS A 


LOCKED DOOR, BUT fk 
ONLY IN THIS AREA. el/,- 
Om 


A You can now visit the rest of this chamber, heading over the 
wooden bridge, and bringing out your sword to administer a 
beatdown on a nasty Baba Serpent. 


> Next comes 
another puzzle; 

a small vine wall 
leading to a boulder 
blocking your path. 
With your knowledge 
of Bomblings, solving 
this is easy; target 
the same Bombling 
hole you did earlier, 
but manually target 
the boulder with 

a second lock-on. 
Launch the Gale 
Boomerang and 
watch the bomb 

head from the island 
and explode into the 
boulder! 


well worth your 
effort: a Small Key that can open the door back in 


@) 


OSENCOUNTERED We 
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2 ; “e F 
ENCOUNTERED : With the boulder 






fi me || 3 Ney : ~ shattered, climb the 

R iF vine wall, and enter a 
wooden grotto area. 
Head straight for the 
Bokoblin and slice it 
3) down, then watch out 
for your first fight with 
a Baba Serpent peering 
down from the ceiling! 
Execute a couple of A Instead, stand at the edge of the grotto, and just target 
jumping attacks to the Bombling, catch the bomb, then run and lob it at 
separate the stalk from the door. This does the trick, and the grateful monkey 
the head, or backup and scampers out to greet you! 


target the stalk (not the 
head) with your Gale ( WIZ Masse Ings DOr aC ) 


Boomerang. There's a second Baba Serpent on the opposite side of 
1. Pottery AND Deku Nut PULVERIZING 
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the grotto. 


This chamber has Deku 
» A monkey is nuts on the far side of the 
behind that rock bridge near the last Baba 


doorway, and the 

only way to free him 

is to bomb it open. 
However, if you target 
the Bombling, then 
the doorway, the bomb 
explodes en route. 


Serpent, plus many pots in 
the grotto. Don't forget the 
yellow Rupee (10) inside 
the monkey alcove! Unfortunately, the lily pads don't 
usually give up any cash if you swim through them. 












<< Backtrack to this tree 
and chasm, and run left 
along the rock ledge to 
the vines, grab hold, then 
drop down to the wooden 
deck below. Step down to 
face the nearest platform 
bridge. 













> Use the Gale 
Boomerang to activate the 
bridge, step onto it, then 
target both bridge fans 
with a single Boomerang 
spin, and activate the 

\ second bridge. They both 
rn simultaneously, 
allowing you to run 
across. Then turn the second bridge again, and leave. 















A Head south, entering the Wind Bridge 
Crossroads, and spin the bridge platform so you 

can enter it, and again so it faces east to west. Now 
investigate both of the side rooms, in either order. 
Don't forget to tackle the Bokoblins if you didn’t 
knock them off the wooden platforms earlier! In this 
case, we headed east. 








» The webs on the 
floor should be a clue. 
Arm yourself with the 
Boomerang, and target 
the bodies of two 

Skulltulas before they 

descend to ambush 

you. Fight them one at 

a time, or both at once, using swordplay. 


Spin to catch both Skulltulas off guard, then execute a leaping 
stab to pierce avachnid flesh! 


>» Now 
inspect this 
chamber, and 
you'll notice 
three holes in 
the ground. 
Two have 
webs covering 
them, so move 
to the hole 

in the north 
of the room, 
bring out 
your Lantern 
and swing 

it, burning 
the web and 
dropping you 


down. You'll 


ct hole) on a giant tree stump. Smash that 
set the monkey f 


land (if you chose 


cage with a s 


If youused 
another method 
(dropping 
down the hole, 
or burning 
the south web 
& hole), prepare 
3) for battle with a 
» Skulltula! Finish 
it off, then use the Bombling to blow up the Deku Like if you wish; 
it holds a red Rupee (20). When you're finished, climb the vine and 
exit the chamber. 


A Now inves 

of the cros: 

the Small Key you Beanit in the Waterlo 

to open the door. This leads to a long, irregular chamber. 


CHAMBER 14: 
Smaut Cave MAze 


» Enter the 
chamber, and 
concentrate on ; 
targeting the 
Tile Worms 
hiding on the 
floor in front of 
you. Unearth 
three sine the 








A You can’t climb the giant wooden supports, 
so head west, and find the tunnel entrance in the 
northwest corner. Head on through to a small 
sunken chamber with a nasty Skulltula to fight! 
Bring out your Gale Boomerang, stun the spider 
with a single hit, then leap in and finish the beast 
with your sword! 


<< Knock the 
Walltulas off 
the vine wall 
with your 
Boomerang’s 
i ranged 

a attack, then 
climb the vine wall to the upper cavern area. Face east 
(back toward the Wind Bridge Crossroads chamber), 
“and chop the stem off a Baba Serpent using the 
Boomerang. Finish it with your sword. 














A Now turn and face the opposite direction. 
With all beasts defeated, aim at the two fan 
columns on either side of the locked gate where 
you can see a shrieking monkey. The Boomerang 
spins the fans and opens the gate, freeing your 
final monkey! 





‘Before you leave, 
head to the upper 
part of the tiled room. 
Now on the wooden 
platforms, you should» 
see a treasure chest 

ona platform along 
the north wall. Head 
around and leap 
across, grabbing the 
platform and pulling yourself up. Then open your 13th 
chest before leaving. 
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1. RETILING THE FLOOR 


As well as defeating the 
tiresome Tile Worms, you can 
lift all the brown tiles off the 
floor, leaving the green tiles 
where they are. That way, you 





2. GRASS AND POTTERY PULVERIZING 
Slice the grass near the monkey {/) hs: & 


doors and the pottery behind Ka 
the monkey and under the ? 
wooden platform supports 
for various small Rupees and 
Hearts. 








Up EER fers 
WIND DRIDGE CROSSROADS 
CHECK YOUR sTATUS! HAVE You: 


@ Acquiren THE Bic Key FROM THE STEP-STONES CAVERN (1D)? 


Bs @ Freep ALL EIGHT MONKEYS (SEVEN FROM THIS DUNGEON)? 








) @ Creckep your Compass AND OPENED ALL THE CHESTS ON 
YOUR IN-GAME MAP? 


IF SO, HEAD NORTHWARD! 


» After checking that 
you've accomplished all your 
previous tasks, enter the 
Wind Bridge Crossroads. 
Step onto the bridge 
platform, spin it to face 
north-south, move onto it, 
then go through the door into 
the Giant Forest Tree Chasm. 












> Enter the chasm 


with all monkeys Make sure you have 

freed, and they the empty Bottle oe Leg 

excitedly leap along selected (with ®), smash F Fairy ; 7 

the huge branch of the pot, and swipe the YOU:CAUGHT AFAIRYIN A fF 

r c. F f le! Borte! WHEN YOU. FALL IN 

the giant forest tree to Fairy with your Bottle! ~ COME TSTHISEATTHRUTRIERE: 

make an eight-strong 6 Gives You HEARTS: 4 
aks 

single monkey rope! He 3 


<< Move off the 
north-facing 
platform in front 
of you (you'll 
automatically 
jump and grab) 
when the monkey 





chain is swinging 
toward you. Let go when the chain swings near the north 
wooden platform. This is easier than it sounds! 


> Thenrun RECEIVE ONLY YOUR MAXIMUM HEALTH. 

toward the 

locked door > With Boomerang 

ahead of you. at the ready, move 

Produce the Big to the huge door 

Key, optionally and unlock it. Don’t 

smashing pots attempt this until :; 
6n the left side, you've secured the 

but don’t open Fairy and cleared 

the door yet! this room, or you'll 






Chamber 10: Boss Battle! Twilltt Parasite Diclbalba 


‘Threat Meter 


meee | | 





if it contains potions 
or Lantern fuel. The 
reason-is simple: 

there's a Fairy in the 
pot to your far right. 












































THE FAIRY 1S AN EXCELLENT HEALING DEVICE. HEED THESE 
INSTRUCTIONS! 


1. PRESS cP TO PLACE THE FAIRY BOTTLE BACK INTO YOUR 
ITEM INVENTORY. 


2, IMMEDIATELY SWAP THE FAIRY BOTTLE WITH THE GALE 
BOOMERANG SO YOU DON'T ACCIDENTALLY USE IT! 


3. THE FAIRY GIVES YOU EIGHT HEARTS WORTH OF HEALING 
AND DOES THIS AUTOMATICALLY WHEN YOU REACH 

ZERO HEARTS DURING A BATTLE. EFFECTIVELY, IT 

RESURRECTS YOU. 








4. BECAUSE YOU HAVE ONLY THREE HEARTS 
IN YOUR HEALTH BAR SO FAR, YOU'LL 








face a fearsome foe without additional Fairy help! 


FD 


Se) 





You enter a large round chamber with a shallow pool of filthy purple 
water. Notice three Bomblings poking out of hollow logs, as the water 
begins to bubble. Suddenly, two gigantic Baba heads roar out of the water, 





snapping and snarling! 








20% 
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Th 


Forest Temple ‘i 











sprays your grassy outcrop 
with purple ooze thats 
damaging. Simply roll out 
of the way, or throw the 
Boomerang at the beast’s: 
mouth to hale it, 


Step 8: Victory! Repeat 
steps five and six once 
again, and the second 
series of stabs should 
finish this fearsome foe off 


Step 6: Make’short work of this fiend by targeting the 
odd eyeball-like appendage that's now exposed, and spin 
attack, stab, or better yet, launch a leaping finishing 
move. The beast is badly wounded the first time you try 
this, then it rises up for a néw attack! 



























The monster shrivels up into an emaciated tube before dropping its “eye”-like appendage. Inside is a prize worthy of this dungeon 
trek; a Heart Container! The creature then explodes into shards of twilight. These coalesce into a piece of strange-looking armor. 
Midna appears and explains this is a piece of Fused Shadow. 


i) 


&) 


“Do you remember what the spirit said?” Midna asks you. “About how you had to match the power of the King of Shadows?” This is your 
key to victory, and there are three Fused Shadows to find. Midna tells you more only if you help her find the two other Fused Shadows. 


< Midna 
offers you a 
warp portal 
to exit the 
dungeon. 
Ifyou're 


< Midna 
creates a warp 
portal and is 
waiting for 
you to join her. 
: Before you do, 
on and Been iy as . be sure you pick ready, take 
) up the Heart 3 I) it. If chests 
~ Container; still remain 
Fieaen Cont ainen 7 this increases your life unopened, backtrack for them or re-enter the dungeon at a 
©: GoT A HEART CONTAINER energy by anentire full later time using Midna’s portal. Save your game! 








(#1 oF 8)! YOUR LIFE ENERGY 
HAS INCREASED BY ONE AND. 
BEEN FULLY REPLENISHED! 

oP i 


Heart, permanently! > You appear 


at the Faron 
Woods Spring. 
HEART CONTAINERS ARE THE GRAND PRIZE. THERE ARE EIGHT: YOU A voice of the 


GET ONE FOR EACH MAIN DUNGEON BOSS SLAIN IN THE FIRST EIGHT 


spirit Faron 
DUNGEONS. THE OTHER METHOD TO INCREASE YOUR ENERGY IS BY 







LOCATING THE 45 Hearr Preces. COLLECT FIVE PIECES TO INCREASE “Alls you: “Do j 
YOUR ENERGY BY ONE. THEREFORE, YOU CAN ACQUIRE A not think that 
» MAXIMUM OF 20 ENERGY (45 DIVIDED BY 5 = 9 HEART Hyrule is now 
|, CONTAINERS FROM COLLECTING PIECES; PLUS 8 FOR 
saved from the 
THE DUNGEON BOSS FIGHTS, EQUALS 17, AND ~ = 
#, YOU STARTED WITH THREE HEARTS’ WORTH spread of twilight!” it says. You are to travel to the land'protected 
2 OF ENERGY). by the Eldin spirit. Midna also informs you that you're looking 


for portions of Hyrule covered in twilight. 
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¢ King Bulblin 
Y Battle #2 — 
@ Piece of Heart 


Molten Shard % sit Golden Bug 
) ©) Twilit Parasite 
<= 


Entrance te 
Goron Mines 


ay 
t Goron Store 
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Coro’s Hut 


Start 





FP) Mayor 
2/ Bo’s Hous 3 Hidden |@ 
Skill #2 












C4 o ” 
St ae x $ m 102 


Smell the Scent, Learn of Danger Explore the Twilight Village of Kakariko s ‘asites | Find the Location of the White Wolf 

















THe Epic JOURNEY BEeGins— 
FROM FARON PROVINCE TO 
THE GORON MInEs; OVERVIEW 


our real adventuring starts now! You successfully 

completed the Forest Temple, and your tasks now 

become incredibly wide-ranging as you begin to 
explore the lands of Hyrule. Start by wandering through the 
south Hyrule Field, until you reach (and learn) the scent of 
the children missing from your village. After you explore the 
field, a large gorge, and the twilight village called Kakariko, 
the Eldin spirit summons you to fill the Vessel of Light. Once 
Kakariko Village is back to normal, you must learn how to 
fight with a tribe of mountain-dwellers known as the Gorons; 
surprisingly, your friend Mayor Bo shows you how! After 
learning a second Hidden Skill, return to find the village in 
turmoil; the hideous Bulblin king has kidnapped Colin! Fight 
for his return, obtain a shield worthy of a hero, and learn the 
secrets of the Gorons by climbing their fearsome mountain! 


INK TO THE PRESENT 





Letter #1 Female Male Beetle © WormBait —Piece of 
Beetle Heart #4 


Male Pill Piece of Hidden Iron Boots Piece of Hylian 
, Bug Heart #5 Skill #2 Heart #6 Shield 











a ae: ay 117 S178 
Find Mayor Bo, and Learn Secrets of Sumo | Defeat King Bulblin and His Hordes 


Letter #3 


Twilit Bulblin 


Male 
Grasshopper 





Female 
Grasshopper 


Male 
Phasmid 












Female 
Pill Bug 


Female 
Phasmid _* 




















<You're at the 
Faron Woods 
Spring and can 
optionally bathe 
here to restore 

( your energy to 
Sy full (four Hearts, 
as you've just slain the dungeon boss!). Epona is still 
nowhere to be found (the Horse Grass has no effect), so 
set off toward the only unexplored area: the open gate 
horth of where Coro is selling his oil. Optionally buy some 
if you wish. 


OSS Yasin 0 


1. CutTinc Coro’s Grass 

As with all areas you've previously visited, you can run 
around, slashing grass, hitting scenery, and generally 
disturbing the area where Coro resides to obtain the 
odd additional Hearts and Rupees. 





<< Leave Coro's 
hut behind and 
venture onward, 
into along 





narrow grass- 

§ filled path toward 
4 the huge, open 
Hyrule Field. This is the northern part of Faron Province, 
and the path is guarded by a couple Bokoblins. Bring them 
down with some sweeping swordplay. 


Then you enter 
Hyrule Field 
(Faron Province) 
itself! In the 
distance, the evil 
glow of twilight 
pervades the 
lands. Slice at a roaming Bokoblin! 











































Begin to wander through this open expanse of area. 
The Missing Links section shows exactly what you'll 
find during this investigation of the large new area. As 


you reach the middle of the field, however, your progress is 
halted by a thin man in very tight attire. He's yelling at you! This 
must be the Hylian Postman! 








He tells you to go no farther, as 

a black wall blocks the path ahead! 

He then introduces himself and. 

Pal a hands you your first letter. Press 

a7 @ to open your Collection 

So screen and select the letter. 

Leer + ‘The letter is from the Postman 

NOME GNU AE himself, telling you not to flee 


when you see him approach at | 
high speed! 4 


Threat Meter If you're traveling 
La along the main path, 
you're usually set upon by a couple of Kargaroks: 
giant, bony birds with a nasty bite that can be 
troublesome if you're not defensive with your 
posture. Target each bird = 
one ata time, somersault 
back, then attack with a 
leaping slice. This sends the 
flapping foe down to the 
ground. Finish him here 
with an ending blow, or 
wait for multiple Kargaroks 
to flap about and then use 
your always-dependable 
spin attack. Watch the 
ending blow though; if you 
miss, your sword gets stuck in the ground, and the Kargarok gets a 
free attack! 











Auto-target each monstrous bird, leap 
back, and attempt a jumping strike. 
Then locate the fallen flying fiend and 
finish him! 





: Threat Meter As night is falling, you'll 
Le also encounter a couple 
of skeletal dogs known as Stalhounds. These 
undead beasts dig up from the ground below, 
follow you and attack if you engage them or slow 
down, then burrow down ae, 2 
back, only to reappear 
from the same place again. 
‘Iwo spin attacks are all 
that’s needed, but a couple 
of leaping strikes also 
provide an entertaining 
way to rid yourself of 
these bony brutes. They 
tend to drop Rupees, too. 





The Stalhound is an undead dog with a 
«bark far worse than its bite. Slash it twice, 
and it crumples into dust! 





<< Move to the middle of 

this area and look west, 

toa group of trees on a 

bank you can't climb. Do 

you notice something 

iY twinkling or glowing on 
a) one of the trees? 


Golden Bug: Female Beetle 


Collection: 1 (of 24) } 
Yes, there's definitely 
something sitting on the side 
of that tree! Bring out your 
Gale Boomerang and aim 

it at the insect. The wind 
brings the bug back. Put the 
Gale Boomerang away and 
look for the bug flitting about 
nearby. Walk slowly toward it, 












06 
Femate BEeTLe sb) 
YOU CAUGHT A FEMALE. 


Beette! BuG FANS LOVE 


THAT GOLDEN COLOR! fk 
o) 
9 Oe 


waiting for it to descend, and 
when the “Pick up” message 
appears, grab it! 














~ Golden Bug: Female 
Beetle (conta) 


4 ENCOUNTERED 
} * 









Your 
Collection 
Inventory has 
another space 
filled in. The 
Golden Bugs 
icon is now 
active! Press ® to see spaces for 24 different bugs. 
Inspect the one you've caught by highlighting it; 
information tells you where it was found. 














GOLDEN BUGS ARE SCATTERED THROUGHOUT HYRULE, 

AND 11'S YOUR (OPTIONAL) JOB TO FIND THEM ALL! 

HERE ARE SOME BUG-HUNTING TIPS: 

@ Mate Anp FEMALE BUGS ARE ALWAYS IN THE SAME 
GENERAL AREA. FIND ONE, AND YOU SHOULD FIND 
THE OTHER! 


@ BRING OUT-OF-REACH BUGS TO YOUR FEET USING 
THE GALE BOOMERANG. 


@ EACH Buc TYPE ALWAYS APPEARS IN EXACTLY THE 
SAME PLACE. THERE ARE 12 MALE AND 12 FEMALE 
BUGS TO FIND. 


@ THe SAME BUGS REAPPEAR IN THE SAME AREA EVEN 
AFTER YOU'VE CAUGHT THEM; THERE'S NO NEED TO 
CAPTURE ANY A SECOND TIME (ALTHOUGH YOU CAN!). 


@ 111s easier TO GO BUG-HUNTING AT DUSK, NIGHT, 
OR AT DAWN. THE BUGS GLOW SO THEY'RE MORE 
VISIBLE DURING THESE TIMES. 


@ A STRANGE LITTLE PRINCESS WHO 
. LIVES IN CASTLE TOWN 1S LOOKING FOR 













COLLECTION! THERE ARE SOME 
GREAT PRIZES IF YOU CAN HELP! 


> Continue 
maneuvering 
around the 
Hyrule Field 
and you 
encounterafew 





more flapping 
Kargaroks, plus a rise of trees, a shallow lake, anda 
bridge you can cross over and run under. Move into the 
southeastern area of the field. A stone ground slopes 
gradually into the shallow lake, and there are a couple 
of Bokoblins to take down. 





Zuios-soureseunidyy 













~ Golden Bug: M. ale Bee 
Collection: 2 (of 24) 


ing on a tree within reach, near 
where the two Bokoblins roam, 
















‘a Male Beetle! It buzzes and : 
flits away as you near, so follow it . ] Oo S00 
\\ Nes Ea, slowly, watching it as it lands in the 
4% : grass a little ways away. 


A Continue your 
fa Se YOU'VE FOUND A PAIR! THIS GIVES exploration of YoU RGU Pike Oe 
Riate BEET 4 NOUAN ADDITIONAL Hyrule Field (south) w Heart! Couect 1 More For 


You caucHt 4 Mate AWARD : x 
Zein BUc FANS Love oe IENOULEAN! by walking back ANOTHER FULL HEART CONTAINER. }, 
¥ Piece or Heart #40F 45. 

) to the main path eke 

= and locating the 


ee THAT GOLDEN CoLor! 4 
southern end of the bridge, near the paths. Look for a 




































Piece oF HEART 









tree to the left of the entrance. Did you spot something 
rotating on one of the branches? It looks like a Piece of 
Heart! Bring out your Gale Boomerang and target this 
object. The wind whipped up by the Gale Boomerang 
brings this item back to you. Excellent! 






‘Threat Meter Now move into the south 
on a ee and eastern part of Hyrule 
Field, and you spot another strange critter. This 

one is really odd—a two-legged, scaly, bug-eyed foe 
that scuttles away from you as soon as it sees you! It 
drops a series of exploding organic 





bombs that cause minimal damage. 
Mainly defensive in nature, the 
Bomskit flees when you near; you 
can't catch it unless you auto-target 
and run it into a wall so it turns 








and tries to escape near you. Simply 
hit it with any projectile weapon if A With this valuable item stored in your Collection 


you want to dispatch it, but there's menu, move around the eastern side of the field, keeping 


1 
Nemeedihecaisethesearent that : @ OL CEU NORE A i a close watch on the fearsome foes that reappear after a 
NB es while. Dish out sword damage to two more Stalhounds 





Worm Bair 


aggressive. = 
However, something the Bomskit and Bee 
carries is of particular use to you. If you're carrying an empty Bottle, » Head northward, 
when you finish off a Bomskit, quickly scoop up (using ©) the optionally following 
remains of the Bomskit. These turn into Worms you can use to bait the path, and you 
your Fishing Rod! Wait too long, and the Worm burrows into the discover that the 
f earth; use your wolf form to dig it up again! path heading to 


the northeast is 
sealed by a Bulblin 
gate. Two warriors 





Journey northward to see a firmly 


; 3 sealed gate guarded by a couple of 
guard this area with none-too-bright Bulblins. Ending 
their lives, which 
you should cut 


short. Afterward, journey west, across the grass. Your 


blows seal the victory! 








trek continues as you cover the remaining area after a 
thorough search of this field. Defeat a Bokoblin near the 
path that winds north. Move across to this path. The 
northern path is blocked by a rock fall. 











> The far western 
part of Hyrule 
Field is the only 
available exit, so 
move to the path 
and run (and roll) 
out of here. The path 
closes in on both 
sides, before you 
reach an imposing 
black barrier. Walk 
forward, and Midna 
appears. She tells 
you it’s a good idea 
to head this way, but 
you'll transform into 
a wolf. Head toward the wall!* 


Seni Rate 


1. Hyrule Fievp: SOUTHWEST anes 
This part of the field is a 
gently rolling hill with a copse 
of trees to your right, and a 
small clump of grass or two 
on the edge to slice. This is a 
shortcut to the western path. 





2. WESTERN PATH 
As the sun sets, check out the western path. Some clumps 
of grass near the trees reveal multiple Rupees with a single 
slash. Rolling into trees doesn’t seem to offer any more 

~ money, though. 


3. THE MIDDLE OF THE FIELD 

Aside from a roving Bokoblin, there's little to trouble you 
here. Some grass gives multiple Hearts near the shallow lake 
and large tree. Check the shallow lake for Bomskits to scoop. 


4. UNDER THE BRIDGE 
Closely inspect the bridge 
and you'll see a large chest 
underneath the southern 
end! Alas, you can't reach it 





yet, and there's some strange 
gold medallion on the underside of the bridge, too. Perhaps 
you need the fabled Clawshot for this? 


5. THE NORTHEAST AREA 

Exploring the northeastern part of Hyrule Field nets you 
little except sore feet after a lengthy walk, but there are 
some small patches of grass near the Bulblins’ gate. 


COR SY) 












6: THe se OF GRASS , 
r As you cross ss from east to oe 

west, over the large mound ~ 
of grass, notice a ring of 

Ef grass in the middle of this 

P section. Be on the lookout: 
for heal athegeh they don’t offer anything at the 
monient, a wolf could have fun digging here! 


2 






z 


& e 8 


3 & 


7. BY THE BLACK BARRIER 
The patch of grass near the black barrier, on the western 
exit path, is filled with a Rupee and three Hearts; this is 
a great place to re-energize! 


OOF LOO) 


A, WouF IN EvDIN 
PROVINCE: THE SCENT 
or D DANGER: 


SHEERS 
> Midna asks if you 

wish to enter the twilight. 
Agree, and you're grabbed 7 
by her giant orange hand 
and pushed through the 
wall of twilight. You're 
transformed into a wolf and cannot return, so proceed up 
the winding path. Attack the Twilit Baba on the way. 


YWouilis Sean 


Continue to the top of the pathway, and 
sniff the Wooden Sword that's stuck 

in the ground. Use your sense view to 
discover a yellow mist emanating from 













it! This isascent;the 29 280 
smells of Talo, Malo, y, Youtn'’s SN pa 
Beth, and Colin! That You ARE, THE 
Wooden Sword is the «© Vouruis Santi: 

one you gave to Talo. . A 










‘Throughout your 
adventure, and only in — 
wolf form, you can learn a 
number of different scents, 
one atatime, Whereyer _ 
the scent is in the land, i 






Sense view: the scent is a : ae “4 
misty line for you to follow. appears as a colored mist. ES | 
Following it to the soure 


usually helps you progress. Press 4P or SP to 
your sense view. 
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When you've 
finished patrolling 
Pita Gian Gestang 
areas on this side 
of the bridge, 

head down the 
main path, where 
the scent trail is 





leading you, and 


The forces of darkness are intent on stopping rh ili 
I Ae atts he, stop as three Eualit A There are many dig spots (see the ) 
you. Let the light shine, especially from your Messengers bind 


Pe Shon Links section nearby for more), but of oct 
brutal tail attack! you into combat 
interest is the ring of grass in the northeast 


with them. Pick one and attack it until it falls. Use the clamping 
jaw technique (leap onto its hide and tap ®). When only two are 
standing, use Midna’s area-of-effect attack to drop them, and free 


yourself from the force field. 


corner, Use your sense view and dig down into 
this large hole. Drop into the hole, and you 
uncover a small underground fishing hole! You 
can't fish in wolf form, so smash some pots, 


Another strange warp portal collect Rupees, and come back here later! Exit via 
appears above you. Midna appears 14 the rock with the light shining down on it. 
and notes that the bridge ahead 


has completely disappeared! She 
beckons you to check your map 


for clues. Whenever you destroy 
those creatures from the darkness, 
a warp portal opens that looks like this on the map. 





Warp to North Faron Woods. The bridge propped 
against the rock wall is perfect! Speak 
to Midna, and select Kakariko 
‘S Gorge. This is the correct place, 
as Midna summons her 
< Choose to teleport to the powers and teleports 
North Faron Woods warp you and the bridge, 
portal. If you choose another and lays it 
area, you can optionally look across the 
about as the wolf. As you've gorge! 
ready been throughout 
+ Ordona and Faron Provinces, 


try entering South Faron Woods 


and bounding into Hyrule Field. 











Threat Meter Head over 
mee | | the bridge. 
At the junction where the path splits, 
you face down two new foes: the 
Twilit Bulblins. These attack just like 
Bulblin Warriors 
and are dispatched 
with two strikes. You 
have to wait if you 









knock them onto 

their backs, as the 

wolf doesn’t have Twilit Bulblins may wear fearsome 
a finishing move. masks, but they're still easily 


Quickly defeat them dispatched, thanks to your wolf's 
with a couple of nasty bite! 


bites, spins, or the 
over-the-top Midna energy crackle! 


<< There are 
two exits in the 
northern part of 
this gorge. If you 
ignore the scent 

H and head east, you 
can locate the path 
and bound up and around to the natieen passage. The way 
is completely blocked by rocks. Head back the way you came. 


> Take the path 
after the bridge, 
optionally pausing 
to dig at the dig 
spots near the path 
junction. The road 
heads west. Follow 
the scent all the way to a large gate. The Youth's Scent 
continues through the gate. This looks sturdy, so locate the 
dip in the earth on the left and burrow under. 





> Once on the 


to tackle two Twilit 7 


other side, prepare 


Bulblins with your 
favorite offensive 
move. Then 
journey along the 


path with the high rock walls on either side, into Kakariko 
Village. 























LasHING Our IN THE es GRASS. 
Your wolf form can methodically cut the grassin this pathwa: 
Find some Hearts in the grass opposite where the soy Baba 
appeared. Check all clumps! s 









2. KAKARIKO GORGE: THE SOUTHEASTERN RISE 
Head right, off the path as you enter the 
Eldin part of Hyrule Field, and check 
the raised area. There's a tree with a 
number of dig spots. Also check the far 
eastern edge for a lone Bomb Rock. 





3. KAKARIKO GORGE: THE SOUTHWESTERN FIELD 
An interesting Bomb Rock embedded in the left wall glows a 
faint blue. Perhaps something is behind there? Come back with 
explosives to find out! Don't forget the dig spot in the far left 
corner near the fence! 


4. OTHER WARP PORTAL LOCATIONS 

» If you choose to visit Ordona or the 
South Faron Woods when looking for 
the bridge, you can romp around each 
area, digging up holes and (for example) 
sniffing around Coro, who doesn’t mind 
a new, more-ferocious friend. When you're done looking, talk to 
Midna and warp to the other Faron Woods area. 





5. Hyrute FIELD (SouTH): Dic Spots 

There are dig spots all over Hyrule Field (South). You can check 
them out now, but it's preferable to do so when you can change to 
and from a wolf at will. 


6. KAKARIKO GorGE: NORTHWEST SECTION 
Check the northwest section of the 
gorge for a couple of dig spots along the 
north wall, near a clump of standing 
rocks. In the corner there’s a clump of 
trees with a Twilit Baba to snap at. 










7. KAKARIKO GorGeE: NORTHEAST SECTION 
The opposite northern side of this gorge (& 
is a large sloping field, with a strange 
little raised section at the very north 
end. An odd owl statue stands here, 

but you can't use it yet. There’s a Bomb 
Rock in the northeast corner. 





8. KAKARIKO GorGE: WESTERN GORGE EDGE 

You can also follow the edge of the gorge all the way to the bridge. 
There's a rock in the middle of the gorge. Look closely to see a 
Piece of Heart and a chest on it! Return here later. 


plask=2) 


fe 


KAKARIKO) VILAGE IN TWILIGHT 



















Twilit Messengers turn and 
attack you. Combat begins 


as normal, but you need 


two Me 
tly the same time. This fight is a little tri 


ult to round up two fo: 


f-effect attack (@). A better plan is to run to 


him, and then slam into both remaining Messenge 


warp portal forms over Kakariko Village! 


\\ ON MOsr OCCASIONS, YOU CAN 
| Now SPEAK TO MIDNA AND. 

] Ny ASK HER TO WARP YOU 
Y ) TO OR FROM HERE. 





to stand near each other for 


nger prowling the far part of the energy field, drop 


<< When the 
energy field 
dissipates, the 
Eldin spirit has 
enough light 
force to speak 
to you from 
2 ~ the Springs, on 
Vesset oF LiGHT “DP the village's western 
You Gor THE VESSEL OF idebitoboverto thi 
Licht! Use THIs To coLlect Sep a ead 


THE TEARS THAT CUT 
THROUGH THE DARKNESS. 






4 , faint mass of glowing 
be matter, and it gives 
hy 3 you a Vessel of Light 
with which to collect tears. Just as before, 16 Twilit Parasites 
have appeared, and you must search for each of them! 








ES #1), #2, AND #3) 


< Follow 
the Youth’s 
Scent in 

a winding 
path, and it 
ends at the 
front doors 
of what looks 
to be the home of the village shaman. Use your sense view 








and you can see an odd-looking man staring nervously out 
of the window. Make a quick sweep of the village, learning 
what the nearby signs say. 


THE SIGN BY THE ENTRANCE TO THE VILLAGE SHOWS 
DIRECTIONS TO THE SANCTUARY (AHEAD), THE SPRINGS (TO 
THE LEFT), AND THE THOROUGHFARE (RIGHT). 
THE SIGN AT THE FOOT OF A LONG 
RISING PATHWAY SNAKING AROUND AND 

TO THE LEFT INDICATES A DEAD END 
AHEAD, COURTESY OF THE ELDE INN 
MANAGEMENT. 





























> The time has come to find 
another way into this sanctuary. 
(Notice the bell on top of the 
structure? You might want to ring 
that later!) Move around from the 
front door toa dead tree. Midna 
can transport you to the roof of 
the structure with a triple lock-on 
leap. Once you're up here, find the 
loose boards and fall through a 
hole in the ceiling. 












Turn your sense view on, and The shaman gently reminds Talo that 


the many spirit flames turn into hei 





afe inside this structure. The 
recognizable people inside the mechanic isn’t sold on this idea. The 
sanctuary. Beth, Talo, and Colin are _ beasts weren't affected by his bombs! 
sitting next to another girl and a tall The lady at the general store has 

disappeared (Malo looks inte d 


at this point). The mechanic thinks 


man with long braided hair; he must 





be the shaman. An agitated fellow 
at the window says he doesn't see any the sanctuary is next! 


shadow monsters nearby. 


Lawn 4 
invisible wol 


you have 
a distinct 
advantage!” 
“Barnes!” the shaman roars, as Barnes grabs a torch and is about Start by 
Beth begins to sob. Barnes gets to start lighting the candles when grabbing the > 
down on all fours: “Renado...” he Renado’s daughter speaks up. She piece of wood lying next to the flaming torch. Light 
s, “it’s Renado, the — warns Barnes that there were Twilit both ends on the torch, then climb up the steps to the” 
shaman, mentions that a cellar exists Parasites appearing down there too. _ ledge surrounding the room. Leap around this ledge, 
under the building, for additional Colin comforts Beth. He’ sure Link _ remaining as close to the wall as possible, and you'll 
protection. The entrance opens only _ is coming to save them all. Well you _light all four candles. Do this in any direction. If the 
after all the candles are lit. are, aren't you? wood burns out, light it again. 


Somewhere between 30 and 40 years old, 

Renado is the village shaman, or priest. 

He is Luda’s father. He hides the children 

from the darkness inside his sanctuary. 

He is always wise, calm, and collected. He 

possesses experience and grace, treating everyone evenly. He 
talks politely to everyone, even children and you. He is a kind- 
hearted soul. 


A After the fourth cand! it, the massive owl 
carving in the middle of the sanctuary slides across the 
room, revealing a hole in the floor. Bound down, and 

About 10 or 12 years old, she is the daughter f drop into the hole. 

of Renado of Kakariko Village. Luda is > You appear in 

compliant, polite, and reliable, and she acts ; along and very 

very mature for her age. She is the most thin passage, 

grown-up of the children. Like Renado, she ending in a small 

enjoys taking care of children such as Colin. 2 antechamber 

with another of 

those odd owl 

statues in it. Note the flashes in the air; turn on your sense 

view and you'll discover three Twilit Parasites scuttling 

about here! Jump and chew on each of them, and fill the 

first three container sections of your Vessel of Light. 


He's somewhere between 30 and 40 years 
old. He lives in Kakariko Village and runs a 
bomb shop. Barnes is quick to panic and has 
a blabbermouth, speaking first and thinking > Optionally 
about it later. This sometimes annoys Renado, . take some 
but Barnes is a jovial fellow and fine jester. time digging 
up sparkling 
earthen areas, 
< Your map indicates that a then head 
Twilit Parasite is around here. north to the 
The best way to locate it would opposite end 
be to try to reach the cellar. of the cellar 
B Beforehand, you can activate corridor. 
) your sense view and bound Midna can help, 
‘ across the room to listen to you climb up 
Renado again, as well as Barnes, who isn’t overly confident in your skills! __ the scaffolding. 
Auto-target 





You appear out of a well-lit tube in the village _ 
graveyard. Continue your Twilit Parasite search’ 


‘J 










~< Continue heading 
north to the rooftop 
where two Twilit Keese 


> =| Jumping toa minimum 

i aa Sn) So you don't fall off and 
have to retrace your 

= teps! Then stand on the 

middle of the roof. The debris gives way and you drop into the building. 






ii) thete’s a Twilit 
Parasite 








somewhere . > This single- 
around here. - room dwelling 

’ To begin with, target and chew up the Twilit Keese fluttering is unused and 

\ about here so they don’t bother your investigation. Then moye musty, but your 
to the gravestones. Some of them can be pushed (they have a map indicates 
stone base)! there's a bug loose 


somewhere around 
here! Switch on 
your sense view, 


> The Twilit 
Parasite 





ILE ee and you realize the bug is trapped under the crate. Push the crate 
ek a toward the wall and the Twilit Parasite scuttles out. Jump on him and 
b on 3 : i secure another orb of tears for your Vessel. Summon Midna to escape 
ek ss 5 this building by jumping on the wardrobe. 
mound o} 
c Dia. =) Din; ~ 2 
pase de BARNES’ Boms SHop: 





middle of the yard. Switch on your sense view and locate its lh ‘ Da. #} ra) 
shadow, then unearth it and target the scuttling scarab! Bite Li} WILT PARASITE — 6 
down and then collect your fourth set of tears. » Although you can locate @* 


the Twilit Parasites in any 





p < There's 
4 little A order, it’s easy to find them 
todointha by completing a clockwise 
' paved tour of Kakariko Village. 
besides isepect BU CE DOE ie: 
B cakon Thee Bomb Shop. The front 
ita’ door is locked, so climb the 


two unlit 
ie i small outbuilding to the right and leap through the window. Line your 


=) torches in th 
are jump straight on or you won't make the jump! 


southwest corner, and an odd rock in the west wall. Are those 
Zora carvings on it? Then leave via the path to the east. 


Loose Roor BulLDING: 
Twin PARASITE #5) 
> Scamper back = oe TF 





into the village 
and head to the 
north-south 
thoroughfare. 


Guid: 


There's little point 
= in investigating 
4 the town until all 





A Barnes isn’t kidding about the explosives in his shop. Read any 
of the notices to learn that Lanterns are strictly prohibited. What 
) 


ha hi light one? Find out later! Climb the stairs to th 
# scramble onto a series of low rooftops, heading north. Jump ge aR ae es Went apa acme en te 


a thegapsl left of the main store, which is currently empty (Barnes is hiding in the 


the Twilit Parasites are captured, so find them in this order: 
( stay on the left side and leap onto this Cucco coop. Then 


sanctuary). 


AGy) 




















top of the steps; run 

around to a ladder and 
a wardrobe. With your 
4gense view, you can see 









so run into it. It topples 
over, freeing the bug. Target and leap at it, then collect the orb of 
tears it leaves behind. Continue upward by jumping on the fallen 
wardrobe, then onto the table with the rug on it, onto the platform 
with the ladder, and finally out of the door. 


ABove BARNES’ BOMB 
SHop: Twitit PARASITES #' 
#8, AND #9) 


< Run out onto the 
roof of Barnes’ Bomb 
Shop and turn around. 
Follow the shallow steps 
up and onto a number of 
‘ high ledges overlooking 
) the village. A screeching 
"announces the arrival 
of a Twilit Kargarok. Attack it away from the edge, so you don't fall 
back down to the ground below. 








THERE'S GOOD NEWS AND BAD NEWS REGARDING FALLING FROM 
HEIGHTS IN KAKARIKO VILLAGE, THE GOOD NEWS: YOU 
Bi ALMOST NEVER LOSE ANY ENERGY, AND ALL DROPS ARE FINE 
I. TO TRY. THE BAD NEWS: YOU HAVE TO RETRACE YOUR 
} STEPS TO GET BACK UP HERE, AT LEAST UNTIL YOU'RE IN 
— LINK FORM AND CAN FIND A Cucco To 
HELP YOU GET ABOUT! 










A Head to the south and west along the path to an upper corner of 
the large promontory, where Barnes has built a bomb storage shack! 
He's written a sign telling you of the danger. He's also secured the 
area completely—well, except for the hole in the side of the building! 
Position yourself in front of it and enter the hole. Once inside, you 
can optionally smash a pot opposite you for Rupees and a Heart. 





budging from 
the stove, and 
you can't strike 
it, so pickup a 
piece of wood 
“near the stove 
(in the southwest 
corner) and 
bring it across 

to the small fire 
that’s burning. 
This smokes 


the Parasite out, but the sparks it generates set the 
entire building on fire. Midna leaves you, and you have 
moments before the building explodes! Quickly run to 
the hole in the north wall. 


<< Bang goes the 
bomb storage! 
Barnes may be 
furious, but you 
should be happy; 
there were actually 
three Twilit 
Parasites hiding in the building! Collect the three orbs 
of tears from the rubble. Dig in the middle of the rubble 
if you wish to find Hearts anda Yellow Rupee (10). 
You're halfway through your hunt! 


Lookour SHACK: 
Twitir PARASITE #10 


= os 
Thiliiests Nel 


A foo 








A While you're on this upper area, head north and look 
for a ramped pathway winding higher. Follow it past a 
dead tree overlooking the destroyed shack, and up to 

a quick combat with a couple of Twilit Keese. Cross a 
wooden ledge heading up to a lookout shack. Ignore the 
dig spots and stand on the wooden platform. There's a 
great view of the village. Now move back to the corner 
and look for the hole. Dig in! 


is 
oe 











group of pots in the 
“room's northeast ‘is 
corner, Use your spin attack to smash them all, then chase 
q down and grab the Twilit Parasite, Ram the wall to knock any 
Femaining pots, then leave via the same hole you came through. 
ol r El 
Evpe INN: Twanit 
PARASITES #11 AND #12, 
155 ’ << Exit the 
lookout shack 
and check your 
map. You have 
only three white 
® dots left to find! 
Descending via 
=> the promontory 
and rooftops takes too long, so simply leap off the wooden 
platform, Don't worry; you don’t take any damage. Run 
southward to the shaman’s sanctuary, but stop short of that 
place, and instead make a left turn up the supposedly dead- 
end path. A Twilit Kargarok flaps into view; make short 
work of it before you continue. 





































ARE THE IMPORTANT PART OF THIS 
MESSAGE. 





> Run up and 
along the curved 
path above the 
closed store until it 
ends abruptly, with 
a sign telling you 
the management oon 
accepts no responsibility for jumping accidents. Jump across 
to the wooden platform and enter the arched doorway. 





> Enter the ledge 
above the storage 
room inside the Elde 
Inn and drop down, 
optionally shattering 
the two pots fora 
couple of Hearts. g 
Pick up the piece of wood from near the stove, then jump on 
§\ the table and light the wood with the candle near the door. 
Run to the fireplace in the southeast part of the storeroom 
and light the fire. The Twilit Parasite sparks, and you 


can defeat it in this room. 
e; 











<< Now investigate 
the rest of the Elde 
Inn. Step through the 
doorway into the saloon, 
















bound over or around 
the bar, and attack two 
Twilit Bulblin Warriors 
milling about. Use bites 
and the spin attack for an easy takedown. Then 


‘ ah 2 
lOverwortop search the room. Amid the breakable scenery, there's 


Cuest #8: 


Rep Rupee ), 2 Chest under the stairs. Don't forget it! 
4 (20) } 
OO Bee 


> Gallop up the steps 
to the second floor of 











the inn and engage a 
vicious Twilit Bulblin 
on the balcony above 
the bar. There’ little 
else here to interest 
you, except a gap in 
the balcony fence allowing you to quickly leap downstairs. 


> Move to the 
wardrobes propped up 
‘against the balcony’s 
northeast corner and 
ram into both of them. 
This dislodges another 
Twilit Parasite, but it 
moyes into an adjacent 
room. Claim the blue 
Rupee (5), then dart into the north doorway to the bedrooms. The 
Twilit Parasite is flying about near the beds to your right. Target and 
grab it! Then head back to the storeroom and climb up the shelves, 
leaving the same way you came in. 





SY, 


GENERAL STORE: 
Twa PARASITE #13; 








THE NEXT SIGN IN THE VILLAGE SHOWCASES THE 
AMAZING ITEMS INSIDE THE GENERAL STORE. 
UNFORTUNATELY IT HAS CLOSED, AND 


= ! 
Vai, THE PROPRIETOR HAS VANISHED! 






> Check the 
map; the only 
available white 
dot in the village is 
somewhere inside 
the general store. 
The door is locked, 
so head around 
the side, below the 
curved dead-end road. Struggle into a small hole in the base of the 





wall, near an empty crate you can smash. 


























































> Climb up behind the 
store counter and begin 
to ascend to the top of 
the room, heading to the 
southwest corner where 
the Twilit Parasite 
seems to be lying low. Fach 
You can smash pots and crates on the way. The bug is on the wall 










and remains still. Use your sense view, target, and dispatch! Then 
exit via the same hole you crawled in from. 





This Twilit Parasite took more than a few minutes 
of puzzle solving. We thought the metal pipes, 
lighting, crates, and exterior walls were part of the 
problem, Of course, we were being zapped by the 
bug throughout this time. It was only after three 
good punishing hits from the bug that we realized 
we just had to look for him! Over-thinking puzzles 
is a common mistake... 







KAKARIKO VILLAGE: 
Fina ExPLORATION 


< Allof the Twilit 
Parasites seem to 
have been nullified 
in Kakariko Village, 
so take a little extra 
time to run up the 

) dead-end curved 





©) road, leap onto the 
Elde Inn roof, then use the exterior staircase and ramps to 
scramble all the way to the top of the village on the east side. 
The final ramp leads to the hot springs, which is currently 
empty. Now that you've seen most of the village, check your 
map. The final Twilit Parasites are north of the village. Drop 
down and scamper north until you see a rocky cave mouth. 
Read the sign: straight ahead is Death Mountain, and Hyrule 
Field is to your right. Death Mountain? That doesn’t sound 
too encouraging! 


< Before you 
attempt the 
treacherous route 
up toward Death 
Mountain, check 
the main road to 





your right toward 

=» Hyrule Field. 
Unfortunately, this route is also blocked by two Twilit Bulblins. 
These are easily crushed, but that gate is much more solid— 
impenetrable, in fact. 


the Eldin Springs as soon as the ‘Twilit Messengers 
defeated. A Bomb Rock here definitely needs exploding, 


2. KAKARIKO VILLAGE Dic Spots 
Kakariko Village has a number of dig spots. Here are 
some general places to look: 


@ The western bank of the springs, up on dry land 
(Hearts) 


@ In the owl room of the cellar, under the sanctuary 
(Rupees and many Hearts) 


@ By the northwest tree in the graveyard (Hearts) 
@ In the northwest corner of the village, ground level 


@ At both sides of Barnes’ Bomb Shop (multiple green 
Rupees and one blue Rupee) 


@ Inthe rubble after you destroy Barnes’ bomb storage 
shack (multiple Hearts, yellow Rupee) 


@ By the dead tree on the winding ramped path 
overlooking the bomb shack (Heart) 


@ By the dead tree on the “dead-end” path above the 
store (Rupees) 


@ Just to the right of the Elde Inn, below the curved 
dead-end road (Hearts and Rupees) 


@ By the dead tree and fence, next to the hot springs 
above Elde Inn (Rupees) 


@ By the sign for Death Mountain (Rupees) 


3. KAKARIKO GRAVEYARD: GRAVESTONE 
PUSHING 

During your Twilit 
Parasite search, and 

any time afterward, you 
can push some of the 
gravestones and discover 
Rupees inside. There may 
even be a nasty spirit known as an Imp Poe in one of 
them, but he isn’t here yet. 


4. KAKARIKO PROMONTORY: BOMB 
STORAGE CRATES 

Just before you accidentally demolish Barnes’ bomb 
storage shack, try breaking open the crates along the 
western wall area. There are Rupees and Hearts to 
gather. 





. 
‘wilit Parasite 
ate 
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5. KAKARIKO PROMONTORY: 
+ RUPEES IN THE WEEDS 


arene 























Usually, the weeds don’t 

& produce that many rewards, 
but a clump on the winding 
path to the lookout shack 
offers four green Rupees (1). 


seentiese Cmaps 


Apply this excellent technique 
whenever you see pots out of 
reach on a shelf above you. 
Simply ram into the wall, 
shaking the pots loose. There 





- \ aaa 


<< Enter the trail, and 
Midna spots a spirit 
atop a large chain 
mesh wall. She reckons 
the way forward is 

& impassable, but step 

i) onto the shallow rock 
ramp on the left side of 
the area, then leap up twice to the trail itself. 


> Jump up, switch ae 
your sense view on, and 
listen to the large, orange 4 
Goron speak about the 
troubles between the 
villagers and his tribe. It 
looks like they need to — 
co-exist peacefully. Run past the three rocks (you can nudge them 
if you wish), heading north. You encounter three Twilit Vermin. 
Defeat them before continuing; spin attacks work well. 


] 
eo wike 

Living in the Death Mountain area are 

har ‘one creatures with incredibly 

thick and tough hides adorned with 

multiple ceremonial tattoos. They 

usually mine and sell trinkets down 

in the Kakariko Village. After the twilight 

the Gorons have refused to deal with humans and have 

blocked off communication. 


7. KAKARIKO ELDE INN: 
CRACKING CRATES AND MORE 





During your stay at the Elde Inn, stop hunting for Parasites 
for a moment and smash the crates near the central wooden 
support beam for Rupees. Find more in the northwest and 
southeast corners. There are even more in the upstairs 
bedroom, and wardrobes to ram and topple for Rupees, too. 





< Follow the 
trail as it winds 
northward, until 
you reach a long left- 
turning bend, where 
) you must engage 

), a couple of Twilit 
Keese in combat. 
Then use the scenery and climb up and over the second mesh 
wall. Continue north until you reach a series of steam vents and 
a wider clearing. Climb up the long step to the upper area and 
dodge between the vents, or you'll take slight damage and get 
knocked back. 








A Now search for the next Twilit Parasite. He’s under the 

ground in this plateau area. Dig to free him, using your sense 
view constantly, and then grab him and collect those tears, all 
the while avoiding the scalding vents. 


ENC 










I IDDENTS KILLS 


YOU HAVE SUMMONED THE WuitE WotF! HE 1S CURRENTLY ~~ 
Be WAITING FOR YOU AT THE ORDON SPRINGS. YOU MUST 

HEAD HERE AS LINK AND LEARN YOUR NEXT HIDDEN 

SkiLl! THE WALKTHROUGH TELLS YOU THE 

EARLIEST POINT THAT THIS IS POSSIBLE. 





































sTreilitvermin ; 
rot 7) 
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Before you continue, it is vitally important that you 
investigate that strange ceremonial stone on the 
rocky clearing you're standing on. Listen and the 
wind whistles a tune through the hole in the rock. 
You must now recite the tune. Watch the tune, then . 
replicate it. The pitch is as follows: High, Middle, You appear as a wolf, high in the heavens near Death Mountain, The 
Low (hold), High, Middle, Low. Use S tohowl high White Wolf appears at the end of a leafy edge, on the opposite side of 
and @ to howl low. For mid-range howling, don’t the world. You howl the tune again and both of you continue to yelp. 
move the stick. When you finish, the White Wolf tells you “Let teachings of old pass to 
you...’ The wolf leaps down into the land. 








You've reached the base of Death Mountain 
itself! Bound down to the base of the 
mountain and begin combat with four 


Twilit Messengers. Be cunning, however. 





: Ignore the three Twilit Messengers in the 
A You're very far from 


the White Wolf, 
so finish up the 
hunt for Twilit 
Parasites first. 
Continue up 

the winding path, 
avoiding the steam 


main area, move around the small opening, 
and attack the lone Twilit Messenger in this alcove first. 


vents, and after 
cas ‘alvo! The Twilit Messengers depart and 
the sharp corner, ) 
bound down the 
rocky steps, all the 


way to two crates 
containing Hearts. 


KY form another warp portal. You can now teleport to the base of Death Mountain. 


> When you've finished rolling 
rocks, move past the mesh and arched 
doorway embedded into the rock wall 
and look at the large barricade wall. 

Your next Twilit Parasite is here. Ram 
the barricade to dislodge the Parasite, 
then follow it as it buzzes and flutters. 
When it drops, defeat it. 


a OOS aU 








Tarr PARAsine #16 


Midna to jump up onto the barricade; and listen to 

 Goron moaning about being left out of the way, and 
at the bottom of the hill. Then run along the rock ledge, 
istening for falling lava rocks as the volcano rumbles in 
the distance. Steer clear of the steam vents, too. 


Ps Run along the first rock ledge, then onto the 
crumbling wall near a large, wooden support piece. Use 
Midna and leap directly up onto the support platform. 





























< Flick on your 
sense view and 
run to the next 
Goron, who's 

| standing by 

§ some steaming 
yents (watch 
out for them). He's stuck where he is, but the Twilit 
Kargarok isn't. It attacks! Counter it in the open area 
behind where the Goron is standing. 








KEEP CONSTANTLY MOVING OR THE LAVA 

) STONES FALLING FROM THE MOUNTAIN ARE 
LIKELY TO STRIKE YOU, AND THE DAMAGE IS 
QUITE SEVERE (HALF A HEART 


"a 


> Leap off the 
rise and into 
the hot springs 
to the north. 
This is the 
location of the 
final Parasite! 
It's near a group of five Vermin; tackle the Vermin 
first, then shake the Parasite down, but only after you 
investigate the hot springs area itself. 




















The hot springs are dry and there are two suspicious- 
looking Bomb Rocks in the northern area; you'll have 
to see what's behind there later. Quickly enter the 
tunnel to see a dig spot and a ceremonial stone you 
can't move at the far end. Perhaps it needs approaching 
later, from the opposite direction? 


IF YOU WISH TO LEAVE THE HOT SPRINGS (iF YOU 
MISSED A PREVIOUS TWILIT PARASITE, FOR EXAMPLE), 
» MIDNA CAN LAUNCH YOU BACK UP TO 
WHERE THE GORON WAS STANDING IF YOU 
J) WAIT ON A FLAT STONE NEAR THE IRON 
BARRICADE, LEFT OF THE METAL 
MESH DRAPED ON THE WALL. 





7 ae a 4 oa ; Bp ! 









1. DeatH Mountain Trait: Dic Spots 
The following places along Death Mountain are good for locating dig spots: 


@ The dead tree below the mesh wall at the base of the trail 
@ Right below the second mesh wall (Rupees) 


@ The path just after the whistling rock, between Parasites #14 and #15 
Paty g 
(Hearts) 


@ The eastern base wall of Death Mountain (Rupees) 


@ At the foot of the large wooden support and crumbling wall, first rock 
ledge (Rupees) 


@ Behind the Goron overlooking the hot springs 
@ Inside the small tunnel to the ceremonial rock (hot springs; Rupee) 


2. DEATH MOUNTAIN TRAIL: Rock NUDGING 
The following places along Death Mountain allow you to push rocks and 
look for items underneath: 


@ The start of the trail, just beyond the first Goron guard (Heart) 
@ Below the second mesh wall, where the Twilit Keese are (Rupee) 
@ Right above the mesh wall (Heart) 

@ Just south of the first steam vent (Rupee) 

@ On the right side of the steam vent clearing 

@ The eastern base wall of Death Mountain (Heart) 

@ The northern base wall of Death Mountain (Heart) 

@ The first rock ledge near the barricade and Goron (Rupee) 


3. DEATH MOunrTAIN TRAIL: WEED RIPPING 






At the far end of the first rock ledge, inside the 
crumbling wall area, are two barrels to shatter 
with a spin attack. Both contain Rupees. 
Crates on top of the rock ledge hold a Heart 
and Rupee. Two crates to the left of the Bomb 
Rocks in the hot springs hold a Heart. 


C2 6109) 


THE ErpDIn Spirit AWAKENS 


- a. ~n8 Assoon as the 16th Twilit Parasite has shed its tears into 


4 + gba erst 
SOR Se. your Vessel, you're transported back to the springs inside 

= « Kakariko Village. You are transformed into human form, 
and the spirit takes the form of a giant bird. Eldin tells 
you a great power awaits in the sacred grounds of the 
Gorons. Eldin disappears into a shower of light. 





aA 




















_ Village springs and the 
sanctuary door opens. Renado 
introduces his daughter 

and Colin explains that the 
shaman saved them. The 
experience has been a nightmare; a regular occurrence these days. 


Even stranger is the turn of events with the Gorons; they treat the 


villagers as foes. Perhaps it is their mines that are cursed?, Renado wants 
you to take the children back to Ordon Village, while he hopes there might be 
something he can do to help the Gorons. 


Eldin Spirit: 


The embodiment of the land of Eldin, this 


magical spirit takes the form of a bird and 
resides in the spring near Kakariko Village. It 
seeks the light. 








t : GENS ei et 
HUNTING THROUGH 
y ; ‘ Wa 
KAKARIKO VILLAGE 
By now, you know the village's layout, so return to 
the various areas, starting with the graveyard. Push 


gravestones back and forth, run around the yard, and 
when you're done, investigate the far end and steps. 


=e | 


bird and fire! 





A Bring out your Lantern and = — 
move to the unlit torch to the left Kade see 


of the set of steps. Light both the of Purrue 
torches, and a previously invisible Gh, Ruree (50) J 4 
pe 0 


chest appears from the ether! Open 







it to claim your cash prize. Climb the steps. 
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‘Threat Meter 


two are encountered, but these usually fly 
ina flock. Each swoops down to dive-bomb 
you, then flies away while another attacks 
from a different direction. 
This keeps you constantly 
looking around, and the 
ambushes can take their toll. 
React by blocking with your 
shield, then slay the Guay as 
it flies away. Easier still, after 
you gain the Hero’s Bow or 
Clawshot, auto-target each 


FLocks OF GUAYS LEAVE A SCATTERING OF RUPEES, 

_ USUALLY VALUED AT AROUND 30-40, AFTER YOU 

\\ DEFEAT EVERY BIRD IN THE FLOCK. IF THE RUPEES. 
x HAVEN'T APPEARED, AUTO-TARGET AND 


A The children have other ideas; they want 
you to help Renado! Speak to everyone, then 
optionally dip your toes into the village spring to 
rejuvenate your health. Now that you're human, 
you can do some additional searching in Kakariko 
Village. 







Guays are easy to 
defeat when one or 





The Guay is a slow-moving dive 
bomber who is difficult to slay 
when out of sword range, unless 

you use a projectile! 








SEARCH FOR THE STRAGGLERS! 


















Tesr OF STRENGIES 
AT THE TRA 
Sr" Pi f < There's little else to do 


in the village until you 

































Collection: 3 (of 24) 


you're on the 


id's raised western 
bs check the tree on 
ich some of the Guays 


pee 





return here later in your 
adventure, so head toward 
Death Mountain at the 











er sitting. There's a 7 we trail’s foot. Run until you 
_ Male Ant sitting on a pI reach the giant barricade 
f the base of the trunk. Mate Ant 1 with the mesh on it. Climb to the top, and walk up the trail. A 
Pocket it, and continue You cauctT A MALE Goron at the top blocks your path. “The elder said no humans may 
to build your Golden sine a Ss Ar pass!” he shouts, then he rolls into a ball and tumbles into you. The 
Bs Bug collection! force knocks you off the trail, down to the barricade’s base! Your 
Head into the village, way is blocked. Retreat! 
and go north along the Od Oy 
thoroughfare. Visit the OR Awrior Now CO 
general store and the Elde We didn’t take “no” for an answer. Through judicious skipping 
Inn. Both are empty, but 





of cutscene information, we ignored the hints and continued 
to scale the mesh barricade (an agonizingly slow ascension), 
and tried to dive, catch, whack, and shout at the rolling Goron. 
We're embarrassed to say that we did this 15 times until we 
decided that yes, perhaps it was better to leave... 


you can manhandle any 








items you missed or want to rummage in (such as crates 
or wardrobes). You can’t jump over the counter in the 
general store, though. 





<< Head toward the 
village. You meet Renado 
at the junction, who 


Golden Bug: Female Ant 


Collection: 4 (of 24) . 


explains humans can never 





Rai acraseto die beat a Goron in a rolling 
th , @, battle! In fact, only one 
oroughfare’s other 1 
a person has been able to 
side, and enter the small 
paldtipaiith the hole in earn their trust: Mayor Bo from your village! He asks you to return 
the roof that you made ie to your village, talk to Bo, and tell the villagers their children are 


| tig: erties - - safe and will be returned after a horse and cart are found. Move 
eS 5 f 
I} for Twilit Parasites. On ij FEMALE ANT oD: He SUE 


” the floor in the middle de You CAUGHT A FEMALE 


of the room is the ANT! BUG FANS LOVE 
Li THAT GOLDEN COLOR. 
female partnertothe 36 ‘ 
P r= 
Male Ant you found 


in the graveyard. Smash some crates in this room for 
Rupees afterward. 








Head into the village You hear a faint whinnying. Epona gallops down the rocky path to the 
and continue northward, village, with two Bulblins hanging on for dear life! The Bulblins go flying 
and visit Barnes’ Bomb as Epona shoots toward you at a strong gallop. You have no choice but to 
Shop. Barnes is there, but dive to the side, then grab Epona’s saddle and ride this bucking bronco! 

e he’s complaining that his 
Bi he storage shack was recently << You must calm Epona 


destroyed. It’s going to be a little while before he can sell 
¢ 7) you his wares. Fortunately, he's blaming the explosion on 
K the twilight beasts, which is true, technically! 


down by remaining on her 
back while she bucks and 
gallops uncontrollably. Leap 

















A ...and © after you emerge 
from the spring... 


A 


reach here and © again when 


..then press © when you 


you reach the short waterfall... 


< ...and finally O | 
again after you head 
north into town. Epona 
calms down and stops 
outside the sanctuary. 





the wrangler! 


»> Midna thinks so too, 
and Epona will make 
returning to Ordon 
Village quicker. You 
can't warp there, and 
there are a few special 
items to pick up on the 
way back, so race out 
of the village, and vault over the spiked gate, into Kakariko Gorge 
(face straight ahead and travel as quickly as possible; use the spurs). 


A, THOROUGH) SEARCH © 
Kak KD GORGE 
“WAAAIIIT!” shouts the Postman, jogging toward 


you when you land in Kakariko Gorge. The 
Postman has a letter for you. Open it up and read 


it. It's from Ooccoo, q on 
si t 
2s 





that strange bird you found Letter #2 


in the Forest Temple. She's You Gor Letter # 


off on a journey, and she also a “DEAR ADVENTE Sa 
QOoccoo. a 


has a son! 


Dash around the rest 
of Kakariko Gorge. 
There are Kargaroks to 
fight from horseback 
(draw your sword, and 
use the spin attack, 
then slow down, auto- 





| target, and finish them). Ride about the gorge, then head to 


this area’s western part. 






Well done—you're quite 












Ride to the small copse of _ 4 
trees, and halt your horse. 
Dismount and rummage _ 
around in the grass near 

the rock side. Something 

shiny is near the grass clump. Grab it, or cut the grass 
and stoop to take it. You've snagged your first Female 


Pill Bug! Ride to the bridge. 
“+ 
Pat 


f FEemAte Pitt Buc 
YOU CAUGHT A FEMALE 
4 Buc! Buc FANs LOVE THAT 
GOLDEN COLOR. 









lo 





Golden Bug: : Male Pill Bug @) 


Collection: 6 (of 24) 


When you ride over 

the bridge to this area's 
southern part, halt your 
gallop and dismount. 
There’s a Golden Bug in 
the grass. Face north, and it’s just right of the path, near 


the bridge. 
> 
* m3 
You CAUGHT A Mate Pitt 
Buc! BUG FANS LOVE THAT 
GOLDEN, COLOR. A 
PO 


Mate Pit BUG 






— 


< Before you 
leave for Faron 
Proyince, ride to 


, southeastern part, 
) and look out over 
the large rock 
formation rising from the bottomless chasm. Defeat any 
Bokoblins or other foes in the area, bring out your Gale 
Boomerang, and target the Piece of Heart stuck atop the 
grassy rock. Throw the Gale Boomerang, and it brings this 
right back to you! 


Piece or HEART eI 
You Got A Piece OF HEART. YOU COLLECTED FiVe Pieces 
@ AND FORMED A NEW HEART CONTAINER: IT ALSO FILLED 


Your Lire ENERGY! Piece or Feary #5°0r 45. 9 | 


ta) 


\CHARACT 





















7 Head into the Ordon Spring, and look 
to your right, ina small alcove near the 
tiny tunnel entrance. The White Wolf 
waits for you to come, sword in hand! 
He growls at you, and you draw your 
sword. He pounces! You awaken in the 
ghostly ether. The undead hero forms 
and asks you if you wish to learn your 
next skill. The answer is yes! 


section of Hyrule; 

Kakariko Gorge 
looks the same as 

{ when you entered it 

in wolf form (except 

thet wight has receded). The Fay difference is the arrival 

“of aifew Bokoblins scattered about the path. Optionally 

tackle them, either on or off your horse. Some Bomskits are 

also scuttling about here. If you need Worms for your hook, 

) attack from range, or corner them with your sword. 














First, your teacher wants to verify 
that you learned the previous Hidden Skill correctly, and he tells 


: Sou t UTLWARD), Back TO you to come at him with the ending blow. Slash or spin attack until 


he falls, then target with @ and press ®. 
Your: Ho JOME 





























“Excellent!” remarks the warrior. 
“Let the shield attack be hewn into 
your mind!” This technique is useful 
if your foe is clad in armor and bears 
a shield. When facing such a foe, lock 
on with @) and thrust the Nunchuk forward to push your shield 
against your enemy's defenses. Attack with any sword technique 
you wish. Try it! 


> Locate your horse 
(use the clumps 
of Horse Grass if 
you lose her), and 
ride southeast, into 
Hyrule Field (south), 
aiming for the 
southern exit that takes you into Faron Woods. 








WHEN YOU'RE SPURRING YOUR HORSE ONWARD, 

AND KNOW YOU'RE ABOUT TO ENTER A “LOADING” 
_ AREA (WHEN THE GAME LOADS BETWEEN ZONES), 
“SPUR EPONA AS FAST AS POSSIBLE. EVEN IF 





Shield Attack: Bs @ to target, then thrust the Nunchuk forward to 
shield bash your enemy. Follow up with sword play. 











A 
Shield Attack: Execute the same move when being struck by magical 
projectiles. Bounce them, and other ranged attacks, at the enemy. 
& Thrust the Nunchuk early for best results! 

+ 


O 
3 
HIDDEN SKILL | 
YOU LEARNED THE 


SECOND HIDDEN SKILL, 
THE SHIELD ATTACK. 
HIDDEN Skit 2 oF 7. eV, 


OG 








A Head into Faron Woods, and pass Coro (you can refill is 
your Lantern fuel if you wish). Follow the woodland path 

southward, snaking past the Dark Tunnel and Faron Woods 
Springs, and crossing the long bridge into Ordona Province. 





= } Once over the bridge, check your map. You should see 
GaSsints Gy) that the White Wolf, whom you summoned on the Death 

t Mountain trail when collecting tears from Twilit Parasites, 
is waiting for you. If he isn’t, go howl at the Death Mountain 
) trail whistling rock the next time you're in wolf form; you're 
at a disadvantage if you don't learn this second Hidden 
Skill right now! 





») 


4 
WRESTLING wit) Mayor Bo 





A Follow the advice of Renado the shaman, and inform each of your 
village’s inhabitants that their children are safe. Start with Sera in her 
sundries store. Don’t forget the miserable Hanch on the flat rock outcrop 
above the pumpkin patch! 


<< Head over to Jaggle and 
inform him next; he says 
he'll talk to the mayor about 
getting the kids back where 

® they belong. 


< Pergie is sitting in her 
waterwheel house, worried 
sick. Her demeanor changes 
when you tell her those 
tykes are OK! 








= = i me S eee 
As you move across to Rusl’s house, Mayor Bo calls you over and beckons 
you inside. He's thankful the children are safe, but he’s worried that Tlia isn’t 
among them! He hears that you need his secrets to defeat Gorons in ceremonial 
combat. He agrees, as long as you promise to tell no one! You're led into the 
back room, where Bo teaches you of the basics of sumo wrestling. 











SUMO WRESTLING 
TECHNIQUES: 


1. THE FIRST FELLA TO 
PUSH HIS FOE OUTSIDE 
THE ARENA WINS. 


2. STEP FORWARD AND. 
GRAB YOUR FOE WITH ®, 


3. STRIKE A FLEEIN’ FOE 
WITH YOUR Wil REMOTE. 


4. SIDESTEP AN ATTACKIN’ 
FOE WITH © or ©. 
MASTER 
ALL THREE 
Be TECHNIQUES 
AND YOU'LL BE SHOVIN’ FOLKS OUT OF 
_. THE ARENA IN NO TIME, LAD! 







Ready? Fight! Use all three of the techniques on 
Mayor Bo, then grab and wrench him out of the 
ring to complete your training. He sets up a second 
match and is more difficult to defeat. You must 
learn which techniques to try. 





1. Use the strike on a foe trying to sidestep. 
2. Use the grab ona foe trying to strike. 
3. Use the sidestep on a foe trying to grab. 
4. Always use a grab and push to secure victory. 
* Vary your tactics when encountering Goron 
challengers. 


Execute these moves as you see an enemy's 
action, and you'll win every time! 


IF YOU NEED FURTHER GUIDANCE, RUN 
. INTO THE SUMO ROOM, AND LOOK 
FOR THE THREE NOTES (CALLED “THE 
Way oF SUMO”) PINNED TO 
SIGNS; THEY REINFORCE THESE 
TECHNIQUES. 










> After the 
second bout, 
you can practice 
again, before 
the mayor leads 
you into the 
main room and tells you another secret: you need 
additional weight to beat the =) 


heavy Gorons in sumo wrestling! eS 


= 
RLD| 
Cuesr #10: 
TRON Boots, 
{ : b 


Your prize is in the chest. 










































< Your next port of call is % 
important; you must ride 

Epona up into the pasture 
area and speak with Fado. 
He needs his goats herded. 


you’ BECOME SO’ HEAVY (AT NOT EVEN A ; 
. - GORON CAN MOVE You. al 
S . 
3 Agree, and follow the previous 
q 








i trategies for maneuvering 
HE IRON BOOTS ARE USEFUL, SO KEEP THEM READILY 


_ AVAIABLE. PLACE THEM IN YOUR INVENTORY. 50 WHEN YOU these stubborn creatures into the barn. 


pees &®, THEY SLOT ON AND OFF YOUR FEET. YOU DON'T Use Providing you complete this task, Fado offers you an excellent 
® TO ACTIVATE THEM, AND YOU CAN USE OTHER 


eee 2 ‘ 
\ _ ITEMS IN CONJUNCTION WITH THE IRON Boots. reward for your wrangling! “1 
(RT! 





3 ane Piece oF H 
|) HOWEVER, THEY SLOW YOUR MOVEMENT, SO Pick up this Piece of Heart Ore Teen 
WEAR THEM ONLY WHERE NECESSARY. from him before you leave COLLECT FIVE PIECES TO. FORM 


2 THEY ARE ALSO MAGNETIC. i @ Feet 
g ‘don Village. A NEW HEART CONTAINER. 
ye 3 Piece oF Heart #6 oF 45._ 9 
o a 


1. Mayor Bo’s Bopy or Work 

When you're seeking sumo guidance from the mayor, check out his 
place, including Ilia’s bedroom upstairs, and the sumo dojo. Notice 

thanks you for letting the fancy wrestling sketches on the wall, too! 

her know Colin is 


}) safe and sound! ( x y <oS Jays \ 08 ) 


You Got A Prece oF HEA 





I} > Head out of 
the mayor's house, 
and across to Rusl 
and Ulis place. Uli 
is inside, and she 











Veg Y ' Se < You arrive in time to see the end of 
eo Boe ey ae a ime this terrible raid by King Bulblin and his 
Kine DUBLIN: 


cohorts; the king lifts Colin above his 

~ head and roars, then stomps Lord Bullbo’s 
<< It's time to leave f ES oa i ; at 
Ordon Village eet, and the raiding party gallops northward away from the village. 





again. Return the 





way you came, 
northward toward 
Faron Woods, then 
across Hyrule Field 
and into Kakariko Gorge, before leaping the spiked gate and 
arriving in Kakariko Village. 





Before you arrive, Beth and Talo 
are playing in the thoroughfare 

| when they hear hoofbeats. The 
massive Lord Bullbo roars into 
town, carrying the mighty King Bulblin! Talo turns in terror, but 
Beth is transfixed as the massive creature bears down upon her. 





A The raiders are getting away! You can catch them, even after 
stopping Epona, turning around and talking with Beth, who's lying 
on the ground (but OK), Malo, who’s standing in the thoroughfare 
(and as OK as he normally gets), and Talo (who's dumbstruck, hiding 
behind the Cucco shack). 





Charge! You must follow the evil raiding party and rescue Colin 
before darkness devoures him, Gallop northward, and make the long 
turn, heading past Renado at the Death Mountain trail entrance, then 
increase your speed and leap over the spiked gate. 


Colin leaves Malo at the sanctuary door, and runs out to save 

Beth, pushing her out of harm’s way. But he’s directly in line of 
the stampede! Barnes appears, and King Bulblin stares him 

down, carrying Colin’ limp body in his giant fist. 





Once in a giant flat field, west of Castle Hyrule, King Bulblin 
awaits. Colin is tethered to the king’s banner, and the king 
beckons you to fight him! You unsheathe your sword, and the 
king blows a mighty horn. Five Bulblin riders and their archers 
gallop to his side! 









= iting 
Buillixo anes) 
Step 2: As you both near P PLL) 
ch other, move to one side, 
iging him (always toward 
é middle of the bridge). 
At the same time, slice 
__with your sword, Time this 
‘correctly, and'you knock 
another piece of armor from the king. 


Step 3: Gallop to the 
bridge's end, then rein in 
Epona and turn her around. 
You're about to go fora . 
Second strike! Follow the You pick up Colin, and bring him to Kakariko Village. 
same plan: keep your speed Colin is wounded, but he knows what his father meant when 
low (if you charge, there’s less time to strike). Keep to the side. he told him to be strong. Beth has been saved, and while 
Colin recuperates, you turn your attention to that rumbling 
volcano. It’s time to pay the Gorons a visit! 





A hit knocks the mighty Bulblin off his steed, and into the gloom of a 
plummet to a doom. Your mount rears up and you raise your sword 
in triumph! King Bulblin could never have survived that fall.... 


£ 





























“eo 







Cut in at the last moment, and slice with your weapon! 
After a second successful strike, King Bulblin falls off his 
mount. 








VitLAGE EXPLORATION, AND Gg 


MAKING A DEAL WITH} MALO aheckineotastore 








fey After Renado takes care of Colin, and brings him into the Elde tobcetiat its yet 
Inn for recuperation (the hot springs will help), move into the ate mney 
5 ; ‘ Malo’s face is 
southern springs, and regain your energy. Epona has done her job, 
>, A ‘ plastered all over the 
but you'll need her in a moment, so bring her along. 
: old signage, and after 
you enter the place, 


you can see Malo’s been hard at work, importing items 
from around the realm. He's behind a Wooden Shield. 
Check out his wares. 

Mato Mart 
Item_NAME Price Errect 





m, RedPotion  30Rupees This replenishes eight life energy: 
keep it in an empty Bottle. 


(Wooden Shield 50 Rupees A simple shield. Made of wood, 
‘ it will burn if touched by fire. 


GB Hilian Shield 200Rupees Limited supply! Dont let them 
sell out before you buy one. 








A You can move into the thoroughfare and speak to Talo, 
surprised at Colin's bravery and even more shocked that his 
} brother hasn't come out of that closed-up general store. 











Ignore the Red Potion rye don’t edit it unless you've finished 
the bottle you purchased at Trill Shop) and the Wooden Shield 
(you already have one), a 
Instead purchase the Hylian ( 
Shield! This is the only place 
to buy it, and it’s expensive. 


HY.iAN SHIELD 


2 
g 7 
You Got THE HYwAN Suievp! f° 
¢) Pris @ TO DEFEND YOURSELF. 
T's METAL AND WILL NEVER 
4 BURN. : 
SO 


YOu’RE ABOUT TO ENTER A FIRE-FILLED MOUNTAIN MINE, 

i SO PONY UP THE RUPEES FOR THAT HYLIAN SHIELD! 

y THE ONLY REASON TO BUY THE WOODEN SHIELD 1S 
THAT THERE'S A DIFFERENT DESIGN ON IT, AND. 

c YOU MUST BURN YOUR ORIGINAL WOODEN 

2) SHIELD FIRST. 








<< Leave the Malo 

Mart. If Malo can’t 

bea hero, he can 

help equip one! 

Move along the 

®) thoroughfare, and 

}, enter the Elde Inn to 

® check up on a couple 
of folks inside. 


The first is rather surprising! Enter the main bar ») 
area, then head right, into the storage room. Sitting 
on his haunches, complaining that he got a letter wet | 


in the hot springs and is drying it out, is the Postman. 
After you find him, head into the bar, and go upstairs. 













i THE POSTMAN APPEARS IN MANY UNEXPECTED 


ALL HIS LOCATIONS? WE THINK WE DID, 
AND WE'LL REVEAL THEM AS WE GO! 


> Move past the balcony, § 
and into the bedroom, 
where Beth and Luda are 
wrestling Colin for his 
attention, while Renado 
looks on. He tells you that 
Colin will awaken after 
rest. Head onto the thoroughfare, and go northward to Barnes’ 
Bomb Shop. 


> Barnes still hasn't 
opened the store, 
unfortunately, but if you 
climb up the interior 
stairs, he’s shoveling 
volatile gunpowder into 
a bucket! He relies on the 


Gorons for the raw materials. 



















gallop” north, past the Death Mountain trail en 
leap the spiked gate. Head into the flat el known as _ 
Hyrule Field (west). E 


Termes 2D 


1. LANTeRN’s Out!” 

When you're ‘inside Barnes’ Bomb Shop, ignore his 
warnings and take your Lantern out. When you do, 
Barnes lets out a yelp ¢ and douses you with water from 
a secret ceiling sprinkler system! 


When you enter the field’s rocky outcrop 
(where there is a chest ona ledge), that 
crazy Postman appears once again! He gets 
around, and he’s ready to deliver your third 
letter. It’s a letter from Malo, who's letting you know 
about the new goods 


C 8 
Fr R 
in the village shop. Lerter #3 i) 
As you've been there, You Gor LeTTER #3: 
ket the | J “URGENT NOTICE!” 
Bogkentieleter y By KAKARIKO Goops. | 
bs 
PO z 





Golden Bug: Male 
Grasshopper 


Collections 7 (of 24) 

Enter Hyrule Field and 
slow your horse toa 
canter. You can pick 

up another couple of 
Golden Bugs from this 
area! Deal with the Kargaroks flying about, then 
look for the shiny bug west of the southern entrance. 
It’s a Male Grasshopper! 


Ds Bs 





Mate GrassHopreR 
You caucHt A MALE 
GrAssHopper. BuG 

FANS LOVE THAT GOLDEN 

coLor! 5 


UWI0D;saul 


| 







While estes searching 
for the Grasshopper, 






in their name: leave them 
id don’t chase them. Stop, 
‘stand still, and as the Levers 





surround and come in for the 

strike, execute a spin attack and 

defeat themall. You can alsorun Te Lever won't leave you alone! 
away, or attack with projectiles! Tt the strange spinning plant 


come to you; then spin yourself. 


Golden Bug: Female Grasshopper 
Collection: 8 (of 24) 


With the Leevers a constant 
source of annoyance, journey 

to Hyrule Field’s northeastern 
part, and search for a second 
Grasshopper in the ground here. 
Pick it up, and add it to your 
collection. 



















o> 2 
(? Femare Grassnoprer >| 
YOU CAUGHT A FEMALE J” 
8 Grassnorrer! BuG 
FANS LOVE THAT GOLDEN: 
2 4 o| 
> 


COLOR. eV, 











2 Keep that collection 


o 


Collection: 9 (of 24) 


going by heading to the 
northwestern bridge 
area, and riding to the 
Bridge of Eldin’s south 
entrance. There’s a 

















sparkling little bug on the wall! Bring out your Gale 
Boomerang and target 59 O68 
this one, scrapinghim is Mate PHAsMiD y 


You cauGHT A MALE 
off the wall and onto PHAsmip! Buc FANS | 


your feet. Pick him up. * LOVETHAT GOLDEN 
* a COLOR. oy, 
















<< The bug collecting 
doesn’t have to end 
there, either! You 
can cross the bridge 
now that the fiery 
barricades have gone. 
It's eerily quiet here, 





but don’t be scared. Gallop across the bridge, and make an 
immediate left turn. 










Collection: 10 (of 24) 


Stop by what looks likea am 
Bomb Rock, dismount, 
and bring out the Gale 
Boomerang. Look for the 
bug ona ledge up from 
you. You can’t reach this 
ledge by foot, but you can target the bug (get the yellow 


target marker). Bring 9 2 
iZ FEMALE PHAsMID My 
YOU CAUGHT A FEMALE 


the Phasmid back 
x PHasmip! Buc FANS 













and add her to your 
collection. LOVE THAT GOLDEN 
=) a COLOR. 


Io) 


With a strong collection of bugs, back up across the bridge. 
You can look around this area, but the road to the north is 
blocked. The bridge has interesting vines and an owl statue, 
and the north end has that ledge and Clawshot points. Return 
to Kakariko Village. 

























< The time has come to 
test your strength against 
the Gorons! Leave Kakariko 
Village and head up the 
Death Mountain Trail’s 
start, to the large barricade 
with the mesh wall. Climb 
to the top, and ready yourself for Goron combat! 






The Goron is surprised to see you again, but he begins his roll 
just as before. Put your Iron Boots on (set them so you press $P 
to access them on and off), then press ® to catch the Goron, and 
throw him off the barricade! 


< Take your boots off and 
continue up the path. When 
you see a second Goron 
rumbling your way, put the 
boots back on, catch him, 
and throw him as you would 
an Ordon goat! Catch a 
third Goron, then a fourth as you reach the second barricade. Flick 
those Iron Boots on and off, or you'll be knocked flying. 














YOU CAN LIFT UP ROCKS AND SLASH THE GRASS FOR 
Rupees AND HEARTS. THE LOCATIONS OF THESE ITEMS 
WERE SHOWN PREVIOUSLY, WHEN YOU CAME 


}> Reach the second 
barricade, and use the large 
steps on the right side to 
clamber on. Once at the 
top, run away from the 
barricade'’s edge, put those 
boots on, then catch and 
lob another Goron. If you're too close to the barricade edge, you get 
knocked back and off, boots or no boots! Run into the rocky clearing. 


> Nasty Bulblin Archers 
are up ahead, and you don't 
have the necessary ranged 
weapon to deal with them... 
or do you? Move to this 
patch of Hawk Grass, and 
blow on it. Your hawk friend 
soars down and lands on your arm. Target the five Bulblin Archers 
with the bird, and knock them off their perches! 











> Or, you could 
bring out your 
Slingshot. It may 
not work as well 

as a bow (which 
you'll find soon) 
would, but you can 
strike the nearer Bulblins with this weapon. If you're out 
of ammunition, or want to use the hawk, there’s a second 
grass patch near the whistling rock. Target the last Bulblin 
in the alcove entrance with the hawk. 


s THIS AREA HAS VARIOUS ALCOVES AND AN UPPER 

LEDGE YOU CAN'T REACH YET. COME BACK HERE 
WITH THE NECESSARY EQUIPMENT, AND 

< ‘YOU CAN RANSACK HIDDEN AREAS: 

=) FOR MORE GOopIEs! 









< Leave the rocky 
clearing, avoiding 
those steam vents, 
and follow the 
rubble-strewn 
trail as it winds 
northward. Follow 
the erratic steps to the base of Death Mountain. Now you 
must negotiate the Gorons and find an entrance! 


ENTERING DEATH 





pe) , 
vy ) 





ly 





‘ae 





MounrAin at 
tae be an 


J) 


Jump down to the lower flat area, as Gorons propel themselves 
up and into an arched iron entrance at the top of the section 
you're viewing. A Goron advances on you. Use your shield 
attack (Hidden Skill #2) to buffet him back. Watch out for 
the falling magma rocks, though! Raise the Hylian Shield, and 
even this strike won't harm you. 





A giant shadow appears above you, and you leap away as a 
huge shard of molten rock falls from the skies and imbeds itself 
in the flat area where you once stood! Remember the location 
of this molten shard for later! 





































n ove to one of 
the less-aggressive 
‘Gorons, or use your 
sh ald attack to strike one so he curls up intoa ball. Move and 
Teap on his back, and when he unravels, you're propelled high 
into the sky. Make sure the camera shows the upper ledge, and 
land on it! 

















































<< Route #1: Either turn 
left, or in this case, right, 
and run along the ledge 
to the crumbling wall and 
wooden support. Use a 

§ shield bash and a sword 
bonk to persuade the 
waiting Goron to curl up ‘GSE ee OO) 
and propel you onto the Suons 

next upper level. From Item NAME Price Errect 

here, you can investigate y Arrows (10) 10 Rupees There are few ships in the 


#, the Goron hot springs. “a9 Z you use a bow, carry 
lots of arrows. 






A Speak to the Gorons in the water and they're more amiable. 
There's no need for combat. The Gorons tell you the water can 
imbue you with energy although there's not enough to bottle 
currently! Visit the northern shop. 





Lantern Oil 20 Rupees The mountains are dark at night! 
<< Route #2: Or, you can 3 3 


turn left, and persuade ¢! Wooden Shield 50 Rupees It is wood, so if it catches fire, 

this Goron, standing near it may burn. 

a barricade, to propel you 
) up and onto a large iron 
pipe conduit. From here, 


you can drop to a path you : 2925 Ee ) 


haven't explored before. Behind you are two barrels; smash them 


both for a Heart and Rupees. Run around the steaming vents, THERE'S NO NEED TO PURCHASE ANY OF THESE ITEMS: IF YOU'RE LOW 
heading along the path. ON LANTERN FUEL, PURCHASE SOME, BUT DON’T BUY MILK. YouR 
HYLIAN SHIELD IS BETTER THAN THE WOODEN ONE. AND ARROWS 
ARE PLENTIFUL INSIDE THE GORON MINES, AFTER YOU FIND THE 
Hero’s Bow! 

HOWEVER, YOU'RE ABOUT TO ENTER ANOTHER DUNGEON, 
AND THERE ARE MANY TREASURE CHESTS TO KICK OPEN. 
i. IF YOU'RE FULL OF RUPEES, YOU WON’T BE ABLE TO 
LOOT EVERYTHING INSIDE THE DUNGEON, SO BUY 

>= EVERYTHING YOU CAN IF YOU WANT TO RANSACK 
EVERY DUNGEON CHEST! 





Milk 2ORupees Chugginga glass of 
(2 servings) Milk after soaking is popular! 








> This brings you in 
above the Goron hot 
springs. The Gorons 

can't get enough of the 
warm water and volcanic 
| bubbles! You have to drop 
down to visit them, as a 













steaming vent blocks your path. < When you finish in 


the hot springs, move to 
the sitting Goron near the 
mesh draped over the wall, 
and climb up and out. 
Avoid or use the shield 

® block and hand-over-hand 


YOU CAN NEGOTIATE THE STEAMING 
VENT IF YOU FACE IT, RAISE YOUR 
SHIELD, AND SIDESTEP INTO THE 
VENT'S STEAM. THE STEAM KNOCKS 
YOU BACKWARD, BUT YOU 
& CAN DROP AND HOLD 

\ ONTO THE LEDGE, THEN HAND-OVER-HAND PAST THE 
STEAM ITSELF! YOU CAN ALSO NAVIGATE THE 
STEAM VENTS BY WEARING THE IRON Boots. 





technique at any steaming vents shooting out to the sides. At the 
next rocky outcrop, fight another Goron so he knocks you skyward 
even farther, as shown. 









»< Run around the corner to 
_ another steaming vent. Block 
with your shield, then walk 
forward so the steam pushes 

) you Over the ledge; grab onto 
it. Then hand-over-hand 

to the left, past the steam. 






STLING RING 












Climb onto the iron fencing, and drop on the ledge. 


You can avoid the remaining steam yents easily, so continue 
around the fenced ledge to a cave in the mountain. When you see 





three barrels ahead of you, don your Iron Boots, catch another 


You step into the iron archway entrance, and six Gorons roll 
up and propel toward you! “ENOUGH!” a smaller, more 
wizened Goron calls out. The Goron elder, known as Gor 






rolling Goron, and throw him to the side. 

















Coron beckons you over, The Gorons part to let you through. 





He is impressed that you made it this far. However, the mines 





Ps are sacred to his tribe. “Outsiders are not allowed, unless...” 
A There are two more Gorons to battle into balls before you can 


enter Death Mountain. Strike the first one, then head onto his hide, 
but turn to face the mountain before he shoots you upward. This 
way, you'll reach a hidden ledge with three yellow Rupees (10) on it! 


Gor Coron smiles. 
Gor Coron waddles onto the wrestling stage, and prepares for 


the bout. Ready? Fight! 


< Ifyou begin 
the match without 


> You can stand on the 
narrow ledge, take the 
Rupees, then edge left, to the 
iron archway and dungeon 
entrance. Or, you can drop, 
fight the final Goron, and 
propel yourself up and onto 
the entrance platform. Either way works, but don't forget to break 
out that barrel near the doorway for a Heart. 


donning the Iron 
Boots you acquired 
from Mayor Bo, 
Gor Coron slaps 
® you out of the ring! 
There's no time to grab or return any techniques, so stand 
up, put your boots on, move back to Gor Coron, and 
request a rematch. 


Gus a 25 56%)) >» The match isa 
Missive lags more frantic version 


1. Rock AND ROLL of the training you 








You should have learned which 
rocks hide Rupees and Hearts 
when you climbed around here 
as the wolf. However, after you 
negotiate the hot springs and 
reach the dungeon entrance, 


check this rock for Rupees. Don't forget the ledge of yellow 


Rupees (10), too! 





received under 












Mayor Bo. You 
must choose a 





technique out of 
three possible moves, and hope Gor Coron doesn't offer up 
a defense. You or your opponent may elect not to make a 
move, in which case any of the three attacks will work. 






















y San both attackiwith 
the same technique (in this 
case, the grab), you'll both 
» knock each other back. 





Attack 1: Counter the strike 
(Wii Remote forward) by 
sidestepping, then grabbing ®. 


Attack 2: Counter the grab 
(@) by sidestepping too, then 
grabbing. Rapidly press ® to 
Free yourself from a grab. 


Attack 3: Counter either 
a grab or a strike with the 
sidestep (<O or O). 


< Combat may take a 
while, so sidestep, then 
either strike or grab. Keep 
this up while evading Gor 

® Coron’ attacks, and wear 

) those Iron Boots, and 

™ you'll eventually (using the 
gtab) push him off the ring, winning the bout, and his respect. 















Gor Coron: 


ancient Goron, and the 
most important elder of the four senior 
ing within Death Moun 

He is responsible for isolating his tribe 3 
from the humans of the village below, as 
he doesn’t wish them to know the fate of 
their tribal leader, Darbus. Gor Coron partakes in this 
ength, and he opens his heart to 

He is easygoing, but he speaks 
y and vigorously, commanding fear and respect 


fter your victo 




























@ ty. 


~ Gor Coron speaks about'a treasure that Vai be protected, 

and that Darbus reached for it and was transformed into “an 
unspeakable monster”! Gor Coron begs you to aid Darbus and find 
some way to transform him back. The two Gorons guarding the 
inner entrance step aside. 










(Aut 10), IncLUDING Gor CORON AGAIN AND THE 
Two GORONS WHO BLOCKED THE ENTRANCE, 


A Before you journey into the mountain's belly, run to the Goron 
on the chamber's east side, who steps aside to let you use an 
elevator. Wear the Iron Boots and stand on the middle of the 
elevator floor switch. 





A You appear outside the dungeon, on the Death Mountain trail, 
near the hot springs. But you can't reach there yet. Step right, 
remove your boots, and push the ceremonial rock along the floor 
indent. This opens the small tunnel. 


Do YOU REMEMBER THE ROCK WITH THE CARVINGS 
A) ON IT FROM YOUR EXPLORATION OF THE DEATH 
MOUNTAIN TRAIL HOT SPRINGS AREA? THIS IS THE 
ONLY WAY TO REMOVE IT, ALLOWING ACCESS IN 
AND OUT OF THE DUNGEON EASILY! 








_ << Run through the 
tunnel and outside 
into the hot springs. 
Now that Gor Coron 
has welcomed you, 

2) the Gorons are 









Way 


. y 
S 
Sas 


— 
— 
2 an 


a), relaxing, and their 
shop has reopened. 
Check out the wares (they are listed after this dungeon), head into 
the elevator shaft area, and move to the opposite side. 






























ett 
BIG 
noe lien 


A Step through the entrance to the Goron Mines and 
begin an epic dungeon quest to save the Goron tribe from 
its possessed and frightening leader, Darbus. 


OSS melas 60) 


1. HANDs Up 
During your look around the wrestling room, you can 
speak to the Gorons for additional information, check 
the viewing seats, and spot Goron hand prints in the 

victory plaques around the arena. 





A A narrow ramp zigzags down to a partially crushed mine cart. 
Jump or run down the ramp, and inspect a second ceremonial rock 
blocking another entrance. Push this rock out of the way, as before. 
When you're done, head through the entrance to another narrow 
tunnel. This one leads almost to the mountain's base, to the molten 
shard impact area! 


Now, IF YOU WISH TO RETURN HERE (AND YOU WILL, 

AS THERE'S A CHEST IN THIS DUNGEON YOU CANNOT 

)) REACH YET), REACH THE METEOR IMPACT AREA, CLIMB 
THE NET, ENTER THIS TUNNEL, AND RUN UP TO 
THE ELEVATOR. THIS SHAVES MINUTES OFF YOUR 
2) USUAL ASCENSION! 









ALTHOUGH YOU CAN'T CURRENTLY TELL, THERE ARE 
SMALL DIG SPOTS IN THE ELEVATOR AREA. RETURN 
HERE IN WOLF FORM TO UNEARTH ADDITIONAL 


Ei Z TREASURE! 





< 5 
A) UWlOo'Saure seul 






79) 


<9 





Rooms 
1 The Laya Pit 
2 Yoleano Forge (1F and 2F) 
3 Domain of the Dodongos 


| 4 Magnetic Pool 
| 5 Gor Amoto’s Shrine Room 
| 6 Diamond Switch Chambers 
pe? Mine Loading Docks 
8 Mine Reservoir 
9 Gor Ebizo’s Shrine Room 
Dangoro’ Stomping Grounds 
Dangoro’s Treasure Hole 
Beamos Star Chamber 
shrine Room 
Stalactite Cavern 
Grand Volcanic Passage 
Boss Battle! Twilit Igniter: Fyrus 


NuMBER OF 
Treasure Crests: 17 
“T", Red Rupee (20) 
“Z. Small Key 
“3”. Dungeon Map 
“®. Red Rupee (20) 
‘3° Piece of Heart 
‘6. Small Key & 
’T" Red Rupee (20) 
°B". Piece of Heart ~ 
"5". Purple Rupec (50) eee 
© Dangoro 


10° Small Key 
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Compass 
k. \\ Dangoro @ | E D> od 
THE GORON MINEs: OVERVIEW 


he interior of Death Mountain, used as mines by the Gorons until their leader Darbus fell under a mysterious spell, is a 
series of large chambers, many filled with molten lava that saps your energy and forces you to begin again. Take your time 
as you journey into Death Mountain's center, locating three Goron elders hidden from their patriarch, who each carry } 
a portion of the only key that allows access to Darbus’s chamber. The Goron leader was chained and sealed after the twilight A 


possessed him. Defeat a similarly confused Goron hulk named Dangoro to obtain an excellent new ranged weapon—the 
< 


Hero's Bow 


mm ey) 
Big Boss: Twilit 
Igniter: Fyrus _/ 





BigKey(3Fairyiin Heart 


Key Shards) Bottle Container #2 





Hero’s Bow—and learn to use it quickly, as you must employ it when you face your fiercest boss enemy yet! 
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Change Fate of Goron 


Battle Feared Goron Dangoro for Her 


Search for the Great Volcanic Pa 





Soulese lad gis 



























































































‘CHAMBER 


LEAS: 





1: THe Lava Pir 


8B ORE YOU ENTER THESE MINES, BRING ALONG THE FOLLOWING: 
Bottle FILLED with A RED PoTion. 


ON BOOTS POSITIONED ON GP SO YOU CAN SLIP THEM ON AND 


LANTERN AND SLINGSHOT WITHIN EASY ACCESS. 


@ THe Hyuan SHIELD; PURCHASE IT FROM KAKARIKO. 
y VILLAGE. 


> Ahead of you, lava jets rise 
and fall, and molten ooze burns 
ina large pool beneath you; you'll 
succumb to the flames if you fall 
in, and restart this chamber with 
less health, so stay away from the 
hot stuff! You can, if you wish, 
follow the Goron rolling track in the earth down to this pit’s edge, and 
position yourself near the rock platform. 





<< Or, you can leap from the top 
of the initial ground, straight over 
the winding path, and land near 
the edge. Place yourself on one 

® of the metal beams sunk into the 
#) ground. 





} < Make a quick leap onto the first 
platform. You don’t need to press a 
button—you'll leap automatically. 
Once on the first platform, you 
can turn either left or right. 





> The route is similar; jump past 
a lava plume, onto the next stone 
platform. If you judge the distance 
well, you can leap to the side of 
the plume while it’s still jetting 
upward! However, it is better to 
wait until the jet subsides. 





BEING CAUGHT IN A LAVA JET KNOCKS YOU BACK TO THE PLATFORM YOU 

WERE ON, AND YOU LOSE A QUARTER OF A HEART. IF YOU'RE 

» JUMPING AT AN ANGLE, YOU'RE SOMETIMES KNOCKED 
STRAIGHT INTO THE LAVA INSTEAD. Not Goop! IF you 

} LAND IN THE LAVA, YOU RESTART THIS ROOM, WITH TWO 











> Move to the 
next platform edge, 
then line up your 
jump so you're 
leaping straight 
over the gap. If 
you approach at an 
angle, you may miss the area of flat rock ahead and hit the 
lava. Either side leads you to the same spot, although the 
right route is easier. Wait for the lava jet to stop, and make 
the jump. 

> Runalong the 
flat stone ground, 
and into a cagelike 
corridor on your 
left. This is an old 
mine structure, and 
a feeble attempt was 
made to block your path. A quick spin or some sword hacking 
breaks the wooden beams stopping you from continuing. 











This chamber was a brutal challenge to begin 
with, so don’t feel bad about falling in the lava 
more than a few times; we fell many times. The 
trick here is to keep steady and not rush any of 
the sections; dashing to the middle of the room 
usually results in a misstep and fiery plunge! 


< After a small 
left turn, you come 
to a second set of 
wooden beams 
blocking your way, 
j) and a massive fire 

™ jet belching from a 
furnace along the left wall. Draw your sword and smash 
this set of beams, but don’t continue yet! 


> After you 
smash the doorway 
blockage, move to 
the floor switch, 
and stand on 

it using your 

Iron Boots. This 
switches off the fire jet for five seconds. Take off your boots 
(you don’t want to clump slowly along this gantry), and 
run past the furnace wall. 








A Stop at a second floor switch, near a small rock 
(you can pick up and smash the rock, but no items 
fall out). You must tame another belching fire jet, so 
put on your Iron Boots, switch off the jet, take the 
boots off, then run along this next gantry area. Jump 
a onto a lower, open gantry as you pass the 
furnace wall. Stop for a moment. 


WHAT HAPPENS IF YOU'RE CAUGHT BY 
THE FIRE JET? YOU'RE LAUNCHED INTO. 
THE LAVA PIT AND MUST BEGIN THIS 
CHAMBER AGAIN, WITH TWO FEWER 
HEARTS IN YOUR 
ENERGY BAR! 


A Survey the scenery. A door is to the north. Your 
map indicates that t! s the only exit, so you must 
reach there, but the lava pit is blocking your path! 
Optionally climb the ladder to your left. If you do, 
you must backtrack and shut down the second fire 


A The best plan is to activate the second floor 

switch. Roll and leap past the deactivated jet, then 
turn right and run over the small exposed gantry 
heading south. Stop before you reach the gap. You're 
now south of the jet, but on the gantry’s middle 
edge. Turn to face a new foe in the pit. 


and climb to the top of the caged 
gantry area. From here, optionally 
turn and walk north, and drop to the 
left to investigate the pots above the 
second fire jet. This isn't necessary, so 
head south instead. 


< Position yourself south, and 
run forward atop the cage. 

leap the gap over the first jet and 
come eye-to-eyestalk with a new 
lava lurke: 








(foe Rupees and 
feart), then claim 
he real prize—the 
firs ‘treasure chest in this dungeon. 
“Ths e's ared Rupee (20) inside. Turn 
and face north, and leap the gap 
between cages. _ 
















C ex 
i p 
TREASURE 

Cuest #1: 
Reo Rupee + 
(20) 


< When you make 
the jump, turn to 
face east and you'll 
notice a stone 
































platform allowing 
you access to a high 
northern ledge. 
Point yourself at the platform, then leap to it, and again to 
the long ledge. 





< Turn south, asa 
third fire jet prevents 
you from continuing 
farther north. Leap 

» across the ledge’s gap, 
and look for the floor 
= switch. However, 
also watch out for the Torch Slug dropping from the ceiling. 
Hit it with a Slingshot or Boomerang, or edge forward until 
it drops, then slay it with your sword. 








> With the Torch 
Slug out of the way, 
face north, stand 
on the floor switch, 
then put your Iron 
Boots on. The third 
jet of fire stops 
belching from the ledge’s north end, and you can escape this 
infernal chamber! Take off your boots, hug the right wall, 
and run along the ledge. Watch out! 

> As you reach the ae: 
final jump to the 
fire grating, a Torch : 
Slug drops from : . 
the ceiling. Stay to 
the right and avoid 
the beast, keeping 
your speed up! Or, look up and left before you activate the 
« switch, and tackle this foe from a distance. When you've 
dodged the Torch Slug, leap the gap, and round the right 
corner before the fire reactivates. 





















Mh) COUNTER FINISHES TICKING DOWN, AND THE JET OF FIRE 
BLASTS YOU! EVEN IF THE TORCH SLUG HITS YOU WHEN IT 
FALLS, THERE'S STILL TIME TO ESCAPE. IGNORE 


> Once away from the fire jets 
(the reactivated third one blocks 
your way back), head around and 
onto a small metal gantry. Ahead 
is a steel door. First, however, drop 
and defeat the Torch Slug and his 
two friends who fall from above. 





< You can't open this door by 
hand, so climb up to the small 
metal gantry, turn and face the 
platform to one side of the door, 
» and leap across to it. Your weight 
doesn’t shift this platform until 
you wear your Iron Boots. Don 
these, the platform descends, and the door opens. Inside is a dungeon 





door; open it. 


OSS Muamelaas 200) 


1. A HEART IN THE RIGHT PLACE 
You can smash the three boxes on the entrance’ left side as you 
enter this chamber. The far one contains a Heart! 


2. LADDER TO PULVERIZING POTTERY 
Climb the ladder past the second 
furnace fire vent to a small alcove 
containing two pots; one carries a 
Rupee and Heart. Drop by the ladder, 
or fall into or behind the vent you 
leapt past! 

3. Rock BASHING 

There’ a plentiful supply of small rocks in this chamber, but none of 
them reveal an item when you lift or smash them against a wall. You 
can use them to smash other scenery, such as barrels. 





4. ROLL OUT THE Pee 

At this pit’s north end, near the exit 
door, are three wooden barrels, one 
containing a Heart; rip through them 
with your sword if you need the 
additional energy. 


































4 
CHAMBER 2: 
VOLCANO FORGE 


A You emerge inside the active volcano, with the 
Hylian sky visible above you! A giant forge the 
Gorons constructed, now populated by the hated 
Bulblins, is ready for you to traverse it. After you take 
in how huge this volcano is, head up the metal ramp. 


A Make a left turn at the octagonal platform at the 
ramp’ end. There are Bulblins here—green-skinned 
fellows with an evil temperament. You can target 
them with the Boomerang, but it’s best to leave them 
alone for the moment. Your stay in this active volcano 
is brief, for now. 





A Turn left and head onto the gantry that slopes 
down, near the initial ramp. Follow it as the gantry 
turns right, then descends to the lava surface! Draw 
your weapon as you head onto this platform; Bulblins 
are here. 











Bulla Infeatey 


Threat’Meter Bulblins are devious, 
Le stupid humanoids who 
love to inflict pain. They took Ilia from the Ordon 
Spring earlier and haven't learned any manners 
since then. These foot-soldiers carry primitive 
clubs, Attack them with a flurry 
of regular sword slices. 


Use your shield and target, 
and push back the initial attack. 
Counter with three regular slices, 
comboed into a spin to finish 
them off. You can take down two 


As the heat intensifies, bring out 
or more Bulblins at once with this your sword and begin to slice some 
Bulblin hide! 


technique. 


Or, you can knock the Bulblin back with your shield, leaping and 
striking with a sword slice, then (with the Bulblin lying on his back) 
finish him with your first Hidden Skill; a nasty skewer! Combat 
with Bulblins is entertaining and easy. 








<< Treasure Chest: See what 
those Bulblins were guarding. 
After barrel bashing and pot 
smashing (for Rupees and 
Hearts), inspect the chest 

f) between the two torches. Inside 
™ is a handy key. 


a 
HIS i 





SMALL Key 


i mn 29 
TREASURE "| 
“t Crest #2: You cot A SMaut Key! Ti 
3 Li OPENS A LOCKED DOOR, BUT 
4 SMALL KEY | ONLY IN THIS AREA. 
OSS ote 3 





< Run up 
the gantry to 
the octagonal 
platform, 
and straight 
across, with 
the entrance 
ramp on your 
right. Head 
up a second, 
ascending gantry that turns right almost immediately. After an incline, 
it turns left. 





gl ask 2) 
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rms. Stand on the gantry platforms left side, and 
| te forward after the platform completes a rotation. 
Hop on, then off. Stop at the small gantry platform, 
the second platform to finish a 180-degree turn, 


A Once past both the rotating platforms, you reach 
a locked door with a torch near it. Fortunately, you 
took the Small Key from the chest the Bulblins were 
guarding, so use it to exit. 


CHAMBER 3: DOMAIN 


a 


OF THE DoDONGos, 






























A You appear in a smaller chamber. There is a fearsome 
lizard-like creature scuttling about below. This is the 
deadly, fire-breathing Dodongo! Turn right, and run 
down the ramp to the earthen floor to engage this 
menace. 


, LOOK CLOSELY AT THIS CHAMBER'S 

}) CEILING TO SEE THAT SECTIONS OF IT ARE 

TURQUOISE COLORED. YOU'LL FIND 
2 OUT WHY IN THE NEXT ROOM. 


oreati ts (3 


Ke 
















‘Threat Meter ‘The ss area real 
Lo problem when you don't 
have room to maneuver, as they breath fire in a wide 
arc toward you. They are impenetrable from the front, 
too; many an unwary adventurer has paid the price 
for doggedly attacking the head, 
when the tail is this beast’s weak spot! 






















Until you receive a powerful 
ranged weapon, you must finish 
Dodongos with your sword: use the 
@ to target; you can target either the 
head or the tail. Choose either, then 
circle around the Dodongo, Retarget 
the tail. 





The Dodongos have an Achilles 
heel, although it’s actually their 
tail. Hack there for best results! 


Three slices at the tail finish off this scaly threat, and you can round 
behind, then target, or jump or walk around while targeting. A spin 
attack works well at hitting multiple Dodongo tails. Keep targeting the 
back ends of the beasts! 


THE REASON TO ENTER THE GORON MINES WITH THE HYLIAN 

. SHIELD BECOMES OBVIOUS IF YOU TRY TO ATTACK A DoDONGO 
)) USING THE WOODEN SHIELD. AFTER A COUPLE OF FIERY 
ATTACKS, THE SHIELD BURNS TO A CRISP, LEAVING YOU 
Mil) DEFENSELESS! 


< With your first Dodongo 
finished, move to the metal plate 
embedded in the rock, and leap 
across the gap to the first of three 
round islands in the middle of this 
lava. Wait for the lava fountain 

to subside, and leap to the second 
island. Turn right, locate the metal plate, and leap from there to island 
platform three. Hop to an upper metal platform, where you fight a 
Dodongo; defeat him before you continue. 









_ THE DIFFERENCE BETWEEN A WOODEN SHIELD AND THE 

HY.IAN SHIELD ARE OBVIOUS. THE HYLIAN SHIELD REMAINS 
} INTACT UNDER EVEN FULL HEAT AND HALITOSIS OF THE 
DoDoNGos’ Most VICIOUS ATTACKS. SHIELD BLOCK WITH 
IMPUNITY! 









) FROM HERE TO SEE A LARGE STONE WALL yok Fm - <5 a, ENC © 


BLOCKING YOUR PATH. HEAD 
@» AROUND THIS FOR THE MOMENT. 














< ; Ni 
2. Loox THROUGH THE GRATED. wiNDow WHE 2 ——— , \ 
> Face east from 4 " THE WAU: ALL THE WAY BACK. 4 Si ¥ = 


the Dodongo 

platform and jump 5 

to a new island, wait 3 ; se 4. Waste ni NoTMt IN GETTING TO THE poor. THe 

for a final magma “ WALL TAI 12 SECONDs TO CLosE. KEEP ROLLING; 
1 fall, th L é ‘YOU CAN MAKE THIS WITH AT LEAST TWO 

PERCE EIEN ice N J SECONDS TO SPARE! 

land on solid ground 





in this chamber’s northeast corner. There’s a Heart in one of 


the crates on either side of this area. ( Oe Gg Mosanelnrs LV 56" ) 






< Spend few 1. BARREL AND CRATE BASHING 

moments introducing There are rocks, crates, and barrels on the way to the first 

a Dodongo to the Dodongo, and on the flat area nearby, as well as by the moving 
sharp end of your wall. Expect small cash prizes and Hearts as your reward for 


sword, and after the hitting the barrels and crates. 


coast is clear, check 
the chain handle C99 Sr —.209) 


sealed into a large wall chunk. Grab it, and pull it backward. { f 
The wall moves along the groove in the ground! Let go, and the CHAMBE i $i 4y 
wall moves back to where it was originally. Pull the wall back ] 
as far as it can go. 





> Step through into a 
small connecting chamber 
containing water in front 
of you. A sturdy metal 
fence prevents you from 
swimming to the other 
side. Step off the metal 
platform’ end, and into the water, and swim to the fence. 





> Your way forward is 
= blocked, so you must locate 
A When the wall is back in the groove, let go, turn right a different path by heading 








and run to the metal plate, leaping to the island, and onto downward. Without a suit 

the platform where you fought the second Dodongo. Jump of Zora armor, you cannot 

off this platform's southeastern corner, onto the third swim underwater, so put on 

island, then turn left 90 degrees, and leap across to the your Iron Boots and sink 

central corridor, looking for metal strips in the earth to to the pool's bottom! Slowly clump through the gap in the fence. 
guide you. 


<< An oxygen meter 
appears below your energy 
bar, but don’t worry about 
that yet; you have plenty 
of time. You can't access 
the door on this room's 
opposite side if you swim 


> Roll down this 
corridor, keeping 
to the right so you 
squeeze past the 
spike-tipped wall 





before it closes. 


If you aren't fast to the surface, so clump forward, toward a ground switch. Take at 
enough, retrace your steps and try again. Once past the off your boots if you're moving too slowly, then put them on when law 
moving wall, open the door and exit. you're over the switch. 5 

fa 

Ds 
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“This is also magnetic, and you 













at sucks you 
ito the turquoise 
nel on this room's ceiling. 


can walk here, upside down, 


‘as long as you're wearing the boots. Don't take them off! Walk up and 
around to the exit door so you're standing right side up, and head into 


the elder’s chamber. 
vs a 6 oy) 
CHAMBER 5: Gor AMoTo’s) 
ri : RK 

SHRINE Room: 
< Step forward into the 
chamber, which has the familiar 
look of Gor Coron’s wrestling 
ring. An exceptionally old 
Goron is standing with the help 
of a cane. His head has taken 


the shape of a tiny, steaming 
volcano! This is the room of Gor Amoto, Goron elder. 


Gor Amoto: 


Incredibly ancient, Gor Amoto appears to 
d emitting steam 
from his head and back, he is the fourth 
most powerful elder in Goron society. He is 
easygoing and short, and he carries a device 


to help you on your way. 


< Speak with this steaming 
Goron and the fine old fellow 
wishes you well on your quest. 
In fact, he’s extra helpful, as he 
provides you with a Key Shard 
after you talk to him! The 

= others are entrusted to the two 
other elders you've yet to meet. 





Key SHARD 
You Gor A Key SHARD! You 
NEED ALL THREE Key SHARDS 
TO RETURN THE Bic Key To 1s 

ORIGINAL SHAPE. 2 















<< After you take the Key 
Shard from Gor Amoto, he 
says you must merge it with 
two others to form a key that 
) opens the room where Darbus 
i) is being held. You can find the 
» Key Shard, and how many of 
the three pieces you've collected, on your Dungeon Map menu. 





Treasure Chest: When you finish with Gor Amoto, step off his ring 
and open that chest behind him. You now can pore over both floors of 
this dungeon using the map. 








5 ee. GRO. ‘ 
Tone ~ ij DUNGEON Map i} 
“Crest #3: 


You GOT THE 


DUNGEON tt] 4 

|, Mar J DuncEon Map! 
oS 

C5 oO PO 





om 
< Treasure Chest: 

Hold on! Gor Amoto 
has a second chest in 











this room, too, Behind 
the first chest, head up 
the'three steps onto 

=’ the wooden shrine 


es 2 
F “TREASURE ij platform, and check out the chest in front of 
Cust #4: the hieroglyphic wall. Open it for a Rupee 

Rev Rupee }, ci 
4 (20) } reward! 
eS ol 
SO or 


> The shrine holds a 
brightly colored gem, 
but you can’t grab it, 
no matter how hard 
you try! It's time to 
leave this place, but 
you must climb up to 
the second floor. Use the ladder to the shrine’s right. 


> Climb to the 
top, and turn 
right. Run along 
the upper ledge, 
overlooking the 
wrestling ring, 
and inspect the 
pots by the upper 
exit. One of 
them is shaking 


suspiciously. Pick 

a a d A 

ituptodiscover Shes < 
it 


that strange old bird, Ooccoo, again! When you're done, exit 
via the doorway to the right of her pot. 


OSS emetns 0) 


1. POTTERY PULVERIZING 

Although Gor Amoto doesn’t allow weapons in this room, 
you can still smash his collection of pots to the right of the 
shrine. There's a Heart in one of them. Up by Ooccoo, one 
of the pots holds a green Rupee, too! 








‘4 Ooccoo 4 
You REUNITED with Ooccoo! 
THis KIND CHARACTER CAN LET YOU 
OUT OF DUNGEONS AND RETURN 
YOU TO WHERE YOU WERE. 


2. Rock AND ROLL! 
Finally! After receiving nothing 
from most of your previous rock 
lifting, if you pry up the rock near 
the upper exit, you discover three 
Hearts inside! What a bonus! 

















CHAMBER 4; First, RETURN 


To Macnetic Poor 
: < You're 
above the lower 





entrance to Gor 
Amoto’s shrine 
room, and 

that rumble 
you hear is 

the magnet 
working. This allows you to scale the magnetic walls on 
either side of the chamber. Don your Iron Boots, and walk 
on either side of the wall! 


> During ¢ 
your stride 
along 

the wall, 
keep the 
boots on, 
or you'll 
fall into 
the pool 
and have to retrace your steps. One wall has two Torch Slugs, 
while the other has one; choose either. Target the first of these 
creatures, and hack it with your sword. Firing at it from range 
is ineffective; you'll put the Torch Slug out for a few seconds 
With the Boomerang, and there's no effect from the Slingshot. 


TO WALK FASTER ALONG THE MAGNETIC STRIPS 
» LINING MUCH OF THIS DUNGEON, @) TARGET 
j) AN ENEMY, AND SWORD-SWING. UNLIKE YOUR 
WALKING, THIS DOESN'T SLOW DOWN, AND 
> YOU CAN MOVE SLIGHTLY FASTER. BUT 
ONLY SLIGHTLY! 







en you finish traversing the magnetic wall, put awa’ 
A When you finish t g the magnet I, put away 
your boots (make sure you're on firm ground, or can slide 
there), and open the upper door. 





se ~ 2 7 &) TRAINING A, WEAPONS & 





Goron Mines 
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CHAMBER 3: First RETURN 
TO DOMAIN OF THE 


the corridor where you 
pulled the moving wall. 
Optionally break open a 
barrel for an additional 
Heart, then run forward 
to the roof’s end, where 





there's a floor switch. Do not drop down, or you'll have to 
journey back here! When you're at the roof’s end, step onto the 
floor switch, use your boots, and you're flipped upside down, 
onto the magnetic ceiling. 














) KEEP THOSE BOOTS ON! DON’T TAKE THEM OFF 
UNTIL YOU REACH THE UPPER EXIT OF THIS 
CHAMBER, OR YOU'LL FALL. 


<< As you're upside 
down, you may be 
disorientated, but don’t 
worry; target the Torch 
Slug and head for it with 
your sword waving! 

> Head north, past the 
magnetic beam toward two more Torch Slugs, and give them a 
taste of cold steel. 


<< Treasure Chest: This 
trail of Torch Slugs is the 
clue to locating a chest, 
in the northwest alcove, 
accessible only via the 
magnetic ceiling. When 
you can drop onto the 
metal floor, do so. Then open that chest: the result is well worth it! 
Piece or HEART 


oes oa apo oe 
TREASURE *}) i ‘p 
{ Guat aE: b | You Gor A Piece oF HEARr! t 
Piece OF COLLECT THREE MORE FOR 
|. Heart s ANOTHER FULL HEART CONTAINER. 
de ab ss G) 


Piece OF Heart #7 OF 45. ol 
> With the Piece of 
Heart stored, don’t make 
the mistake of dropping 
off this ledge! You must 
exit via the ceiling, so put 
your Iron Boots back 
on and walk up the wall 
next to the chest, around and onto the ceiling. Then swing the 
camera behind you. 
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ex) 


4 U109;S0 USE ULI pee 





plasics 3) 






















1 ng, then 
4 it, heading ina 
outheasterly direction. 
ny other route stops at a dead end. You'll spot a Torch Slug in 
‘the corner; target and slice it! 
y . \ < Continue around 
thé corner until the 
path splits. Take the 
right heading in a curve 
toward the western 









o) middle exit; target a 

™ Torch Slug to slice, then 
keep your boots moving as you slowly curve to the right. You're 
heading for a small platform with two bright torches burning. 
Slay the nearby Torch Slug first, if you wish. Steer yourself 
above and between the torches, and drop. Don't do this too 
early and fall to the first floor! Now you can exit via the second 
floor door. 


CHAMBER 22 First RETURN 
TO VOLCANO FORGE. 
< Although still 


counted on your map as 
being on the first floor, 
this is the upper section 
» of the Volcano Forge 
you couldn’t reach 
earlier. Make short 

I) work of the barrels next to the entrance door (they are empty), 
then run forward, toward the gantry ramp and central magnet. 















A massive spin slices into four Bulblin warriors at once! This 
only way to teach these fiends a lesson. 


Head down the ramp and around to the floor switch 
guarded by four Bulblins. Bring out your sword and begin 
2 frantic battle, remembering to block, and using that spin 
attack! Finish your foes with a leaping strike, then move 
over to the floor switch. 
Dye 





»> Don those Iron Boots and 
activate the floor switch. A 
massive magnet crane grinds 
into action above you, moving 
around the volcano interior 
ina half-circle. Take your 
boots off, and run west to 

the octagonal platform, then 
put your boots on again. The 
magnet swings around and 
picks you up. Don't fall! 











































<< Face east and when the 
magnet swings to the north, 
lose your boots and drop onto 
the octagonal platform in the 
volcano’ north part. Draw your 
sword, and stride up the ramp. 


) < Two Bulblin warriors 
guard a large octagonal 
platform linked to the one 
you landed on; storm this 
area with your sword drawn, 
and make short work of them. 
= A shield bash followed by a 
leaping skewering is another great way to finish these foes. 













‘Threat Meter Its easy for you to 

a ignore or deal with the 
Fire Keese who are flapping about this chamber; 
the tactics are identical to defeating them as 
they were when you faced the non-fiery cousins 
in Faron. 
Province; ~ 
@ target 
and slice, or 
shoot with 


Bulblins; ranged 
combat or jumping 
slices are effective. 





switch the two Bulblins were 
guarding, and activate it with 
your Iron Boots. Another 
giant magnet crane rumbles 
into life. Stay where you are, 
™ and the crane lifts you upside 
down and swings around to this zone’s second floor part. 




















» THIS 1S THE SAME CHAMBER AS YOU WERE across bodies of = 


, PREVIOUSLY IN. THE DIFFERENCE IS THAT water despite their size, but they,aren’t Bi, 


YOU'RE HIGHER UP, ON THE SECOND intelligent, They have only a single jumping 
4» FLOOR. 










































attack that is damaging. Wait for the Tektites ~ 
- to congregate around you, : . 

> Drop onthe § and when the first jumps, 
north metal execute the spin attack E 
ledge, and face “asit descends to knock it~ 
off with two back and strike the nearby 
ore: Bulblin Tektites. One spin is all it 
ese ; takes to finish these foes! Avoid the Tektite’s dangerous leap 
i ee so) Expect blue Rupees (5) or that’s tricky to dodge, or counter 

ispatch them, Hearts from them. it with your finest swordplay—the 


then optionally tackle the breakable scenery. Exit via the 


spin attack! 
door in the north wall. There are still unexplored areas above pm 


you to access later. 


CSS emotars OO 


1. Pots, BARRELS, AND CRATE SMASHING 


The various scenery hides 

useful items; mainly on 

the north gantry ledge 

near the exit. The barrel 

and pots to the right yield 

a Heart, while the cluster << Treasure Chest: After 

of objects on the other side give you a Heart and a blue you defeat the Tektite 

Rupee (5). menace, check the room. 
The door ahead is closed, 


but there’s something 
interesting in the pond’s 
northwestern corner. Swim 
and drop using your Iron Boots to uncover a chest! 


J Og 

<4 bs iY 

oTaekeuRe 1 f SMALL Key b 
Cnest #6: You Gor ‘SMALL Key! Th 


HIS 
SMALUEY & OPENS A LOCKED DOOR,/BUT 
is KR ONLY IN THIS AREA: ol 
oe E S = 


> You can't strike the 
diamond-shaped switch 
above and left of the door 
by your Slingshot or 
Boomerang, so stay in the 
water, and swim to the 

A You enter one chamber split into two segments with southeastern area, where 
a sealed door between them. Investigate the southern a large mesh fence stops you. Drop using your boots, and swim 
chamber first, which is waterlogged and features a series of —_ through the hole. There's no need to push the submerged metal 
stepping stone islands leading to a sealed door of metaland _ crate; swim around the left side for a gap big enough to squeeze 
blue-gray stonework. First though, fend off a Tektite attack! through. Then surface. 




























r a > You cansmash the 
smashing, then climb adjacent pot, but the 
] "up onto the higher rock © real point of taking this 
floor and stomp on the floor _ laborious path is to stand 
; » switch with your boots. A near the diamond switch, 
P=3 5 magnetic beam activates currently colored blue. 
% : "~ near where you surfaced. Slash the switch with 
Stride back there, and head up onto the ceiling. your sword, and it turns yellow, indicating the door in the north 











M rated wall is opening. You have five seconds, so run! 
Stride northward while 

upside down and stuck to the 
ceiling, until you're above the 
metal floor, then drop to land 
onit. Run to this floor’s edge, 
to the middle of the chamber, 
and activate a second floor 


Jump off the metal roof onto the rocky ground where the 
door has opened, and dash through. If you fall into the water, or 
stand around, the door closes after five seconds, and you must 
slash the diamond switch again, which could result in retracing 
your steps! ‘ 


> The door 
closes behind 
you, and 
you're in this 
chamber’s 







switch near a small gantry plank. 


























We attempted to hone our depth perception by dropping northern 
Link onto the upper metal floor as close to the edge as part. There's 
possible, and failed three times in succession. It’s always another 
better to estimate where the floor is, then take three more diamond 
4 steps forward, as we found at great cost. switch in the southeast corner if you wish to head back south, 


but that isn’t necessary. Instead, concentrate on slicing and 
» The second floor switch dicing the two incoming Bulblin warriors. 
creates another magnetic : 


beam, but this is different 








from the ones you previously B CATNOS 
; encountered. It shoots Threat Meter The two Bulblin 
ae, horizontally from the west a i warriors aren't 
wall. The trick here is to the real threat in this chamber. More 


move to the gantry plank’s edge, put your boots on, then fall off. The worrisome are the rotating stone monoliths 
boots cause the beam to suck you into the wall, instead of falling into at the top of the ramp. These are guardian 
the water. ere ature called Beamoses: 
When the “eye” spots you, 

it launches a fire jet that 

can hurt and knock you off 
balance! Swords, Slingshots, 
and Boomerangs are all 


























ineffective. Beamoses are Currently, Beamoses are 
currently indestructible. 


indestructible and fire a 
Don't head up the ramp yet, 


concentrated beam of fire at 


and if you do, use your shield you. Block with your shield, and 
to block their attacks. Use 


this time to figure out how 
far the fire beams come out 
at you; around 10 feet. You're 
safe if you stand beyond this - 
range, or if the Beamos is *-| 
looking away from you. 


find some way to shut down 
those eyes! 












|) > Treasure Chest: Walk right along the crescent-shaped magnetic 
}) wall area, and remove your boots to land atop ope eA 

the blue-gray stone wall, on a metal roof. Next to Frese 
)) a torch is a small chest; open it to claim the red MAREE 


eis Rep Rupee 
Rupee inside. Loon (20)}ne 
& mS 
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A Treasure Chest: Ignore the Beamos duo and head east 
instead to the magnetic wall area. Don those Iron Boots, 
and trek up the wall, before making a right turn and 
striding south, You're looking for a chest in the chamber'’s 
corner, on a small metal ledge. The result is worth your 
slow stomping! 


ako 2, gis 
F TREASURE p s 
“{ Crest #8: 
Piece oF 
|, HEART 4 
‘2 Ga 


fa 
Og 
Piece or HEART 4 
You Gor A Piece oF HEART! 
COLLECT TWO MORE FOR ANOTHER 


@ FULL HEART CONTAINER. PIECE OF 
Nis Heart #8 oF 45. oi 
SO o 








A You step into an extremely large, open area. So large 
in fact, that Bulblin archers, armed with flaming arrows, 
have taken up defensive positions on upper ledges. 
Optionally slice up a barrel to your left for a Heart, then 
head toward the gantry. Use the spin move to smash the 
rickety wooden planks preventing your progress. 















AN 


oe Sa e, i‘ 
} The time has come to escape! : 
i UENEMIES 


Drop to the ground, climb back 
up the magnetic wall, but turnleft — Fe 
this time, and drop onto the metal x 
ledge running along and above this 
chamber’s northern part. Jump the 
gap to smash the pots, then draw 
your sword and slice the ropes 
holding the drawbridge up. Drop, 
head over the drawbridge, and use 
the Small Key you found backin 
the water to open the door. 


OSS Temas 0 


1. BASHING BARRELS AND FLOATING CRATES 
South room: the barrels under the 
magnetic beam are mostly empty, save 
one with a Heart. Two of the floating 
crates though, which you can shatter 
only with the Boomerang, hold blue and yellow Rupees! 
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2. NoRTH CHAMBER POTTERY 

North room: the second of the two chambers where the menacing 
Beamoses reside has a cluster of pottery in the northwest area; 
this contains some Rupees and a Heart. Above this, on the upper 
ledge, is a second cluster of Rupee-holding pots. 


< Ascend to the 
middle of the dock, 
walking along the 
wooden gantry, In 
the distance, Bulblins 
attempt to strike you 
H) with arrows, Their 





range is limited, so 
don’t worry about them yet. Optionally head left to smash some pots. 





< Now sidestep east 
to the ladder’s top, and 
leap off into the water. 
You must thoroughly 
search this area, so run 
~ around the gantry’s 
support struts, so 

“= you're facing west at 
water level, then jump into the water just right of a second ladder. 
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* (unless you're 
remaining still, then 
shield block), and 
dive into the water. 

dees) Use your Iron Boots 
¥ © to sink to the bottom, 
a investigate the underwater area's northwestern corner. Smash 
the wooden beams to gain access toa chest hidden under the 
supports of a small gantry island, and claim your prize! 


2 
cai ie Purpie Rupee 5 
Crest #9: 

PurPLE Rupet YOu GOT A PURPLE 
1 
t (50) 42 Rupee (50)! a 
iP OO 2 


& YOU MAY NOT HAVE THE ROOM TO CARRY THIS PURPLE 
RUPEE IN YOUR WALLET. COLLECT THOSE BUGS AND 

_. Visit AGITHA IN CASTLE TOWN TO INCREASE THE 
A GIRTH OF YOUR WALLET! 

























_> Leave the chest, rise to 
the surface without your 
boots, and clamber back on 
the water-level platform, 
then climb up the nearby 
ladder facing south, or the 
other ladder toward the 
east. If you took the longer ladder, you're on the east-west wooden 
gantry within Bulblin archer range, so bring out your shield! 





< Run up the wooden 
gantry ramp to a small rocky 
alcove where a Beamos is 
guarding a door. You can't 
reach the door or push the 

|) Beamos along the groove on 
~ which it sits. Instead, you 
must shield yourself or roll away from the beams it fires. 













< Treasure Chest: Ignore 
the Beamos because you 
cannot defeat it. Instead, 
move right while facing it, 
to the alcove'’s corner, where 
} you can kick open a chest to 
reveal a Small Key. 


2 
on 
Smal Key i} 


You Got A SMALL Key! THis, 


ame Guides 


x 


oa 
” TREASURE a 
Cuest #10: 
SMALE Ker | OPENS A'LOCKED DOOR, BUT 
5 ONLY IN THIS AREA. A 
are or 


ie 











A This key opens the door in the west wall, on the main 

gantry platform's far end. Head across there from this alcove, 
traversing the three narrow planks. Before you exit, turn north 
and check out the three Bulblins. If you haven't already, draw 
your Slingshot near the metal crate in the middle of the gantry 
platform, and arc in shots to hit each Bulblin, defeating them. 
You need to aim above their heads for the arcing shots to strike. 


IF YOU'RE STANDING BEHIND A WOODEN OBJECT, SUCH AS THE 

» SMALL CRATES ON THE PLATFORM NEAR THE EXIT, THESE 
CATCH FIRE AND BURN IF A BULBLIN ARROW STRIKES 

| THEM, AS DOES YOUR WOODEN SHIELD. TACKLE 
THESE ARCHERS FROM FAR RANGE, WHERE 








BEFORE YOU LEAVE, STAND ON THE 
PLATFORM TO THIS EXIT DOOR'S 
RIGHT, AND LOOK UP AT A HIGH 
WOODEN STRUCTURE ABOVE THE 
HEADS OF THE BULBLINS. THERE'S 
MESH NETTING DRAPED OVER 
THE SIDE. THIS 1S THE LOCATION 
OF A TREASURE CHEST THAT CANNOT BE ACCESSED 
By AT ANY TIME DURING THIS DUNGEON EXPLORATION. 


pa) You MusT RETURN TO THIS DUNGEON WITH THE 


CSS Memon 0) 


1. BARRELS, BOXES, AND POTTERY BREAKING 











H source of small Rupees and 
Hearts (and arrows after 
you pick up the Hero's Bow). 
Check them near the southern 
entrance, the gantry’s western 
part. There are pots on either side of the Beamos, and two 
small crates on a small platform near the exit door (one 
holds a Heart). 








< Unlock the door, 
and entep a large, 
rectangular chamber 
containing a couple 
of massive rotating 
platforms slowly 
turning. Don’t 
investigate them yet. Turn right and jump off into the water; 
there are lower level items to locate! Swim around and climb 
on the reservoir's north bank, and defeat two Tektites. 


= fisNs 
[ This is optional, but 
you can take a break 
from exploring and 
cast a fishing line into 
the reservoir from the 
| eastern bank facing 
west. There are only Greengills to catch, but you 
can grab a Heart for each one you reel in} 


<< When you finish 
fishing, run up 

the metal ramp, 
optionally smashing 
the barrels and 
crates for a Rupee 

% and Heart, and head 
to the entrance area. Stand between the two torches, wait 
for the rotating platform to stop, then hop on, and head 





across to the other side. 


<The exits to this 
chamber are on the 
west and south wall, 
but you can’t reach 
them yet. Instead, 

\ turn right and 

™® head up the metal 
ramp, then turn and stand on the small rusting platform 





overlooking a giant rotating platform filled with Goron 
symbols. Stop right there! 


> You need to 
cross this platform 
heading west, 

but you cannot 
run to the other 
side without the 
platform rotating. 
Fortunately, there are magnetic squares embedded into the 


platform for you to stick to. The optimal method to cross is: 











ee 
> Step 1: Run on the < 
platform as it finishes 
rotating; dash early, and 
make sure the platform 
side shows the single 
magnetic square in the 
middle. The other side 
shows two magnetic squares, but this takes longer to traverse. 


< Step 2: Run to the 

metallic square’s edge, 
then put on your boots as 

the platform rotates. Stop 
where you are. When the 

) platform rotates right side 
» up, take off your boots 

























early so you can run before the platform finishes rotating. 








A Step 3: Run ahead, but aim for the platform’s left corner, as this 
rotates up rather than down, giving you a spare second to reach 
the door at the opposite end. Run onto the solid metal floor, and 
enter this door. 


CHAMBER 9: GOR EB1z0’s) 
SHRINE Room 





<. Roll down the passage 
into the chamber, which 
has the familiar look of 
Gor Coron’s wrestling 
ring. A hunched elderly 
Goron is standing with a 
» weary expression on his 
face, and his back is slowly turning to stone! This is the room of 
Gor Ebizo, Goron elder. 


Gor Ebizo: 


Countless years have rendered the long- 





haired Gor Ebizo old and frail. He is the 
second most powerful elder in Goron 


society. He is also easygoing and short, 


mble. His fondest wish, is to work 


with some type of youn, 





Cisns me i 
ENCOUNTERE 

Al ; 4 aaa, He offers 
y good luck on your quest. 
: ct, he’s extra helpful, as he 
ovides you with the second Key 
Shard after you talk to him! You 
only need one more. 





















yo 
Key SHARD 


33g E 
g Q 
5 
iy You Got A Key SHARD! You 
NEED ALL THREE Key SHARDS 


TO RETURN THE Bic Key T0115 fk 
eee ORIGINAL SHAPE. EB 
° Om 


























< Treasure Chest: When the 
conversation with Gor Ebizo ends, 
step off his ring and run around 
his chamber's left edge, onto the 

i) shrine platform's 
D> far side, and 
open a chest! 








9 = 
Y TREASURE || 
“U Cress #11: F 
Yetlow 
, Rupee (10) 








oof Thar 


CHAMBER 8: First RETURN TO 


Mine RESERVOIR: 


= 


> You're back inside the large 
Mine Reservoir, but on an upper 
doorway ledge. The only place to 
explore is the door on the southern 
wall, so don your Iron Boots and 
stride along the magnetic wall to 
the corner. Drop down; don't waste 
time trudging to the magnetic strip's end. 





Biss 








Once again, removing our Iron Boots too soon resulted 
in Link landing not on the southern ledge, but in the 
water. We then had to repeat the maneuvering across the 
rotating platforms to Gor Ebizo’s shrine and back again. 
Don't repeat our mistake! 








< Treasure Chest: Land on a wooden 
ledge right next to a chest and kick it 
open; the prize isn’t going to set your 


heart a-flutter, but 2 2 

§ you're still making f Treasure “P) 
Cnest #12: 

Yetlow }, 

j, Rupee (10) , 

fe Gl 

BO Be 








= money in this 
expedition. Head along the ledge toward the south 
wall's exit, and open the door. 































climbing up the 
ladder to the right 
of the shrine. 

At the top, turn 
right. Run along 
the upper ledge, 
overlooking the wrestling ring, and exit via the upper door. 


CSS ieswetans 20) 


1. POTTERY PULVERIZING 
Although Gor Ebizo 
doesn't allow weapons in 
this room, you can still 
smash his collection of 
pots to the right of the 
shrine, and along the 
right wall. There's a Heart in one of them. 











2 


OSS Vumetass SO) 


1. BARRELS AND CRATE SMASHING 
If you're looking for a 
couple of extra energy 
Hearts, spin into the 
scenery on this exit ledge 
before you leave. 








CHAMBER 10: DANGORO’S 
S 





L 
Lv 
STOMPING GROUNDS) 
< Enter this 
circular lava pit, but 
beware of the great 
Goron awaiting on 





® the opposite side! 


> pots and wooden 
containers, and do it now, as you won't be able to return 
here in a moment. Stride toward the circular arena, and 
watch as the massive Goron, who obviously didn’t get the 
Gor Coron memo, rises up to challenge you, then butt- 
stomps the arena into the lava pit below! 












He’ die and coated 
in armor, but he feasted too 
heavily on Bullbo. Dangoro’s 
weak spot is his stomach! 














Step 1: Fighting Dangorois all about timing. Run within sword-swiping range, 


and block his attacks. When he raises both arms, target and slash that stomach 
with three strikes, and finish with a spin attack. If you hit with all attacks, 
Dangoro spins into a ball. 





Step 2: Don your Iron Boots or you won't haye a hope of defeating this 
hulking brute! When Dangoro rolls into a ball, he attempts to rumble straight 
over you. When you're prompted, grab Dangoro with your boots on, swing 
him around, and throw him across the arena! He flies off to the arena’s edge. 
Combat begins again. 





ah m o = , r et 4 
Step 3: Run to the arena’s edge, and turn so your back is to the edge of it and 
you're near the lava pit below. Dangoro raises one arm for a massive punch 
attack; this is your cue to attempt a second four-hit combo with the spin finish! 
After Dangoro rolls into a ball, grab and throw him; if you positioned yourself 
correctly, the 180-degree throw lobs Dangoro into the lava. Remember those 


Iron Boots, or you'll be the one taking the magma bath! 


IF YOU THROW DANGORO, BUT HE ISN’T LANDING IN THE LAVA, 
WEAR YOUR IRON BOOTS, STRIDE TO THE EDGE OF THE ARENA, 

] TURN AND FACE DANGORO, THEN ATTEMPT THE TAKEDOWN 

= STEPS SHOWN. 










te 


))\ henaaes 
SZENCOUNTERED. 


It takes three dips in the lava pool for 
Dangoro to realize who he’ dealing 
with! Dangoro’s helmet flies off, and he — 
understands why you're here: to reach and 
help the Goron patriarch. He offers you 
aweapon in exchange for your help, then 
raises the arena to connect with the path. 































A You may be disorientated after this 
battle, so check your map to ensure 
you're heading south, and stride off 
the arena, through the door that’s now 
unlocked. Or, head north to claim the 
three Hearts from the scenery, if you 
need them. 


CHAMBER 11): 


DANGORO’S 
TREASURE HOLE 





A Treasure Chest: Step into a small, 
circular lava pool with a narrow stone 
pathway. There is a treasure chest in 


its center. Dangoro oe oy 
wasn't kidding; pry f TREASURE i} 
open the chest for Cisesr't13, 
a piece of useful Loe rob 
[o—7, opal 
Be ee0 
i Hero's Bow a 
5 You Gor THE Hero's Bow! f° 
D4 THis GORON TREASURE ONCE, 
6) 
> 


i t 
equipment! 
BELONGED TOA. HERO OF 
Be 4 
LEGEND. le 
or 
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belonaed to a hero of 


eee me 


< Step over the 
drawbridge, and check 
the ceiling of the 
room ahead, A Torch 
Slug offers archery 
practice. Drop it, then 
» run into the star- 
"shaped chamber. Beamos monoliths block each “point” of the 
star, so head north. 
}> The Beamoses 
are dormant. That is, 
until you reach the 
one inside the small 
northern tunnel. Head 
toward him until he 
wakes up, then step 
back a few feet, and raise your Hero’s Bow. Make sure you're 
out of his beam range, then fire an arrow into that eye! 


JIHIs 1s THE PREFERRED METHOD OF DISPATCHING BEAMOsES! 





) WHENEVER YOU ENCOUNTER THESE FOES FROM THIS 
OINT FORWARD, BRING OUT YouR HERo’s Bow. 


< Turn south, and stop at 
this chamber’s entrance. The 
beams of the two nearest 
Beamoses can't reach you 
if you're standing in the 
shown). Take aim 
oot each of the seven 
Beamoses from this position until all are smoldering! 
Enter the chamber and ransack the goods the 
Beamoses were guarding; push or pull the 
Beamoses in front of the points, and run 
around them. 










sure Chest: The < y < 

cOS* 
"items in the northeast, G r Liggs: ; 
northwest, southeast, and 
southwest corners are all 


opti6nal, but you should who spends his time listening to 
trancelike, melodic beat 





YY 
Another old Goron is the third 






most important one, Gor Liggs, 







és 










definitely move the Beamos 


out of the way in the meditation chamber. He doesn’t 


chamber’s eastern point. A chest holding the Compass is here. take life too seri ndisa 
mellow fellow, but his attitude shows he has had 


2 
° TREASURE f 'e Compass i) \ ating es. Hebeliey as one Ie and ( 
Cuest #14: You Gor THE Compass! aling yers S gs Water. 4 
THis HANDY TOOL SHOWS G 2 
CON YOU WHERE TO FIND OBJECTS iD) SESS 
HIDDEN IN THIS DUNGEON. 27, 
oe 


< Speak with this 






uoeauy 


< Move to the opposite side meditative elder, 
and maneuver the western and he provides 
Beamos out of the way. He a Key Shard and ) 









» assembles the Big 


was blocking a doorway, 
) Key for you! 


» which is your next chamber 


to visit. oe 
‘ Bic Key »: 
You COLLECTED ALL THREE Key f° 
OOF Vimine SC) SHARDS AND COMPLETED THE 
Missine Inrs , Bic Key! Hurry 10 THE Boss. b 
o, 
lo 


There are four barrels to smash. 
One holds a yellow Rupee (10). 






VORYVD 


< Treasure 
Chest: When the 


2. BEAMos Goops: conversation with 














SoutHwest PoINT Gor Liggs finishes, Gp) l Was 
Push the Beamos out of the way. » he returns to his 1 a 4 ; We 
Barrels and pots hold a single green Rupee (1). j, meditation, be 5 ts 
you can step off his 
3. Beamos Goons: SOUTHEAST roy Frevaf ring and run forward up the ramp, then 
Push the Beamos out of the way. : Cuest #15: to the middle of the shrine platform to 
Barrels and a pot hold a yellow URPLE RUPE, open another chest! Leave this chamber 
Rupee (10) and a Heart. Lf (0) #7 dhe way.yautcaines . ; 
4. Beamos Goops: } : y 
NortTHEAsT Point OSFW Vieetngs S200) i A 
Two barrels and a Torch Slug are here. A Heart is in one of the 1. PotTERY PULVERIZING q ff> 
Barrels Although Gor Ebizo 
( DR. GS Zz 20, ) doesn't allow weapons ff 
in this room, you a> 
Dn) Aan J can still smash his 
CHA A (BER, 1 collection of pots 
SHE WINE left and right of the 
> Roll down the passage ra shrine. There's a Heart in one of them. You can also 





smash the rocks near the seating, but they don't hold 
anything. 

2. DODONGO WALL SKINS 

During your pottery-smashing, did you notice that , 
sprightly looking Goron with Gor Liggs has covered parts of his wall in Dodongo ig 
tribal paint and tattoos is skins? They make the perfect addition to a Goron 

meditating. This is the room of Gor Liggs, Goron elder! shrine! He also has additional hand print plaques. 


into the chamber, which 
has the familiar look of 
Gor Coron's wrestling ring. 
A thin and elderly but 

















CHAMBER 


< Exit into the 
>) Beamos Star 
Chamber, and head 
south, toward the 
M% last Beamos you 
wy ~ § haven't moved yet. 
PD Grab and shift it so 
you can squeeze in the doorway behind the monolith, and 
| open the unlocked door beyond. 













CHAMBER 14; 


== 


STAIAGTITE CAVERN 


| > Upon entering 
this irregularly 
shaped cavern, 

} you spot groups of 
| Torch Slugs stuck 
| to the ceiling, and 

| a diamond switch 

| inside a small grotto on a far-off wall. Step forward, walking 
) along toward a square-shaped piece of mesh wall. Spin 
attack three Fire Keese. 


<< When you defeat 
the Keese, bring out 
your Hero's Bow 
and aim it up at 

the flat stalactite in 

), the middle of the 
chamber. There are 

} five Torch Slugs here; hit each one with an arrow. Move left 
| and drop five more Torch Slugs on another stalactite. Aim 
at the curved rock wall beyond that and dispatch two final 
Torch Slugs. 





< Roll or spin into 
the square piece of 
fence, and it falls 
forward, allowing 
you to reach the 
) initial passage’s far 
end. Turn left, then 
« look up, and fire at three Torch Slugs. Or, leap across to the 
& rock ledge, bring out your shield, and spin attack when 











Watch out! These Dodongos are 
difficult to dispatch on the tiny 
rock island. You may be knocked 
about if you don’t dispatch one 

4 from range! 








> Take out your Hero's Bow 
and target the tail of one of 
two Dodongos prowling the 
stone island in the middle of 
the cavern. Dispatch one with 
arrows, then jump and defeat the 
second with your usual tail-end 













































tactics. Providing you shot all the Torch Slugs on the ceiling, continue 
across. 

> Leap and cling to the edge 
of the next, smaller island, then 
climb onto it and jump to the 
northern part of the cavern’s 
ledge. The exit is sealed using 
the same mechanism you saw 
earlier; you need to activate a 
diamond switch to leave. 





<< Run past the sealed exit to the 
southeastern corner. Stand on 
the floor switch, bring out those 
trusty Iron Boots, and activate 
the magnetic beam. After you're 
§) on the ceiling, spin the camera 
around to see where you're going. 





<< Those Dodongos have learned 
new tricks! One is advancing 
toward you on the ceiling, so 
draw your Hero’s Bow and 

fire it three times at the tail. 

The Dodongo is struck, loses 

™ grip, and drops (upward) to 

the ground below! Of course, you could aim at the Dodongo from the 
ground, but that isn’t quite as satisfying. 








> Clump along in your Iron Vv 
Boots until the grotto opening , 
appears on your right. Spin the 
camera around and locate the 
diamond switch. Draw your 
Hero's Bow and fire at the 
switch. It turns yellow. You have 
only five seconds to exit before it turns back again! When you fire, lose 
the boots, drop, and move to open the door. 



















































1. BARRELS OF FUN 
The barrels near the entrance 
hold a Heart and arrows. Fire at 


the Torch Slugs before you break > Enter the 


these open, and you'll obtain chamber with the 
more arrows. The Barrels after diamond switch, 
the mesh fence also hold a single and prepare oy 
Heart. The barrel in the north wall’s alcove holds a blue Rupee combat! Not with 
(5). The barrel and pots near the exit have two Hearts to claim. the Tektites, who 
have disappeared, 


but with two large Water Toadpolis. 


Water Toadhpall 


‘Threat Meter 
mee | | 
The aquatic versions of the 
Toadpoli, Water Toadpolis swim 
faster but can be dispatched in the 
same way. Shield 





< Treasure Chest: Although 
this is the fourth time you've 
been in the volcano’ crater, 





it’s only the second time at 2 oe war 
this height. You arrive at the wg euyates 
}) topmost part of the chamber, Hee jol 2 iesigat 
along the west wall. Turn Heperaleaelie Shey 
ee . % bounce it back, Or, 
Sf right and leap the gap. Optionally smash pots “ 
TREASURE use an arrow, which 
Cuest #16:}' for a Heart and arrows, then pry open your next 5 Yes, you can maneuver about for 
PURPLE Rove treasure chest. isiapten but less minutes, attempting to bounce 
(50) satisfying! f ping 
a spitballs back at a Water Toadpoli, or 


< Leap back and you can pierce his belly with an arrow! 


run past the entrance 
door, to a jutting 
ledge, and look across 
at a drawbridge. 

> Bring out that Hero's 
)) Bowand aim it at 





<< Hop over the 
stepping stones 
after you defeat the 
Water Toadpoli. 
Stop at the sealed 
=) door entrance. Use 
your Hero's Bow to 
activate the diamond switch for a quick exit! 


Acoaxon Nows deo 
HO 

off earlier. Check Naturally, we forgot about the ranged power of 

your map to spot a the Hero's Bow and trekked across the entire 

couple of chambers room using the Iron Boots and the magnetic 

in the northeast part of this dungeon you couldn't reach. No so with ceiling, 

the Hero’s Bow! Optionally smash the pots and barrels for Rupees 

and Hearts, and attack the two reappearing Fire Keese. Leave via 





® the rope, dropping 
the drawbridge. Head across, and once again, use the Iron Boots to 


summon a magnet. 


»> Ride this magnet 
crane (the third 

in this chamber) 

90 degrees to the 
north ledge where 
you were dropped 








the north door. 


























into the hides of the two 
julblins who challenge 


< The Beamoses, 
who troubled you 
earlier, are no 
match for your 


S55 = ‘ a shot into each 
9 ) eye, and stroll 

‘ between their 

steaming hulks, up to the drawbridge, and exit. 


Quick challenge: Fire at and strike one in the eye, 
then the other, before they both rotate their eyes 
out of your range. You need quick reflexes! 


| CHAMBER 7: FirsT RETURN 
TO Mine Loapine Dock 


> Smash the barrels 
mg) for Hearts and arrows, 
"SOR, then head up the wooden 
}) gantry ramp with your 
998) sword drawn. A Bulblin 
‘a prowls this area, and 

he may surprise you. 
Continue up the gantry, and stop at the first left turn. 








4 > It’s time for precision 
shooting! There are more 
Bulblin archers here this 
time, so aim and dispatch 
them before they even 
know you're here. From 
the gantry’s lower part, 
turn and aim up and right at the Bulblin archer on the metal 
structure. Turn and aim at the second archer on the metal 
structure of the west rock wall. 














You can stay in this position, without any of the archers seeing 
you, and aim from right to left at the Bulblin to the right of the 
magnet arm, the group of three on the upper wooden platform, 
\, and the Bulblin left of the trio. 


\ 





%) 


iY 


Hero’s Bow, so fire 
















. ih a 
» The scenery has — 
reappeared since your last 
visit, and the pots on the 
western end of the docks 
now break open to reveal 
arrows. Grab these, then 
stop at the dock junction 






area where the two small crates are. Two explosive crates have 
appeared. Detonate them from range with one arrow; don't strike 
them with your sword. 








One in the eye for the denizens § 
of the dark! You can finally 
shift that Beamos. 


<< Move up to the dock’s 
upper part, at the same level 
as the western exit. Turn 
right and stop at the alcove 

}) containing the rotating 
Beamos. Strike it down with 
one arrow, then move in and 
grab the defunct monolith, pulling it out of the way. A rock wall 
behind it rumbles open to reveal a new path! 





> Run to the ramp’ top, 
appearing on the loading 
area's eastern part, and 
watch out for two Bulblin 
archers. Their first shots 
strike an explosive crate. 
Stay behind the sturdy 
square crates as the explosion occurs. 









< Aim at the explosive 
crate that's behind the two 


Bulblins, and shoot one 
arrow straight and true. 

by It lodges in the crate and 

i), explodes, dispatching both 
™ = Bulblins, who fall off the 
rise on which they were standing. Head northward, toward the 


giant magnet crane. There's a Heart in a pot at the foot of where the 
Bulblins fell. 


<_ You've found the floor 
| switch for the magnet crane 
in this area! Use your Iron 
Boots to stomp on it. The 
crane arm rumbles into life. 
A) It spins back and forth, so 
~ head west, and jump off the 
gap in the metal fence, landing on the square platform. Put your 
boots on, and you're sucked up onto the magnet. 









> Turn and look at the giant eabeilge in 
this area’s northeast corner, and aim an arrow 
at it as you travel upside down to this new area. 
Rip the rope with an arrow, and the bridge falls, 
allowing you access out of here! If you droft 
down without activating the drawbridge, you 





land in the water and have to retrace your steps. 


the drawbridge, and rummage around smashing 
pots and obtaining Hearts and arrows. One of 
the pots in the far-right corner contains a Fairy! 
Capture it with an empty Bottle; you should 
have two Bottles handy. Exit via the door behind 
the fallen drawbridge. 













<< Stride into a lava pool with a metal ledge 
wrapping around it, and smash the pots as you 
enter. A Heart and arrows fall out, allowing 
you to use the Hero’s Bow. Aim, then hold @) 
ee See f so you can moye and aim. 
tae Pe) = 
> Begin a sniping session from behind the 
metal beam, and aim across the lava pool. 
Drop the Bulblins standing on a metal 
ledge to the left and the right of a giant 
drawbridge. Finish a third archer standing 
ona see-through metal grating floor, and two 





Bulblin warriors without ranged weaponry. 
You decimate the Bulblin force in moments using this plan! 


@ 
> Run down the ramp, smashing pots on the (im 






way for more arrows and a Heart. Find more 
arrows in one of two pots just right of the 
drawbridge entrance. When you're standing 


on the see-through metal grate floor, look 
south, and look up! 


< Pierce the rope with an arrow to drop 
the drawbridge, then adjust your aim as 
seven Bulblin solders trot toward you. It's a 
trap! If you're fast, you can rattle off arrows 
and catch them before they reach you. You 

y) can ©) target and run about them, plugging 
them with arrows! Or, switch to your trusty 
sword and slice your way out of this fix. 





ENEMIES: 


Pert 
NCOUNTERED. 


















COMBAT, THIS FAITHFUL FRI 
Gives YOU-HEARTS. 





Your ComPASs MAY BE TELLING YOU- | 
THERE'S STILL A CHEST YOU HAVEN'T 
OPENED IN THIS AREA, AND THIS 

1S TRUE. HOWEVER, YOU CANNOT 
CURRENTLY ACCESS 1T. IT 1s HIGH 
ABOVE YOU, AND YOU MUST 
RETURN HERE AFTER 

}, DUNGEON 3 WITH THE 
CiAwsHoT TO 


fy, OBTAIN THE 
LEE) rem wsive! 































A After you defeat the Bulblin 
welcoming committee, head up the 
passage to the giant door and produce 
the Big Key you assembled earlier. 
The lock spins apart and drops, and 
the door is shoved open. It’s time to 
face the possessed patriarch! 


Mase lnrs 
1. PULVERIZING POTTERY 
There are four groups of pottery | 
in this last grand entranceway, | 
behind the columns. They yield a 
couple of Hearts and some arrows, 
so grab them before you engage | 
the boss. 


COSY) 





AMBER’ 16: Boss Barmue ip! 


wri gaittars Byens 


“ 



































| Youenterasereneand green Roaring and growling, the monster 
circular chamber, where you can strugglesiat the huge chains before 
hear some monstrously heavy bursting out of them and bellowing uberis 
breathing. Restrained by two huge in rage at you. The previously dark 
chains is a black form. Only a tusk- form bursts into fire, with flames 
Shaped carapace head can be seen. _ coursing up and down the massive 
A gem in the carapace glow. The figure. Fyrus, the twilit alter ego of Step 6: To defeat 
beast awakens! Darbus, is here! Fyrus with extreme 
skill, watch him 
as he sets himself 
aflame, but have 
your Hero's Bow 
already targeted at the gem weak spot. When Fyrus regains 
strength, the gem glows orange. This is the first opportunity to 
stick an arrow in there! 


Rage and heat may be consuming 

a i this bellowing fellow, but he’s 

confused by ranged attacks on his 
twinkling weak spot. 





Step 1: Approach combat with 
Fyrus methodically, and use the 
Hero's Bow almost exclusively. 
First, flee the beast as he strides 
forward toward you. When he 
stops, he lets out a fire wave 
that burns you and can destroy 
the pots surrounding the combat arena. 


Step 2: Get far enough away, 
but face Fyrus, then aim one 
arrow into that brightly lit gem 
between his eyes. You can tell 
when you hit, as he reels back 











f Z ll 
Repeat steps 3, 4, 5, and 6, If you're quick with your arrow 
shooting, Fyrus can’t attack you! As long as you combo the 

















and the gem sparkles. gem with your sword as Fyrus lies on the ground, it takes 
Step 3: While he’s stunned and three rounds to defeat him. 
\ “i stumbling about, run to Fyruss 
feet, and pick up one of the §. YOU SHOULD HAVE A FAIRY TO HELP YOU IF YOU 
trailing chains with your hands, j\ LOSE ALL YOUR ENERGY. OR FIND AND SMASH 





When you grab it, don your Iron 


i Sg yy; POTS AROUND THE ARENA'S PERIMETER FOR 
Boots or he'll toss you around. Pull back in the opposite direction. 


Yt HEARTS AND ARROWS. 





Step 4: Fyrus takes a tumble 
and falls onto the floor for 

a moment or two. Seize this 
chance! 










Step 5: Remove your boots, 
run around to the fallen Fyrus, 
and begin a sword combo 
targeted at the gem on his 
carapace head. Continue this 
until the beast rises to his feet. 













Fyrus staggers back after your third barrage of 
sword strikes. The gem on the carapace helmet 
glows before Fyrus explodes into shards of twilight, 
and a Heart Container falls at your feet! 





The Fused Shadow’ Leond part coalesces in front 
of you. On cue, Midna appears, and tells you a 
story. A King of Shadows named Zant has cast 
this pall of shadows over your world. Midna has 
nothing but scorn for him, much as she has for 





Two Fused Shadows have been collected. Midna 
forms a portal, as the last of the twilight drains 
from the defeated Fyrus, now changed to Darbus, 


You got auiipart Container! 
Your life eneray has increased 





A With combat over, inspect the arena 
chamber as there are pots full of Hearts and 
arrows to collect. Ignore them unless you need 
more arrows, and instead pick up the Heart 
Container! You're now at six Hearts’ worth of 


Heart CONTAINER 
You Got A Heart CONTAINER 
(#2 oF 8)! YOUR LIFE ENERGY HAS 

INCREASED BY ONE AND BEEN FU 





The Goron can’t remember Somes 
except that he’s been in constant pain 
and his head hurts. However, the 
patriarch has been saved, and you'll 
gain your thanks if you revisit the top 
of Death Mountain. 












Darbus: 


“, Leader of the loincloth-wearing rock creatures known 
as Gorons, Darbus is a towering and muscular figure. 
Although he ha ngth unimaginable to most 
humans, he is on friendly terms with the nearby 
villages and wishes to c joint society with them. 


goal until a king named Zant 


LAROSBS 


w 














< After speaking with Darbus, use 
Midna to warp out of here and save 
Ra your progress. You return to the 
Kakariko Springs. The spirit calls to 
you, telling you that north of here, 






guarded by the spirit Lanayru. You 
shall find the one you seek there. 


Ce VOXNVY 





a 
fs) 


&) 





YOu CANNOT RETRIEVE THIS CHEST UNTIL YOU OBTAIN THE 

), ClAwsHoT! ALSO NOTE THAT THIS IS THE ONLY CHEST YOU 
CANNOT REACH ON THE FIRST PLAYTHROUGH OF A 

“ DUNGEON; YOU CAN OPEN ALL OTHER CHESTS IN EVERY 

> OTHER DUNGEON THE FIRST TIME YOU PLAY. 













»> After you receive the Master 
Sword, return to Death Mountain 
(the exact time is shown later in this 
walkthrough). Locate the mesh draped 
over the upper platform in the Mine 
Loading Dock near the western exit, 
and defeat all Bulblins. 


> Clawshot your way up to the 
platform, scramble onto it, and run 
to the chest. It opens easily, and the 
prize inside maynotbe 2&9 


worth the effort it took Q° Treasure” 
Cuest #17: 


{ 
to get here! PURPLE Rupee}, 
(50) .p * 
or) 


Ea@rane Coron: FightEyr 





fe 





Frozen Pool 


























Iza's Dwelling a 

3 @ 
Iza : SiS 
e 
Scent of Ilia 
aly Baylis 
' 5) Messenger Fight 
> 
' 
e) 
5 e) 
- Purlo’s Tent 4 
®P twilit Carrier 
5 ee) Battle 
a p a : 
a a5 
s Barnes’ 0 
Bomb Shop Telma’s Bar 
Scente e 
Goron Store Gamiey) y e 
Malo Mart 5 


Goron Hot 


17) Springwater Store 







) Lantern 
Cavern 1 


ar 
ED QD Piece of Heart 
at: {@ olden Bug 


JOURNEY THROUGH LANAYRU PROVINCE— _ Oa 
tS @ Bomb Rock 

PusHING BACK THE TWILIGHT: OVERVIEW = 

ith a brand-new Hero’s Bow that is possibly the most useful ranged weapon in Hyrule, you can spend some time 

investigating the nooks, crannies, and secret Cucco locations in Kakariko Village. After you've bought your first 

bombs and used them wisely, you must enter a new area of the land: the Lanayru Province, where you find the Scent 
of Ilia. Follow the scent to Castle Town; there, Ilia tends to a sick Zora prince named Ralis. His tribe needs your help. You must 
journey to their domain and find a way to return water to the once-expansive Lake Hylia. When the spirit cave at the lake is 
> accessible, the final twilight blighting the land can be forced back and some truly shocking secrets are revealed! 








You got a Day 1 























Ser tte niane @ screen Qe) Chea Phare tor another tat pe 
tit Somb ah an Si coir igre een) Pe 
= © 158 

Retrieve All Ne ilable Items & Treasure Find the Scent of Lia Locate Telma’s Bar in Castle Town 


den Bugs: Hidden 
ee Skills: 2 (of 7) 


Tees Fused Shadow 
Youth’) Journal (of 16) Pieces 2(of3) 





Twilit Carrier Twilit Bloat 
Kargarok { 


items TO OBTAIN _ 


Hot Piece of Hawkeye a as Bombs (30) Piece of Piece of 8 
Springwater Heart #9 Heart #10 Heart #11 Rupee (100) 


Blue Potion Silver Rupee Piece of Letter #4 Piece of Piece of Scent of Ilia Vessel of 
. (200) Heart #12 Heart #13 Heart #14 Light s 


ieee to the Domain of the Zoras Restore Warmth to Zora’s Domain Find All 16 Twilit Pat 















< Backat the village, 
you can now visit the 
hot springs above the 
Elde Inn, where two 
Gorons are bathing 
and relaxing. They 
™ have brought down 
some supplies for Barnes, and the smaller Goron is setting up 
shop on the thoroughfare opposite the bomb maker's place. 
2s, Additionally, if you have an 


BO 2 
Z ] PIO SY UNGWATER i) empty Bottle, you can dip it 
6 You cor some Hor into the hot springs. 


SPRINGWATER! 
HOT SPRINGWATER HAS SOME INCREDIBLE REJUVENATING 
ae POWERS, WHICH REFILL ALL HEARTS AND HAVE 






































<<. You can attempt 

a little item-grabbing 

with your Gale 

} Boomerang. Stand on 

&) the roof of the Elde Inn 
o) and double-target the 

small crate on the tiny 

ledge to your right: Release the boomerang. The first hit bursts 

the crate, and the second hit brings back a yellow Rupee (10). 

However, there's a better way to attempt this later on. When 

you're done here, drop to the thoroughfare. 





> Run tothe 
thoroughfare’s 
southern area, 
where you catch 
Renado near 
Malo Mart. He 
tells you that life 
is returning to ‘ 
normal and that Talo has become the village lookout, spending 
his time standing atop the lookout shack. 








> Renado reckons you 
should speak with Talo, so 
head up the thoroughfare, 
pausing to talk to another 
Goron who is returning from 
the mines. He offers to propel 
you up to the hot springs. 
This is the short way to reach the hot springs, so accept his offer if 
you want. 


<_ Continue up the 
thoroughfare if you didn't 
accept the Goron’s offer, and 
you encounter another Goron 
who's ecstatic to be back and 

j) on speaking terms with the 
©) humans of Kakariko Village. 
He can propel you to the roof of Barnes’ Bomb Shop. This way, you 
don't need to climb the store's interior! 


THE GORON YOU SPOKE TO IN THE HOT SPRINGS HAS A STORE 
OPPOSITE THIS GORON, BUT THE STORE IS ONLY OPEN 








YOU'RE SHOPPING FOR BEFORE COMING HERE 
=, DURING THE NIGHT OR DAY! 


> You should accept this 
Goron’s offer and land on 
Barnes’ store roof. Climb the 
promontory to the lookout 
shack where another Goron is 
checking out the view. Propel 
yourself up to the shack’s roof 
by climbing on the Goron’s back, landing on the ledge with the door, 
then ascending the ladder to the roof. 





> When you 
reach the roof, 
don’t talk to Talo 
immediately; 
instead, peer 
over the edge, to 
the right of the 
rickety fence. 
Below is a chest 





ona precarious ledge, but it's almost impossible to reach from here. 

Note this chest and come back to the town when Cuccos are clucking 
around. Now speak with Talo, and he begs you to show off your bow- 
and-arrow skills. 

















thoroughfare, where 
~ Malo has some 

by traifjing requests for 
you to show off those 
® skills. The first is an 
easy target he’s erected on the thoroughfare’s left side. Aim 
and fire! 


The second target requires more dexterity. It's above 
Malo Mart. Ready? Aim and fire! 


> From the top of This is your viewing scope from _ This is your viewing scope with 





the lookout shack, a regular viewpoint, lookingat « the Hawkeye zoomed in all the a 
Talo asks you to the lookout shack. way. The red cross shows it is é 
strike the pole on the combined with the Heros Bow. \c 

; Ae 
right corner of the THE HAWKEYE ACTS LIKE A TELESCOPE. WHEN SET TO ® ON \ir 
shack. Take a steady THE © SCREEN, IT CAN ZOOM IN AND OUT AT UP TO FIVE TIMES aA a 
aim, then fire. NORMAL MAGNIFICATION. COMBINE IT WITH @) ON THE @ mat 

SCREEN AND YOU CAN FIRE ARROWS WHEN USING THE HERO'S Fev 
Continue targeting the pole until you hit it; you can fire Bow Too! 

as many times as necessary (it usually takes only one or two YOU CAN USE THE BLUE CURSOR AND PLACE IT OVER THE ZOOM 


BUTTONS ONSCREEN, OR YOU CAN USE THE © AND O) BUTTONS; 
- THESE ARE FASTER. 
MANEUVERING WITH THE BOW IS NOT EASY 
1 DUE TO ITS CUMBERSOME NATURE, AND IT IS BETTER 
F TO ONLY USE THIS TELESCOPIC FUNCTION 
OCCASIONALLY IN OFFENSIVE COMBAT. 


tries). Malo is almost impressed. He's happy to help bring 


yourenergylevels iQ 
i Piece or HEART K 








hs . if 
eager e0 You cor Piece oF Heart! 


Heart. COLLECT 1 MORE FOR ANOTHER 
FULL HEART CONTAINER. PIECE b 









A oF Heart #9 oF 45. 


ALS > 


' 


A FRIVOLOUS WAY TO SPEND MONEY 1S TO 

PURCHASE ANOTHER WOODEN SHIELD, IF THE 
- FIRST BURNED UP DURING YOUR 

DUNGEON EXPLORATION. Do 

} THIS TO LOOK AT THE DIFFERENT 

y DESIGN ON THE SHIELD’S 

FRONT. 


> Now head into 
Malo Mart and 
check out the wares. 
‘There's anew item 
you should have: the 
Hawkeye. It is purely 
optional, but it will 
help you spot those hard-to-see treasure chests! 











=~ 
a ti 
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YOU CAN OPTIONALLY VisiT COLIN IN THE ELDE 

& INN (AND STOCK UP ON RUPEES AND HEARTS BY 

) SMASHING STUFF). COLIN 1S AWAKE AND DEALING 

_, WITH TWO MAIDS, BetH AND LUDA, FUSSING 


Mato Mart (SEconp Visit) 
Item_NAME PRICE Errecr 





Hawkeye 100 Rupees This eyewear allows you to see 
distant objects as if with the eyes 





of a hawk. 
(Wooden — 50Rupees A simple shield made of wood; 
‘ Shield it will burn if touched by fire. 





jet Red Potion 30Rupees This replenishes eight life energy: 
w keep it in an empty Bottle. 


NC aetna 


29 
HAWKEYE 
B 
b 


Pa You Got THE 
Hawkeye! 





A Barnes has managed to create some actual bombs after all this 
time! Bring a full wallet and speak to Barnes. He has only one 
<== type of bomb currently ayailable, but he may beable to build two 4 
‘ more later, 7 









Soldinpaeks of 10, You get a slight 
discount that way. 


‘A Bag with Bombs—a great deal, 


a 























Og 2 
mL 4 hse Boms Bac i) f Bomss 1 

You Gor A BAG with You Got 30 Bomes! 

Bomes! 

lo a NS Ei, 

% Be > 5 


“Thor 23 Loewe ab Reise AGL Naw 
_ Annas has 
CONTROLLED EXPLOSIONS) IN Promonshe 
KAKARIKO VILLAGE fea 
Hi 








ART #10., 
»)} < Now that you have bombs at your oes) 


2 2 
i 2 
disposal, you on work your way PRRECR Hee 5 
through previously explored areas You cor a Prec oF Heart! You 


and destroy any Bomb Rocks you saw. COLLECTED 5 PIECES AND FORMED 
A NEW Heart Container! Piece OF =k 
t 






Begin at the village’s southern end, HEART #10 oF 45. A 
adjacent to the spring. Set your bomb 
down by this rock, 


Step back at least 10 feet and watch as the rock disintegrates. You can now 
investigate the area behind this Bomb Rock. 


- Inside the Bomb Rock entrance is a small, dark cave where two Cuccos are 
clucking about. You've freed them from these confines. Smash the group of crates 
in there to find a blue (5) and a yellow (10) Rupee inside. 


> The cave continues with a small tunnel 
that leads to a sparkling pool filled with 
sacred water! Take a dive or fly off using 

a Cucco and land in the water. Swim 
around for a while. 





A You've blown up a Bomb Rock using regular bombs. 
Now you must combine a bomb with your arrows. 
Stand near the Sanctuary and face south. With Bomb 
Arrows selected, aim and fire at the clump of rocks 
below a dead tree (above the Bomb Rock you just blew 
up): This destroys the rocks and reveals a Piece of 
Heart! Run forward and use your Gale Boomerang to 
whisk the Piece of Heart back to you! 


>. Og 
y =< 
Piece oF HEART 
You Got A Piece oF Heart! Coutect 
@ 5 Pieces 10 FORM A NeW HEART 
Container. Piece or HEART #11 oF 45. [ 


OD 





| | > Overworld Chest: While swimming, 
| keep your eyes peeled for objects. Look 
into the water to see something at the 

}, pool's bottom. Face south and put your 


chest down here. Quickly open it. What 
a prize! 






| 









LED Cu 
KKARIKO) VILLAGE 
F “<< Use the Cuccos 

inthe village to 
maneuver to difficult- 
to-reach places. Bring 
your bird up the dead- 
end path and fly to the 
top of the Elde Inn. 





When you reach the Inn’s top, near the hot springs, fly to 
the small wooden ledge with the yellow Rupee (10) on your 
right—if you haven't shattered the crate already. From here, 
there are two paths to take. 


< The first is 

to fly across the 
thoroughfare and 
land on top of 

Barnes’ Bomb Shop. 
Remember to keep 
hold of your bird! 
Climb the promontory path to the lookout shack. When you 
reach the platform outside the shack, run to the far left corner. 





> Overworld Chest: 
Look around the 
shack’s corner. That 
chest you may have 
noticed earlier (when 
you talked to Talo) 

is on aledge you can 
now reach. Jump off the platform and steer yourself onto the 
sharp bank near the rock wall. Land right next to the chest 
and open it up. Your Cucco-flying skills are justly rewarded! 


lOverwort| S ° 
Cuest #12: 
{ ORANGE @ 
| RUPEE coop { 
fo = a 
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Orancet Rupee 


+ 
You Got AN ORANGE 
Rupee (100)! 
} 


< The'second 
route to take 
from the hot 
springs rooftop 
area is to fly to 


2) 
or 


es 











@ the small crate 
) on the wooden 
~ platforms 
above the abandoned buildings on the thoroughfare’s far 
side. Land and secure a red Rupee (20) from the crate! 


i 





Link is wearing a rather fetching waterpro of outfit, | y 

as Zora armor, Thi is because we forgot to fly the C oy 
until after we retrieved the armor. The best time to flya” 
Cucco is after you free them from behind that Bomb Rock, 
but prior to entering Dungeon #3. | Reta " 













<< Return to Kakariko 
Village at dusk or 

nighttime and visit the 
small Goron who’s set up 









































some interesting elixirs, 
including the Blue Potion! It costs 100 Rupees, so purchase the 
Red Potion, as you don’t have more than eight Heart Containers 
in your life energy. 





Srors o 


SMALL Goron’s SHOP 





Irem__ NAME Price Erect pd 
Lantern oil 20Rupees The mountain trail is pitch-black 
at night. Make sure you have 
enough oil. 
Red Potion 30Rupees This replenishes eight Hearts. 


Blue Potion 100 Rupees Drink this to replenish all 


Hearts in one gulp. 


ox) 
" f Buu Ponion 
You Got some Bue Potion! Use 
‘i 1T TO COMPLETELY REPLENISH LIFE 
. ENERGY. il 


< Finally, there's a tricky 
maneuver to try. Aim 
a Bomb Arrow at the 














bell atop the Sanctuary. 
Something falls out when 
you strike it. Switch to 
your Gale Boomerang 
and target the object before it disappears. If you're lucky, you can 
grab it and bring it back to you. It is a silver Rupee, worth 200! 


CONSIDER LEAVING THIS RUPEE UNTIL YOU CAN TRANSFORM. 
BETWEEN LINK AND WOLF FORM AT WILL, THEN USE 
MIDNA TO BOUND TO THE SANCTUARY’S ROOF, 
WHICH IS WHERE THE SILVER RUPEE (200) FALLS. 
ATTEMPT THIS EVERY TIME YOU APPEAR IN 

y_ KAKARIKO VILLAGE FOR A CONSTANT SUPPLY 
OF CASH! 








































< You've exhausted the available 
‘ options in Kakariko Village, so head 


Leave Epona here and speak to the 
© Goron, who's happy to propel you onto 
a the path. 


< Run up the trail until you reach 

the second barricade. There is another 
Goron who’s happy to help you. 
Clamber onto his back, then face the 
right rock wall before he launches you. 
s) Once youre sprung, you automatically 
grab on to the top of a narrow ledge 
above. Climb onto here and check out an all-new area of the trail. 


> Lift up all four scattered rocks and 
find’a red Rupee (20) under each one! 
Now turn north, clamber up the large 
steplike ledges, and run toward a small 
Goron who’ overlooking the clearing 
below: If you moye up to him, he chats 
to you; he’s surprised you saw him all 
the way up here! 












<_ Overworld Chest: Talking to 

the Goron isn’t the reason you're 
here—there’s an opening in the rock 
wall that you just passed. Return 

© & here and step inside. There’s a drop 

i almost immediately—fall down it, turn 
© around, and locate this chest. The prize 
inside is just what you've been searching for. 


& C) [Eu 19) Z 
lOverwortD} if Piece oF HEART | 
Cnest #13: You Got A Piece oF Heart! 
Piece oF © Coutect 3 MORE FOR ANOTHER 
FULL HEART CONTAINER. PIECE 
Res a) 4 
PO . 
— 


oF Heart #12 oF 45. I 

> Drop into the 
clearing. Look west 
and spot another 
cave alcove. You can 
reach this after you 
gain the Clawshot. 
There is something 
glistening here; this 

is a Rare Chu that 
( you can defeat and 
coop with ®, and use to gain energy, but not at the moment. 











TOT. 





north to the Death Mountain trailhead. 








AROUND THE GREAT; 


fl 
Us 


SYRULE FIELD 

<< If you've followed 

the walkthrough 

up until this point, 

S you know there 
are multiple areas 
to explore and a 

correct time to do so. We recommend purchasing 

more bombs (so you have the maximum of 30); 

summoning Epona and riding her north and east, 

out of Kakariko Village; and bombing areas of the 

Hyrule Field. 











As you enter the field (or any other 
location after you leave the village), 
the Postman gives you another missive. 
This one is a letter from Barnes explaining 
how to combine bombs and arrows. Do this | 


immediately, as you need them shortly. } 
9 Bo 
Letter #4 i) 
You cor Letter #4: 


1, 
“URGENT! Bows 

ARROWS!” BY BARNES’ 

NE Boms Suop. 2 


> Trot along 
the large field’s : 
southern 
entrance and 
locate the 
Bomb Rock 
that’s blocking 
a series of rocky ledges. Choose a bomb or a Bomb 
Arrow (on horseback, if you really want to show off) 





and fire, exploding the rock. Dismount from Epona. 


< Jump and 
grasp the ledge 
behind the 
exploded rock 
and climb onto 
an undulating 
ledge. Follow 





it to a vine wall, scale the wall, turn left, and look 
for a gap and another set of vines with a Bomb Rock 
above them. You must use a Bomb Arrow to strike 
and explode this rock. 















A Make a running leap at the vines, grab them, and pull yourself 
onto the eastern side of the gorge path. Turn left and leap (don’t 
fall onto the road) toward the ledge overlooking an infinite drop. 
There's a chest to open on this overhang. You can even see Epona 
from this position, ‘ 
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A Gallop across the open Hyrule Field to the northwest Bridge 
of Eldin. Cross the bridge and stop on the north side. Look left, 
at the area you recently visited to grab that Golden Bug. There's 
a Bomb Rock here. Destroy it for two yellow (10) and one red 
(20) Rupees. 


Don’t DESTROY THE ROCK 
WALL THAT'S BLOCKING YOUR 
ROUTE TO THE NORTH! IF YOU 
DO, YOU'LL BEGIN THE NEXT 
PART OF THE CRITICAL PATH IN 
YOUR ADVENTURE AND 
WILL BE UNABLE TO 
RETURN TO HYRULE FIELD OR KAKARIKO VILLAGE FOR 
) A WHILE; IT'S BETTER TO HEAD BACK THERE NOW 

= AND GRAB EVERYTHING YOU CAN. 


Baler, 









A Before you return to the Bridge of Eldin, head south to 
destroy all the Bomb Rocks. This is purely optional, but it 
is your first opportunity to attempt this and to explore new 


areas away from the critical path. Start in the northern part. 
There are four blue Rupees (5) and one yellow Rupee (10). 





A Journey to the edge where you found the Piece of Heart 
earlier in the eastern part of the Kakariko Gorge. Destroy 
the Bomb Rock here for two blue (5), one green (1), and one 
yellow (10) Rupee. 


Now move to the western area and locate the Bomb Rock 
stuck in the rock wall. Destroying this reveals a black cave 
entrance, which leads to Lantern Cavern #1.. 
You'll find two new enemies in here: the Imp 
Poe (which you cannot defeat) and a Yellow 
Chu (whose remains give 

you Lantern oil). Check 
your fuel supply, then 
enter the Lantern 
Cavern. 
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Piece of Heart 
Yellow Chu 


Imp Poe 


wrist ; Purple Rupee 


< This place isn’t called a Lantern 
Cavern for nothing; you can't get 
more than a few steps inside before 
running into a thick spider web. Only 
the Lantern can remove this obstacle; 
swing it to burn the web away. 


Don’t worry IF THERE ISN'T MUCH 

FUEL IN YOUR LANTERN; AS LONG 

~ AS YOU'VE GOT A LITTLE, 
YOU CAN REACH A FREE 

| SOURCE OF LANTERN 

FUEL INSIDE THE 


> Bear right at the fork you come to 

| beyond the web. Head north; a Deku 

| Baba pops up from the ground. Sever 

}, its head from its stalk with a few swipes 
of your sword, then continue onward. 















< Bear right at 
the second fork 
you encounter and 





continue along 

§ until you reach a 
® dead end. Smash 
the two skulls on the ground for two hearts, but 
watch out: a Yellow Chu drops from the ceiling 
above and attacks! 
> Ifyou're low on 
Lantern fuel, you've 
just encountered 

a free source of it: 
once defeated, the 
remains of a Yellow 2 
Chu can be scooped into a Bottle, and the Yellow Chu 
Jelly you get acts like Lantern fuel! Chus are tough 

to keep track of, so ready an empty Bottle, then use a 
Spin Attack to splatter this one in short order. 





<< Scoop the 
remains of the 
Yellow Chu into 
your Bottle before 
} they seep into the 





ground; you've only 
got four seconds to do so, so act fast! 





A You've collected Yellow Chu Jelly. Now that you 
have plenty of fuel for your Lantern, let’s explore the 
rest of the cavern. 


> Turn around 
and head back the 
way you came. 
Makea sharp right 
at the fork, then 
swing your Lantern 
to burn away the spider web that blocks the north 
passage. 



















< Abig, ugly Skulltula” 
stands between you and 
treasure chest #15 at 
this passage’s end. Open 
up its defenses with 

a Shield Attack, then 

» dispatch it with your 
blade. Open the small 
chest the Skulltula was 
guarding for a Red 
Rupee (20). 


S ox, 
a, Fa ap 
VERWORLD} 
Cnesr #15: 
Rep RUPEE 
(20) 4 


< See to the first 
fork you encountered, 
near the entrance to the 
D cavern. Again, use the 
4 Lantern to remove the 
spider web from your 
path, then have at the 
Keese that engages you 
a short distance ahead. 





> Continue through 
the winding passage, 
ridding the tunnel of 
Keese and spider webs 
as you go. You come 

to a small chamber, in 
which you find an unlit 
torch and two Tektites. 
Light the torch first so 
you can put away your 
Lantern and still see 
well enough to combat 
the Tektites; the Spin 
Attack is your best 
move in this tight space. 





< The path forks 
again west of the torch 
chamber. Run up the 
short north trail to find 
a few goodies inside 
two skulls, a crate, and 
a small pot that hangs 
from a spider web. Use a Spin Attack to get rid of the few rats 
who attack you here, then collect a heart, arrows, and a Blue 
Rupee (5) by smashing the aforementioned objects. 





chamber mie 
into the unexp! 










apart fora second 
time,.use your Lantern — 
to burn away the spider webs so you may continue along the _ 
southmost path, 











> Another Skulltula 
guards a treasure 
chest at the southmost 







































passage’s end. There's 
an unlit torch nearby; 
light it so. you may 
stash your Lantern 
and conserve its 

fuel, then punish the 
Skulltula for standing 
in your way. 





< After dealing with 
the Skulltula, open 
treasure chest #16 fora 
Purple Rupee (50). You 
> can also collect a Blue 

) Rupee (5) by smashing 
® the small pot that’s 
suspended by thin webs above the chest, and 


Prewond 
Crest #16: | a Heart by breaking the skull on the ground 
URBLE ae 
{ns a nearby. 
a 


> Return to the last 
fork you encountered 
and make a hard left to 
explore the tunnel that 
runs north. When the 
trail splits, burn away 
the left spider web to 
proceed up the northwest passage. 


=e 
Oe, 








> Lantern Cavern 

Is big prize is at this 
passage’s end, but you've 
got to go through a 
Skalltula to get it. Two 
torches stand near the 
Skulltula; light one of 
them so you can/put 
away your Lantern, then 
defeat the Skulltula and 
light the other torch to 
cause treasure chest #17 
to appear. 















S03 fairer! Smash open " 
| ‘thetwo pots in the webs above the chest for a Blue (5) and 


Lantern Cavern Lye 

and that's explore 

the tunnel that rans 

parallel to the east. 

There isn’t much point 

in doing so unle: 

you're able to transform into wolf form at will, however; all-you'll 
find is an Imp Poe, whom you can’t harm in human form. 





















relevant later. 





ATTLE AT THE 
BRIDGE 





OF ELDIN 


























& Warp PORTAL 


explored so 


far has been 


Head ‘back 
to the Bridge of Eldin, and gallop across to 
the north side. Shoot the wall of rocks 
blocks the road north. A warp portal appears, 
and three Twilit Messengers drop onto the 
bridge. A portion of the bridge also disappears, 


effectively marooning you on the north side! 


Defeating the three 
while on horseback 
Ride past them to the section of bridge that's 
disappeared, and turn to the side. Wait for all 
three to congregate, then strike them all with 
a spin attack. After a couple of spins, 
should fall. If you're having trouble, dismount 
and attack them as normal. 


D 


Be sure you attack these three Twilit Messengers, 
as this causes a warp portal to open. We didn't do 
this and consequently spent the rest of the game 
trying to figure out where to place the missing 
piece of bridge and taking the long route back to 
Kakariko Village! 










|< After you emerge from the Lantern Cavern, 
head back to Faron Province and blow that rock 
up near Coro’s house. Inside is a small woodland 
dell, with a gnarled tree, a strange owl statue, 

and Some grass you can swipe for various green 
Rupees (1), and a blue one (5). This area becomes 





THE LARGE, RUBBLE-FILLED PASSAGES 
THAT LEAD AWAY FROM HYRULE FIELD 
= (SOUTH) TO THE NORTH 
) CANNOT BE DESTROYED 
BY BOMBS. THEY ARE 

y, BLOCKED FOR 
VOL, We MOMENT. 







<€ Ride Epona north, along 
the rocky path that takes you 
north and east, where the 
path splits around a hill. You 
B can access the left path only 
i) if you're traveling south. The 
path bends to the east, and 
you reach a bridge, where two Bulblins and an archer are waiting. 
Either ride through or stop and hack. The path eventually ends at a 
thick black wall. This is the last area of twilight! 


PourinG LIGHT INTO 
LANAYRU PROVINCE 


> Midna pulls you into the 
twilight and you leave Epona 
behind, transforming into the 
wolf and running down a rocky 
path. Along the way, Twilit 
Keese swoop down to harass you. 
Autotarget them and bite down hard. 
Continue down the path until you reach an object lying in the 


road. Turn your sense view on to es og 
see a pink scent emanating from it. SCENT OF ILA’ 
Sniff it, and you realize this is Ilia’s 


purse! Forget the Youth's Scent, and Z © 


instead learn Scent of Ilia. 8 eo 


YOu LEARNED THE 
Scent oF Tita! 


<_ With your sense view on, 
follow the trail of scent down 
the hill. On the way, there 

are four different dig spots 

& anda few Twilit Keese to 

p) gnaw. As the path opens up to 
® Hyrule Field (north), Midna 
recognizes that castle from your earlier exploits. 


COP iemetass OO) 


1. Diccinc For Rupees Down THE Hit 

The path has three patches of dig holes (Rupees and one eart near 
the scent) and some weeds on the left side hide two blue Rupees 
(5). After you pick up the scent, check for dig spot 1 (Rupees), dig 
spot 2 (Rupees and a Heart), and dig spot 3 (Rupee) before you 
enter the Hyrule Field (north). 
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HYRULE ELD 
<< The path opens up, as you have 
a gigantic area to cover. Investigate 

. : : every nook and cranny a little later; 

, ) Pa! | 2 Sass instead, head down the stone path, 
: : ae! following the scent and periodically 
pausing to tear a bite out of an 
= incoming Twilit Kargarok and 
Bulblin. As you near the bridge, two Twilit Bulblin Archers appear. 


Toile Ballin Aacher 


Threat Meter These dark Bulblins exhibit 
Ln ae the same tactics as their 
light-world counterparts, and you must defeat them 
in the same way: dodge their attacks and strike. It is 
more difficult as a wolf (you have no shield), so make |§- SS 
theseenemies a priority. Charge 
them with your speed boost, and 
avoid running directly at them or 
they hit you with a flaming arrow. 
‘Then jump and bite, wait for them 
to rise, and bite again to finish. 


> Dash across the stone bridge, 
following the scent as it continues 
up the main path. This leads 

you eastward, toward another 
adjoining area. 


1. DIGGING IN THE FiELD 
There are Rupees and Hearts to be found if you look hard enough. Find 
dig spots in the eastern area just after the bridge, near a few clumps of 


grass (Rupees and a Heart) and in the same area, farther southeast, in 
the middle of the sloping ground (Rupees and Hearts). 








2. WATER, WATER, NOWHERE 
This is the only opportunity you have 

to travel along the riverbed on foot; you 
can roam around, head under the bridge, 
and even check out a treasure chest that’s 
currently impossible to reach. It’s behind 
bars at the southern end. 














TWALIGHT IN THE 
EASTERN FIELD 


> The scent 
continues down 





the path as you 
emerge into another 
field, this one with 

a crumbling wall 

on your right. 
Ignore the Bomb 
Rocks here for the 
moment. Follow the 
scent, dealing with 
any Twilit Babas 
and Archers as you 
reach the middle of this open area. The path then bends 
to the city gates; defeat the Twilit Bulblins coming to 
welcome you. Cross the wooden bridge and push open 
the city door that’s ajar. Welcome to Hyrule Castle Town! 


CSS Mansetass OO) 


1. ExtRA RUPEE AND HEARTS 
‘This zone has a lot of grass to cut and several dig 
spots. Here are a few of the best ones to find: 





Grass: As you arrive, just on the = 
right, near the Bomb Rock ) j yy 
(Rupee) J) 
Grass: On the path’s left side, Q \ id | 


halfway up the hill (Rupees and Fy 
Heart) 





Dig spots: Near the second 

~ large tree on the path’s left side 4 
(Rupee) 1 S 
Grass: With the Twilit Baba 
to the right of the pathway, 
just before Twilit Bulblin } . 
Archers spot you (Rupees) 


Dig spot: Near the same H 
Twilit Baba (Rupee) . 2 = 


Grass: On the right between 
the path and the castle wall 
(Heart) 








SPF 


<_ Once in town, you'can no longer 
conttol the camera, so switch to 
your sense view and follow the trail 
to the west. The first spirits you 
reach speak about a Zora child; 
apparently he has collapsed and has 
been taken to Telma’s Bar. 





> Follow the trail into the 

central square, where the spirits 
of patrolling guards roam. You 

can check out both the guards to 
the north (one mentions Telma’s 
Bar, the other the fountain to your 
south). You can optionally run to 
Hyrule Castle’s entrance, but the doors are sealed. 


< Journey back to the central 
square, follow the scent to the 
western side, and walk to the 
fountain’s edge. Listen as townsfolk 
® complain about the town’s water 

}) source, Lake Hylia. You can stop 

" following the scent as it drifts west 
and investigate the central square. You pass a store in the southwest corner. 
Listen to more complaints about not being able to bathe. 





> Run to the tea shop in the city’s § 
southeast corner, where patrons 
bemoan their lack of drink. To the 
side of this place is a large, arched 
door; go there later for some 
supplies you can afford. 


> Head west down the 
marked road where the 
scent is still thick. Move 
down the stairs, around 
the market stalls, and look 
at the building the scent 
moves in and out of. Ilia 
must have visited here; the 
sign reads “Medical Clinic” You can also talk to a very bored guard near 
the gate. When you're done, head south. 


You appear on the south road. Run along until you spot an opening in 
the north wall, then head to a small patch of grass, where you can listen 
to a group of cats plotting a reconnaissance mission! One is suspicious of 
a person near a tent on the southeast street. They are waiting outside a 
locked house belonging to Jovani. 
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Locate Tle’ Davin Castle om 












this cobbled street, 
listening to a group 
of townsfolk telling 
‘one another that the 
Zora boy collapsed. At the junction, the scent runs south; 
follow it unless you wish to return to the central square, 
> Continue south, § 
and optionally j 
ignore the scent 
for a momentas it 
turns west. There's 
a path to the east, 
which passes the mansion of a fortune-teller named 
Fanadi, a princess named Agitha, and (as you reach the 
junction where you came in), a tent with a man named 
Purlo outside. Is this who the cat was talking about? 
He’ a sneaky sort but you can't investigate now, so stand 
just south in the main market thoroughfare and listen 
to the Gorons; they're overwhelmed with demand for 
their Hot Springwater! 


ita 
< About 20 Id, Purlo builds 
tempor: 


in Castle Town and attracts 


customers to his games. He 


speaks in a pretentious and 
ightly odd tone. Although hes 2 
not obvious about it, his game is so difficult that he’ 


sure no one can claim the large money prize he offers. = 





< When you're 
done exploring 
Castle Town, 

i, head west down 
the alley near the 
» Gorons to Telma’s 
Bar. Go down the steps on your right to enter 

the bar. Before you enter this place, investigate 

the crates in the top left corner; smash them, and 
something sparkles! Turn your sense view on to see 





a Twilit Parasite. This must mean you're close to 
another Vessel of Light! Dispatch the creature, but 
ignore the orb—you can't claim it yet. 


OS Aimmetass 00 


1. THRow Me A Bone, Here! 

Pick up a dog’s bone when you're prowling the 
area near the medical clinic (and the street south 
of the initial entrance). It doesn't do anything, 
but it certainly is tasty! 





(OD Sales 





These soldiers comprise the military force that 
protects the kingdom of Hyrule. They have fought 
bravely in the past, but once the kingdom fell to 
the twilight, the soldiers became fractured. You'll 


encounter sorrowful mourners, cowardly quitters, 


Telma’s Bar 
and switch 
your sense § ‘ 
as and the brave knights who still wait for a hero to rise. 
> view on. 4 
Approach the 


gtoup of spirits THE FABLED MAP OF HYRULE IS SPREAD OVER 
ahead and to the right. It is Ilia! She is watching over THIS TABLE IN TELMA'S BAR. WHENEVER YOU'RE [J 
STUCK, RETURN HERE AND CHECK THE MAP TO 
SEE WHERE YOU SHOULD HEAD NEXT. 
AFTER YOU VIEW THE MAP, THE 
spirit form, so you can’t speak to her. CLUE ALSO APPEARS ON YOUR IN- 
GAME MAP. THE SPRING IN 
LAKE HYLIA SHOWS UP AS A RED CIRCLE NOW. ONWARD! 


the Zora prince, along with Telma, the owner of th 
establishment. Even though you've found Ilia, she’s in 


Between 30 and 40 years 5 
rage < Leave the comfort of Telma’s 

old, Telma runs a bar in P P 

é ote ignoring that orb for the moment, and 

Castle Town. She is bossy but he 2 

4 leave Castle Town to search for a route 


to Lake Hylia. The south exit is blocked 
by people milling about at the Goron’s 
store. The west exit is closed. The only 


obliging. With an unyielding 
spirit, Telma is actually the 
leader of a resistance force, a group that wants 


to restore the kingdom. She is hoping to finda . 
: S way out is via the door you 


vorthy man to recruit to help her forces. y 
side hae tbat enite seater Back on the bridge, bite and claw at a couple of Twilit Bulbli 


Leave Castle Town and head south and east. Head over the rise to an old 
stone amphitheater, where you find a chest and two Twilit Bulblins. Defeat 


3 . Pe) ot I. v y 
About 10 yeateole the the foes but ignore the chest; you can’t reach it until much later. You need a 


boy is part of the Zora tribe 





rod of some kind here. 


and was ona mission to ee A ; s < Leave the amphitheater and 


deliver a message from the é x af , a fet ’ journey northeast, along the side of 
Zoras’ queen (his mother) __| the zone to the opening in the eastern 
to Princess Zelda when dark forces waylaid : - rock wall; enter the path leading to the 
him. Ilia rescued him. He has received a fine 7 » bridge overlooking Lake Hylia. This i 
upbringing and speaks politely. He is reliable i your first time in this region, so watch 
but worries he won't be able to fulfill his = for a trio of Twilit Bulblin en route. 


eventual destiny as the leader of the Zora tribe. 


> Move to the 
bar's back room 
to hear a group 
of soldiers 
speaking about 
their orders. 


to find a Bomb Rock 
and an odd alcove 

to your right and 
behind you. Ignore 
The people can’t this for the moment 
send prayers to the spring spirit of Lake Hylia, so and run toward the 
the sergeant has marked on the table map the area to bridge entrance. A! 
investigate. Look at the map on the table; a red circle YOU move onto the 
marks the spot. bridge, notice that 
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<< You stop as a Twilit Bulblin Archer” 
fires offa flaming arrow, setting fire : 
4 to the bridge. You're standing on oil, 

be and there's a fire coming from both 
nd§of the bridge! Sprint past the first 
)) two crates and stop at the second set: 









™ Move to the crate’s base and get on = 
4 . = ie ‘ae ee joy 
A After you finish with your big dig, head 
You MUST FIND THIS SECOND CRENELLATION NEAR THE BOX; IT toward the odd and colorful shack and listen as 
1S SHORTER THAN THE REST, WHICH BLOCK YOUR PATH. IF THE the depressed owner, Fyer, mumbles about the 


top, then leap to the crenellation on the bridge's side. From there, leap off the 
bridge to a huge drop below! 









__ FIRE CATCHES YOU, YOU HAVE TO RESTART YOUR GAME AT ruined grand reopening of his fantastication 
f—_> 2... THE BRIDGE, WITH THREE HEARTS FILLED WITH 0 es, 5 & 
AULT, enercn. ride. He isn't sure if the Zoras in their domain 
Se = ; 


are to blame or if it has something to do with 
wr TWssins OO the Lanayru spirit. He's then spooked by a 
Misine lags Twilit Bulblin Archer roaming the lakebed. 
1. Dic Spots AND GRASs CUTTING roo 
On the earthen road leading to the bridge 
entrance are three or four dig spots, each 
containing a Heart. When you reach the fork 


in the road, cut the grass on the left to find a 
Heart. For another Heart, cut the grass behind 


Fyer: 
Although he looks much 
older, Fyer is between 20 
and 30 years old and is 





former member of the a SAN 7H, 


the sign, in the middle of the small boulders, Slice the grass just right of the hort, hunched, ’ 
bridge entrance for loads of green Rupees (1)! and lazy-looking, he’s recently started : ; : 
C x9 2 ot ) his own small busin ng folks from a f 
cannon, although there's limited potential aR BAS 
on the floor of the lake! He's a great é 


THE Dry LAKEBED OF HYLIA, .. mechanic, however, and specializes in 


Ls 





rebuilding old cannons. | EAN 





<< Dog-paddle toward the odd 
building in the distance and switch 

on your sense view to check the 
ghostly floating fires ahead. These 

» change to Zoras, a friendly people now 
downtrodden by the water shortage. 

» According to the warriors, the 








problem seems to be coming from the water's source; Zora’s Domain. 


The Zoras: 


An aquatic tribe of people with gills and lungs, the 
Zoras are a proud and ancient race, led by a beloved 
king and queen. Recently their lands have become 
embroiled in turmoil as their water supply has 
dwindled. Now full of melancholy, they wish for 
happier times. 








\ THIS LAKEBED IS A HOT SPOT FOR DIGGING. THERE ARE AT LEAST 
40 HOLES TO BURROW INTO FOR HEARTS AND RUPEES. 












Run across the 
lakebed to the Twilit 
Bulblin Archer who’ 
roaming this area. 

~~ He'stops when he 
spots You; in moves quickly to a patch of grass. After playing 
an unspeakable tune, a giant Twilit Carrier Kargarok swoops 
down from the heavens and the archer mounts it! 








































The Twilit Carrier 
Kargarok is a strange, 
giant, mutant version 

of the Kargaroks you've 
encountered before, but 
is coyered in Twilit skin. 
The beast and rider begin 
with some annoying 
arrow-firing; you can't 
reach them, so run away 
from the arrows, When 
the rider draws the Twilit Carrier Kargarok down and 
swoops in on you, be sure you use ) to target early, then 
make a leaping jump onto the beast. Tap ® furiously to bite 
the Twilit Carrier Kargarok multiple times, until he throws 
you off. Do this a second time and the Twilit Bulblin 
Archer falls, 





The Twilit Bulblin Archer loves 
to fire from outside your range, so 
make the best use of close-combat 

situations and leap, cling, and bite! 








A The Twilit Carrier Kargarok is still flapping about as 

the Twilit Bulblin Archer falls to the lakebed. Target him 
immediately and finish him off. Then watch as Midna teleports 
across the skies and lands on the beast'’s back! She asks if you 

) want to fly to the Zora’s Domain. Agree. 






_ dash, Be sure you clear this 








1. THe GREAT LAKEBED DiG 
This is the only time you'll be able to dig (as the lake should 

be full the next time you visit), so switch on your sense view 
and prowl the perimeter; there are at least 12 areas around the 
sides of this bed and Fyer’s cannon house. All give you Rupees 
(mainly green (1) and blue [5]) and Hearts. You'll find them all 
in about 10 to 15 minutes. 


2. FINDING FyeR’s FUNDS 
After you speak to Fyer, take the 
Heart and a few Rupees from his 
collection of pots; there are a few 
more pots containing a Rupee or 
two on the other side of his shack. 





Frying Up THe RIVERBED 


You're soaring through the great gorge with the riverbed below you, 
your physical body clamped in the Twilit Carrier Kargarok’s claws. 
You control the winged beast with the Wii Remote—fly in the 
direction of the light blue target. Dash by pressing ®. 












< Steer by pointing your 
target toward the lit areas, 
and dash between the two 
b long towers that contain 

h archers, 


> You're traveling directly 
north; point your carrier up 
toward the bridge light and 


bridge with archers on it; fly 
up and dash over. 


Swoop under each of the detonating it that fall to the side 
and move right when the central rock falls forward. 


> In the final section of 
river, fly with periodic 
dashing, staying in the open 
and always aiming for the 
light. Stay to the side of the 
falling boulders, then aim 
for the brightly lit exit. 










» YOU CAN ALSO DASH AND STRIKE ANY OF THE ARCHERS 
) THAT ARE ON EXPOSED ROCK AREAS, ALTHOUGH THIS 
= 1S DIFFICULT. IT IS LESS DANGEROUS TO AVOID 
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THe Corp SHOULDER 
IN ZoRA’S DOMA 








A After some scrabbling in the dirt for hidden 
items, you can investigate the spirit of a woman 
near the sign for her business, which advertises boat 
rentals to get from here to Lake Hylia. No wonder 
she seems so upset—there’s no water in the river. 
Her name is Iza, and she’s cold, fed up with the 
Zoras and their water siphoning, and wants to know 
what's going on. 


is the eldest 
of three children. Coro and 
are her siblings. She 
runs a boat rental shop in 
the usually wild rapids of the 
> Upper Zora’s River. She is 
frank and open-hearted but is rather gruff. 


“Os 











< There's little 

} you can do except 
leap into the dry 
riverbed from your 
current location. 
There's some 
evidence of ice in the riverbed and two Bomb Rocks 
(one in the southern area, and the other in the 
middle part) in the area. The bed seems to get more 


icy as you head east. 


> Head past 
three thin rocks 
protruding from 
the icy riverbed, 
and continue to 
run toward the 
giant ice structure in the middle of this huge cavern. 
At the base of the ice structure, shatter a little ice for 
Hearts and gnaw on a few Twilit Keese. 
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When youre done exploring the structure's base, find the snowy ramp. rs 
Midna says she can help you leap up to the next series of ledges. Jamp —~ 
six times, constantly holding down @ for best results. Turn right as you 


reach the ledge. 


<< Walk along the ledge heading ~ 
east until a shard of ice smashes in 
front of you. Run and spin attack 
it, clearing it from your path. 

» Then move around to this point, 

§ where Midna recommends you 
scale the rest of the structure. 





Hold @), then leap and ascend the structure, which wobbles under 
your weight. Leap quickly the first three times, and you'll narrowly miss a 
falling shard. Clamber back on, and stop as you reach the fifth total jump. 
Let the next shard drop, then make your sixth leap. Grab and hold that 
next ledge! 





IF YOU'RE STRUCK BY EITHER OF THE TWO FALLING SHARDS ON 
THIS GIANT ICE PLATFORM, YOU SURVIVE THE FALL BUT MUST 
¢.. JUMP ALL THE WAY TO THE TOP AGAIN. 


After another four leaps, you make it to the top of the icy tower. 
Dispatch a couple of Twilit Keese and maneuver around the icy tundra. 
There's a rock blocking a path sloping down in the northeastern part of 
this area. 





Warp PORTAL 
Three Twilit Messengers 
from the world of shadows 
it your tooth and 
w. Head for the Twilit 
ssenger and bite him 
or use Midna’s area attack. 
Then trot around the en 
fence to where the other two Twilit Messengers are. Position 


yourself so you can strike them in one energy , and let rip. 





THIS BATTLE MAY TAKE MULTIPLE ATTEMPTS TO 
\ PERFECT, AS YOUR AREA ATTACK 15 STOPPED IF 
YOU HIT ANY WALL DURING THE TAKEDOWN. 
MAKE SURE YOU'RE AWAY FROM WALLS 
) WHEN YOU LAUNCH THIS TECHNIQUE. 





> A warp portal opens above you. J 
At the same time, you peer down 
into the ice; dozens of Zoras lie 
encased in this frozen pool. If only 
there was some way of melting 
it...perhaps with a giant molten 
shard. Hold on.... 




















. Grass Just north of the landing spot ARES) 
‘Grass: Southwest area, just off the promontory (Rupees) 


+ Crates: Just left of where Iza is sitting, by the side of the 


‘boathouse (Rupees and Heart) 


‘Dig spots: In the same area as the crates, near the side of the 
building (Hearts) 


Dig spot: Behind the sign, next to Iza 


2. SMASHING THE ICE STALAGMITES 
There's a couple of large, white ice 
stalagmites to the east on the riverbed; 
execute a spin attack when you're near 
them and they shatter, sometimes 
giving you a Heart or a Rupee. 





A MucH WARMER RECEPTION 
IN ZORA’S DOMAIN 


Bring up your map and warp to Death 
Mountain, Run to the molten shard 
stuck in the ground and contact Midna. 
’ She summons great strength and rips 

? the shard from the ground. Warp back 
to Zora’s Domain. Midna drops the shard into the pool and water begins to flow 
down the river. 





<< You can now 
reach the spirit cave 
and meet the spirit of 
the lake! Spend a few 
moments listening 
to the Zoras as they 
recover from their 
forced slumber. 
They're coughing, 
murmuring, and wanting to know if their friends i in the waterfall pool are 
okay. Head south. 





As you prepare to leave, a voice tells you 
to stop. Someone can see you, A slender 
and tall Zora appears in a ghostly pallor. 
She is Rutela, leader of the tribe. The 
dark ones executed her, and she sent her 
son Ralis to warn Princess Zelda. He grows weak. She urges you to help him. If 
@ you do, Rutela will bestow the protection of water on you, 





Rutela: 
~ When alive, she was between 20 
s old. She and he 


were executed by the mad King 


and 30 y 


Shadows, named Zant, and 






ach pool in the 







northern province that shares the tribe's name. She 


ethereal and elegant, and seeks help for her son. 

































<< Follow Midna’s 
advice and try 

to head back to 
Lake Hylia from 

> this point. Swim 
§ along the gushing 
channel and then 





leap from a promontory, or over the waterfall; you land in 
the waterfall pool below and are swept downstream. You 
awaken at the foot of the cave to the spring of the Spirit 
Lanayru. Enter. 


OSS Mametass OO 


1. Grassy LEDGE, HIGH ABOVE 
THE Poot 

After you speak with 
Rutela, but before you leap 
off the waterfall, check 

out the area to the east, 
where you spotted the rock 
blocking the path before. Crates (Rupees) and grass 
(Heart) are available now. 


CO eH) 


AN AUDIENCE WITH) THE 
Spirit LANAYRU: FILL, 
THE Vessex or Licur 





< Once inside the spirit 
cave, advance forward and 
speak to Lanayru, the final 
Spirit of Light. “Collect 
my light and lift the final 
cloud of twilight that threatens to cover all of Hyrule!” 
the entity gasps. You're given a familiar item with which 
to complete this task. There's little else to do except leave 
(but first gathera 
few Rupees from F 


VesseL OF LIGHT 
You Got THE VESSEL 
oF Licut! Use THis To 


4 





the grass around 






this pool's edge). 





THROUGH THE DARKNESS, 








MARY CHECKLIST 
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Lake HyLia: 
Twiuir PARASITE #1) 
<< Your map now é toward F) 
has several white 4 om looking hut, and you 
dots indicating the 7 . a “ enter a circular plateau 
locations of the 16 F : f grass where you hear 
& Twilit Parasites. You > y the familiar sounds of 
begin in Lake Hylia 


Continue heading 


r’s odd- 





» and can attack the 
Parasites in any order. We chose to head north and west, the one standing away from the other 
toward a Zora worried about A strange fluttering foe. remaining Messengers closer to each other. 


WHEN YOU REACH THE SMALL jetty, MIDNA SAYS YOU CAN 
BLOW ON THE BiRD GRASS OVER ON THE SMALL 
Y PROMONTORY AND RIDE THE TWILIT CARRIER 

1 KARGAROK uP TO ZoRA’s DOMAIN. THERE'S 

y NO REAL NEED TO DO THIS, HOWEVER, 
AS YOU CAN WARP THERE. 


OF THE MOST IMPORTANT. YOU'LL USE THIS A LOT 


> Walk along DURING YOUR COLLECTING. 





the series of half- 

submerged tiny 

islands that stretch < Now that the Twilit 
from the spirit cave Messengers have gone, 
to this small jetty. you can concentrate on 


locating the next Parasite. 
Wander down the planks 
linking the islands to 





Collect items from 
the grass slicing if you wish, then prepare to fight a nasty 
Twilit Parasite when you reach this place. Grab the orb it 


explodes into. » Fyer’s hut. Ignore Fyer and 


head around the back of the hut; the Parasite is floating in this 


LAKE Ayia: Twa area. Wait for it to descend before grabbing it. 
PARASITES) #2 y) #3, AND #4 > Return to the plateau 


where you fought the 








Twilit Messengers and 





take the sloping grass path 
that's next to the entrance 
to the wooden bridge area. 
Follow this around and 

to the right, then turn south, looking out over a small gap to a 
protruding island that looks a bit like a mushroom, Line up your 
position and make the leap, or you land in the water and must 
swim back to the island near Fyer’s hut and try again. 


> Turn and make 
another well-positioned 


A Retreat back to the spirit cave entrance, then journey 


along the wooden bridge to a series of small grassy islands jump to a ledge along the 


in the lake's southern part. As soon as you leave the wooden southern wall, then work. 


bridge sections, you see a Parasite scuttling about. Switch your way around to this 


to your sense view, then target and leap on it. Collect your set of grass and dig spots. 


second orb. 


The Parasite is hiding in 
the grass. 
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yermin appear in 

“other places. The next place to look is up the Zora’s 
River. You must call the Twilit Carrier Kargarok to fly 
“you'there. Perform a howling at the tiny island adjacent 
to Fyer’s hut or at the promontory jetty where you found 
Parasite #1. The pitch is as follows: High, Low, High, 
Low (hold). 


OSS iametns 0) 


1. Lake Hyula (DURING THE HUNT FOR 
Parasites #1-4) 

Now you can investigate the upper ground of Lake 
Hylia. Locate these areas for Rupees and Hearts: 





Grass: The mound the Zora is standing on 
(Rupee) during Parasite #1 hunt 


Grass: Half-submerged just west of the Zora 
during Parasite #1 hunt (Rupee) 


Grass: The tiny island west of the Zora, on the 
way to Parasite #1 (Rupees and Hearts) 


Grass: The half-submerged grass at the end of the 
tiny island’ path (Rupee), near Parasite #1 

Dig spot: Under the location of Parasite #1 
(Rupees and Hearts) 


Grass (around four areas); On the grassy ledge, 

in the western area of Lake Hylia (Rupees and 

Hearts) 

Dig spots: Three or four areas on the western 

Pmt og grassy ledge, Lake Hylia (green [1], blue [5], and 
f 4 yellow [10] Rupees) 

a Dig spots: On the flat plateau the Twilit 

s Messengers appeared on (Rupees and Hearts) 





Dig spots: On the smaller connecting island near 
the wooden walkway to Fyer’s hut (Rupees) 


Grass and dig spots: There's plenty on the small 
grassy rock where you dug for Parasite #3 (Rupees 
and Hearts) 

























ae Tae 
SOT By AAS f 
ZORA'S RIVER: PARASITES, 
#5, #6, #7, AND #8 


< Once on the Twilit Carrier 
Kargarok, slow down and switch 
on your sense view right away. The 
map tells you the four locations you 
can find each Parasite. To defeat 
each one, you must dash (®) into 





it. Don’t worry if you miss; the 
Parasites usually fly after you. Simply slow down, wait for the Parasite 
to pass, then ram it. Continue with this plan until you defeat all four 
Parasites; the orbs automatically coalesce into you. 


Upper ZorRA’s RIVER: 


== 


> You're back at Iza’s dwelling, and she's 
relaxing on the steps. Speak to her, and 
the electrical discharge from the Parasite 
freaks her out. Locate the Parasite, 
which is behind you, and pounce on it. 
Iza doesn’t know what to make of this 
sparkling (as you're invisible to her)! 

> With the water now running through 
the river, you can access the platform 
linking the north and south banks of this 
area. Run across here, and read a sign 
about the boat trips. Then head down to 
the north bank and explore; there are the 
usual spots to locate. 





There's an interesting locked door in the north wall. The sign next to it 
lets you know there's a Fishing Hole beyond. Remember to come back here. 
A Bomb Rock is on the upper area here as well. 


CSS] Mameinss 260) 


1. UpPER ZorA’s RIVER (AFTER THE HUNT FOR PARASITE #9) 
The north bank of Upper Zora’s River near Iza’s hut is packed with goodies: 


Grass: Against the rock wall, just to the side of the dwelling (Rupees) 
Crates and dig spots: To the side of Iza’s dwelling (Rupee and Hearts) 
Grass: In the middle of the bank, leading to the Wind Stone (three Hearts) 
Dig spot: Behind the sign for the fishing hole (yellow Rupee (10]) 
Grass: Just right of the path to the fishing hole (Rupees) 

Grass: Darker grass on the Wind Stone promontory (Heart) 

Dig spots: Under the Wind Stone promontory (Hearts and Rupees) 


Dig spots: On the lower bank, near the water's edge, east of the Wind 
Stone (Rupees) 


Grass: Two places before and after the Bomb Rock on the upper 
ground (Rupees) 


COR) 



























Before you continue, 
it is vitally important 
that you investigate 
that strange 
ceremonial stone 

on the nearby rocky 
promontory. Listen to the tune the wind whistles 
through the hole in the rock. You must now recite 
the tune. Watch the tune, or follow the instructions 
here, then replicate it. The pitch is as follows: Low 
(hold), Middle, Low, High (hold), Middle, Low. Use 
6 to howl high and to howl low on your ©. For 
midrange howling, don’t move the stick. 





You appear as a wolf 
near some snowy peaks. 
The White Wolf appears 
at the end of a leafy edge, 
on the world’s opposite 
side. You howl the tune 
again. When you finish, 
the White Wolf tells you, 
“Let teachings of old pass 
£0 YOU...” 





YOu HAVE SUMMONED THE WHITE WoLrF! HE 1s 

CURRENTLY WAITING FOR YOU ON A SMALL STONE 
PLATFORM NEAR THE EAST ENTRANCE TO 

-— B CAsTLE TOWN. YOU MUST HEAD HERE AS 


/ (34 LINK AND LEARN YOUR NEXT HIDDEN 
f SKILL. THE WALKTHROUGH TELLS 
Y YOU THE EARLIEST POINT 
ZoRA’S DOMAIN: 
PARASITES #110 AND #11) 





2) THAT THIS 1S POSSIBLE. 











A When you're done howling, move to the far end of the 
upper bank to the natural bridge, upon which two Zoras 
stand. They are searching for Prince Ralis and dive into 
the water, where they swim down the stone tunnel with 
the torches on each side. Don’t swim just yet. 











~ Zora’s Domain, as there are 
a few more Twilit Parasite 
to locate. Move along the 





}), the Zoras talk about falling 
™ molten shards. Continue 

farther along to a Zora looking at an icy blockade; the route to 

Snowpeak is impassable! 


> Drop to the water now and 
swim into the middle of this 
area. Use your sense view to 
locate two Twilit Parasites 
buzzing about the series of 
tiny islands here. Climb on 

an island and be patient. 

To target a Parasite, press @) and flick between the two Parasites 
until one flies close to you, then leap and strike. If you miss, climb 
on another tiny island before you're zapped. Keep this up until you 
defeat both Parasites and you have their orbs. 


ZORA'S DOMAIN: 
PARASITE #12, 








\ 
A When you're done with the two Parasites in the middle of the 
waterfall pool, swim west toward a small and large rock. Climb 
onto an area of stone. Head up the grassy ramp and locate the 
shadow in the earth, near a crate. Dig up the bug in the shadow, 
then pounce on it quickly, or it will fly above you and torment you 
for several minutes before dropping low enough for you to jump 
and grab it. 


> Continue along this sloped Dr asst 
ledge, heading north and : 
picking up spare Rupees and 

Hearts from the Missing Link 
locations. At the ledge’s end, 

almost hidden behind grass, is 
a small chest. Open it up for a 





oes OB 
% So) a 
small reward, [oveavionl 
Cuesr #18: 
of — Yetlow 
|, Rupee (40) 2) 
& 
PO Om 















































THERE'S A SOUTHERN EXIT TO THIS 
& BALCONY, WHICH IS CURRENTLY BLOCKED. 
REMEMBER THIS FOR LATER, THOUGH; 

] THIS 1S A QUICK WAY TO GET FROM 
Zora’s DOMAIN TO HyRULE 


Fietp (NortH)! 
—& Locate the small grassy ramp to ar Y, 
the left of the ice blockade, and utilize Up OTHE Tor OF ZORAS) S 


Midna to leap onto a ledge. Use her Denn INY PARASITE # #114, 


. p41) 
again to leap another gap, then run 
along the narrow ledge until you're 
j) near we waterfall at some cee 











< Run north 

along the 

balcony, and 

use Midna to 

» jump back on 

), the narrow grass 
> platform where 

you collected the green Rupees (1). Run to the top of 

it, near the giant mollusk fossil on the wall, and use 

Midna to leap across some tiny protruding rocks. 


> Continue along this ledge’s edge to 
another shallow ramp where you can 
summon Midna. Leap across to the 

vine-covered ledge above. Keep going, 
leaping another couple of very narrow 
and small rocks protruding from the 

wall, and you'll be able to head behind 
the waterfall, along a very narrow stone ledge. > You finally 








reach the 
{gs > After you pass behind the top of Zora’s 
waterfall, the ledge leads to a sloping Domain and 


gtassy ledge that contains a chest at 


the far end. Break oe oy 
open the chest for a ie 
Cutest #19: 


reward. Rep Rupee 
(20) 


can maneuver 
past the grass 
and crates you 
checked earlier. Instead, head to the chamber where 
the Zoras are recovering. Locate this wall, near an unlit 
torch and a stretched-out Zora. Charge and ram it! 
This dislodges the Twilit Parasite that’s resting on the 
< Double back, heading to the surface. Wait for it to descend, then chow down. 
narrow stone path with the waterfall. 

Locate a shallow stone ramp on the Coe icanolnre S00) 
& inside of the rock wall, and use Midna Manes Lis 


1. Zors’s DoMAIN (DURING THE 








to leap up to a series of tiny square 


rock ledges. Leap across them all, Hunt FoR ParRAsites #9-1 2) 

and wind your way up along another As with your previous searches in these areas, check 
narrow ledge. Use Midna to leap crates, the ground, and grass for the following items: 
again, and then run down a grassy Crate: Southeast water level ledge (Heart) 


led, i i 
> edgercollecting green Rupes (2) Crate: Eastern rock wall, next to ice blockade (Rupee) 


Grass and crate: On the far side, near the base ledges 
where Midna is summoned (Rupees and Heart) 





» Turn the corner, following the 


Grass: First ledge, on the way to behind 
waterfall (Heart) 





trail of Rupees, and leap onto a rocky 
balcony area. If you dash north up the 


stone steps a rockeblocks your way; Grass: Near empty crate where Parasite #12 is 


2 ; d R 
you saw the other side of this rock lug up (Rupees) 
earlier at the top of Zora’s Domain. Grass and crate: Western edge, ramped area 


after Parasite #12 (Rupees) 





Return to the balcony with the Zora 
ceremonial columns overlooking the waterfall, and dash along this area Grass: On the water's edge side of the ledge right 
heading south. Watch for the Twilit Parasite that’s buzzing about here. next to chest #18 (Rupees) 


Dispatch him! 












CASTLE TOWN: 
PARASITE FOUND 


<< Your last Twilit 
Parabite is waiting for 

you in orb form outside 
Telma’s Bar in Castle 

» Town (or behind a crate 

if you didn’t find it when 
you entered the bar for the 
first time). Get there as quickly as possible, but definitely try a 
spectacular leap from the main waterfall. 





Swim or run along the ledge and head south, out of the 
waterfall pool. Follow the advice of the Zora you met near Iza’s 
dwelling and locate the stone tunnel with the torches. Swim into 
it, going with the current." 


> You appear in the 
water channel on the 
north part of Hyrule Field 
with Castle Town in the 
distance. Swim to a set of 
steps and climb out. Take 
the southeast path out of 
here. Remember there are roaming Twilit Bulblins to slay. 







IF YOU'RE LOST, LOCATE ILIA’s SCENT AND FOLLOW IT; 
YOU'RE USING THE SAME ROUTE AS BEFORE. 


< Travel into the eastern part of 
the Hyrule Field next to Castle 
Town, and enter via the same 





Upper Zora’s River; if you didn't, do this now!), who is sitting on the 
vine-covered plinth. Come back here when you're human. 


WARP PORTAL 


As you reach the Castle Town ce bridge 
the White Wolf, three more Twilit Messenger: 
the sky. Run past the two closest to you, and sa 


third near the entrance. 

With the first T 
Messenger down, run around in 
front of the energy wall and coax 
the two others together, launching 
Mid. 
you've targeted the rem 


soon as 


ining two Twilit Mi gers. They 


through them. The 


crumple 
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A Travel into Castle Town. Nothing has changed. The 
area is still bathed in twilight, so head directly south, then 
around to Telma’s Bar via the alley that leads past the tent, 
Agitha’s Castle, and the fortune teller. The orb you formed 
earlier is still here; grab it. 





_ IF THERE'S NO ORB HERE, IT MEANS YOU DIDN'T 
» SHATTER THE CRATES IN THE FAR UPPER 

I) CORNER OF THE COURTYARD, RELEASING THE 
Twiuit PARASITE. THIS IS WHERE HE'S 
HIDDEN. 
















A Gather all the Parasites on the map. There's one that’s 
just appeared in Lake Hylia. Warp there at once, paddle out 
to its location, and you see something a lot bigger, and a lot 
more frightening, charging through the waters. 
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KING SECRETS) 


Lanayru: 


7 The embodiment of the land of 


ID SHOE 
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Lanayru, this mag) 


eee, form of a snake and in the 
The Spirit Lanayru awakens from a slumber, after Midna leaves 


to find her Fused Shadow piece. It tells you the dark power 
you seek awaits in the bed of Lake Hylia. But you must see 
something first... 





ring near Lake Hylia. It seeks the 





















When all was chaos, the goddesses descended and gave order and 

life to the world. They granted power equally to all who dwelt in 

the light, and then returned to the heavens. These lands became 
known as the Sacred Realm. 


Soon news of the Sacred Realm spread, and a great battle ensued. 
Among those living in the light, interlopers who excelled at 
magic appeared and tried to control the Sacred Realm. 


Tt was then that the goddesses ordered us three light 
spirits to intervene. We sealed away the great magic those 
individuals had mastered. 


You know this magic. It is the dark power you seek, the Fused 
Shadow. O hero chosen by the goddesses, beware. Those who 
do not know the danger of wielding power will, before long, be 
ruled by it. 


You collapse at the edge of the Lanayru Springs... 
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Te aouGA EePcones IONS AND SA \VING THE ZORA PRINCE: OVERVIEW 


ith a large amount of Hyrule shining brightly in the light, you can now begin a thorough exploration of your 
surroundings, gathering more Rupees than you ever thought possible, almost completing a collection of Golden 
Bugs, and finding dozens of chests scattered throughout the land. You can halt your expedition for as long as you 
like to claim the third Fused Shadow, and attempt to complete minigames, find secret ledges, and bomb multiple Bomb Rocks 
to uncover the Rupees hidden inside. When destiny finally calls, and you've acquired a bigger wallet, more Bomb Bags, and 
spoken to a strange little Princess about a Bug Ball, your task is to escort the sickened Prince Ralis to Shaman Renad 
ing hands. Only then will a gift from the Zora g 
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Dive intro LANAYRU 
Spirit Cave 


IN ORDER TO MAXIMIZE YOUR ENERGY, WE'RE SHOWING YOU 
> @ ALL THE INCIDENTAL ITEMS AS EARLY AS POSSIBLE. 
However, MIDNA MAY APPEAR FROM TIME TO 
7 TIME, WANTING TO PRESS ON WITH THE MISSION 
TO FIND RUTELA's SON, THE PRINCE. YOU 
CAN START THIS PART OF THE MISSION 
2) (Task #6) AT ANY TIME. 






spirit has spoken to 
you, you're free to 
hunt the land for 
chests, items, and 
other interesting 
trinkets before 
attempting to find the final Fused Shadow piece. Begin by 
diving into the pond inside the spirit cave. Put on your Iron 
Boots so you can sink toa small platform containing a chest, 


thenswimandsinkinthe g@2 CF. oe29 ea) 
pond’ eastern part to find Pomona lOverworio}) 
Cnest #20: Cnesr #21: 
a second chest. LOeROreS Sete. 
After raiding these two { ) wo) fp Ruree (10) J fe 
chests, check the poolfor 2 oy 
some underwater Bomb Rocks, and check the side ledges for 
grass containing multiple green Rupees (1). Look carefully 
before you leave to find vine walls, Clawshot medallions, and 
an upper exit in the south wall you can't reach yet. Return 
here later. 


EXPLORING LAKE HYLA, 








A Without the twilight enveloping the area, you can now 
investigate every part of the lake. Start with the set of tiny 
islands and platforms in the southeast. Move to the island 
near Fyer's house, and chat to a strange bird named Plumm 
(he doesn’t speak to humans, so return as a wolf) and a Zora 
guard. The other Zoras are on patrol at the lake's bottom. 





























A female myna bird that works hard at her 
balloon-popping attraction, which she invites 
only those in wolf form to see. Plumm appears 
at two spots in Lake Hylia, ready to take your 

money in exchange for a shot at this minigame. 


She's great friends with Trill. 


THERE'S A LARGE FLOATING PLATFORM (CALLED “THE ISLE OF 
~ _ RICHES” BY SOME) TETHERED TO FyER'S HUT. IT HAS A POLE 
AND A ROTATING PLATFORM AT THE TOP; THERE ARE A FEW 
; CHESTS ON HERE. THIS IS A GREAT PLACE TO LAND 







< Ifyou wish to 
move quickly to 
the bridge area 
above Lake Hylia, 
run toward the 
hut that Fyer has 
now opened for 
business. There’s a 
>) cannon hut jutting 
from the rocks next to the bridge, high above the lake’s northern wall. 
‘The price is only 10 Rupees. Give it a shot and step into the cannon. 
After the coordinates are measured, and the strange organ with the 
chirping Ooccoos is wound up, you're fired! You land on a platform that 
has a giant target painted on it. 


&. THIS CANNON IS A GREAT WAY TO REACH THE HYLIAN 
BriDGE 1F MIDNA ISN'T ABLE TO WARP YOU, OR YOU WISH 
ey) TO TRY AN EXCITING NEW MINIGAME INVOLVING 
Cucco Ftyinc! 








Havine Some FUN 
WITH, FLIGHT-BY-FOWL 


A When you reach the perched building high atop 

the lake, don’t enter the door just yet. Instead, take 
out your Gale Boomerang and look around. There's a 
spinning weathervane fan on the building's gable. Aim 
at it; it spins and halts a rotating platform down on 
the Isle of Riches. 







Wuy Do THis? BECAUSE THE ROTATING 
PLATFORM HOLDS A CHEST WITH A GREAT 

PRIZE, AND IT'S EASIER TO LAND ON IT 
>= IF THE CHEST ISN’T ROTATING. 


BEFORE YOU BEGIN YOUR FLYING, CONSIDER SPENDING 
SOME RUPEES AT TRILL’'S, BUYING BOMBS FROM BARNES: 
OR ITEMS FROM MALO OR THE SMALL GORON, 
OR VISITING CASTLE TOWN TO GAIN A BIGGER 
WALLET FROM AGITHA. IF YOU DON’T 
OFFLOAD SOME RUPEES OR GET A BIGGER 
WALLET, YOU WON'T BE ABLE TO FIT 
ALL THE TREASURE IN YOUR WALLET. 











A With the rotating platform stopped, enter through 
the door that leads inside the house. Drop down the 
ladder to a sloping wooden floor. The exit is up the 
ramp, to your right and leads to the “fantastication” 
sign and Hylian Bridge. 
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< Or you can head left, which 
leads to Falbi. He whoops and’ — 
whistles, beckoning you to pay 
him 20 Rupees for the chance 
to fly onto the Isle of Riches ° 
to become a wealthy man. Pay 
up—this will be fun. 


Falbi: 


Somewhere between 20 and 30 years old, 








Falb former circus member and is very 
tall, especially compared to the short Fyer 
down below. He's begun a small business 
rding fabulous prizes for those who can 
grab a Cucco by the legs and pilot it to a small 
platform down on Lake Hylia. Overly cheerful, he loves to 


gesticulate wildly and coax customers in for a ride. 


<< Step #1: Before you grab a 
Cucco, have your Iron Boots 
close at hand; make sure you can 
access them by pressing $y. Then 
choose a Cucco; they all fly the 
same, regardless of color, Step off 
® the tiny platform and fly! 





Step #2: For your first run, fly through the giant floating Rupee. 

You receive the amount indicated (the color indicates the amount 

of Rupees you receive), and the giant floating Rupees show the best 
landing trajectory to the Isle of Riches. Then swing right and head for 
the blue Rupee (5). As you arrive, make a strong banking left turn. 


»> Step #3: Aim for the next 
giant green Rupee (1). By the 
time you reach the last giant 
Rupee, you're too high and will 
overshoot the tiny rotating 
platform. You can still land on 
the lower part of the “Isle of 
Riches,’ but where's the fun in that? 





Step #4: As soon as you pass through the last giant Rupee, put on your 
Iron Boots and take them off about half a second later. If you wear 
them too long, you drop too far and miss the top platform. Wear them 
too briefly, and you will overshoot it. This takes skill and practice, but 
you can definitely land on the tiny top platform! 


IF YOU MISS, RIDE THE CANNON AT FYER’S HUT UP TO THE FLIGHT- 
BY-FOWL BUILDING AND TRY AGAIN. THIS TIME, PUT THE 
BOOTS ON DURING THE FLIGHT OR AS YOU LEAP, BUT ONLY 
VERY BRIEFLY. THEN FOLLOW THE RUPEE PATH. ROTATING 
THE FAN ATOP THE BUILDING TO STOP THE UPPER. 
PLATFORM ALSO MAKES THIS MUCH EASIER. 













was that we'd forgotten to stop the platform rotating; it is 
_ definitely possible, so keep on practicing. 
y 


<< Landing on the platform 
allows you to ransack all the 
chests on the Isle of Riches. 
Begin with the top rotating 


0 or 
Porcwoa 
Cnesr #22: 
ORANGE 
,Ruree (100), 
<\ c 
ea) OG 


<_ You must now be 





for a huge increase in your Rupee collection! 


incredibly careful not to 
jump off the upper platform 
and miss the next ledge, or 

») you'll haye to complete this 
=. \ flying game again. You must 
drop off the upper platform's 
southeast side, hang from it, then land on the next platform below, 
You must crack open this chest, which is directly under the first. 


2) pee ex 
9 ° 9 
GOverwornp Piece oF HEART a 
Cuest #23: 5° You Got Prece OF HEART 
Piece OF (as) #15! You coLtectep 5 Pieces 
( |, Heart #15 5 Z AND FORMED A NEW HEART 
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CONTAINER! iS 
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> You've increased 
your energy level by 
another full Heart 
Container, but there 
are more prizes. 
Drop down from the 
same corner as you 
did before, toa larger 





platform that contains a treasure chest. Pry this open for another 
Rupee prize. 

Drop to the increasingly larger platforms on this isle, and run 
over to another, smaller chest. The Rupee reward is smaller but still 
worth your effort. Now jump down to the next platform and avoid 
the floating lantern—that’s an Imp Poe. You must return for him 
when you can transform into a wolf at will. Instead, crack open the 


next chest. 
— —R cc af ci SER 
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ransacking of all the 
major chests on the isle, 
there are still more places 
you can fly to from Falbi’s 
Cucco flying building. 
Head back here via Fyer’s 
cannon, and start another run. 





This time, aim directly at the Lanayru spirit cave entrance. As 
you near, you'll see two protruding entry pillars, both with chests 
on them. You can fly and land on one of the protrusions, or fly and 
land on the middle ledge, grab another Cucco, and land on one. 
To grab the other chest's contents, repeat the flying. Or wait until 


you have the Clawshot, which gy5a Son oe a 
makes reaching the chests a 5 Branvonth PPvcwron 
Cust #27: Cnest #28: 
PURPLE Rupee ORANGE 
Le OOnwel .Ruree (100),] 
a Ul 
a5 om 10) a 


little easier. The western chest 

has the higher prize. 
< The Rupees 
don’t end there 


either. Head back 
up to Falbi again 
and take to the 

») skies hanging from 
the Cucco of your 
») choice. This time 
swing left, and follow the series of giant Rupees down to a long 
thin rock in the lake's middle. Either drop from the Cucco, or use 
the Iron Boots to land on the small platform atop a rock pillar. 








Se THERE'S A SMALL LEDGE DIRECTLY UNDERNEATH 


é 7 FALBI’S DWELLING THAT YOU CAN FLY TO, BUT YOU 
\ te. 
\ 4 -¢ 

= 






CAN'T GRAB THE ITEMS THERE YET. RETURN 
- HERE WITH THE ABILITY TO TRANSFORM. 





A The main reason for landing on this rock is the view, but 
there's a secondary reason (and a secondary Cucco) too. You can 
now fly via Cucco to the top of Fyer’s cannon hut and inspect the 
top of the cannon hut from this angle. Land on the cannon roof, 
then drop to the north side for a red Rupee (20), and then into a 
boat. Walk along a small crane attached to the hut to obtain two 
yellow Rupees (10). Then drop to the ground. 












A Now explore the area to the south of Fyer’s cannon 
hut. Move to the series of islands and plateaus, and 
locate the ladder leading to a short grassy connecting 
bridge. Climb up to the southern grassy area. Run to this 
small marsh, where there's a crate to destroy. Inside is a 
Fairy—bottle it! You can also gather water from here. 
This is only useful for putting out small fires and is not 
necessary for your current tasks. 


YOU RETURN TO LAKE HYLIA AND SMASH 

OPEN THE CRATE AND OBTAIN THE FAIRY AS 

|) MANY TIMES AS YOU WISH. YOUR ONLY 

LIMITS ARE YOUR ENERGY AND THE 

NUMBER OF BOTTLES YOU HAVE TO 
CATCH THEM ALL IN! 








LANTERN CAVERN I]; First 


CSS pr pag DXEO) 





A Like the first Lantern Cavern, make sure you've 
got fuel in your Lantern before venturing into this 
dangerous network of pitch-black tunnels. Slash through 
the weeds in the entry p 
proceed north into the cavern’ first small chamber. 





ssage for a few Hearts, then 





Borttie oF WATER 
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< The reason 
for the Fairy- 
containing 
crate becomes 
apparent when 
you walk to the 
nearby rock 
wall. A Bomb 
Rock blocks a 
hole in the wall. Produce a bomb or Bomb Arrow and destroy the 
rock, revealing a cave entrance. This leads to a frightening tunnel 
labyrinth called Lantern Cavern II. 





A 


YOU SHOULD HAVE A FULL LANTERN AND BE READY TO FILL AN 

_ EMPTY BOTTLE WITH OIL YOU GATHER FROM YELLOW CHUS 
DURING YOUR UPCOMING EXPLORATION. THIS IS YOUR 

I FIRST CHANCE TO EXPLORE THIS AREA, WHERE YOU FIND 
15 Cuests. ONE HOUSES A P1ECE OF HEART 
WHILE THE REST HOLD ARROWS, BOMBS, 

? SEEDS, AND Rupees! 










> A torch is in 
the middle of the 
first chamber. 
Light it with a 
wave of your 
Lantern, then 
put your Lantern 


aapenee 


away to conserve 





its fuel. 





< Notice the three large 
bomb rocks stuck in the 
chamber’s east, west, and 
north walls. Destroy the 

>, west bomb rock to open the 
=| way forward; blast through 
> the other two bomb rocks to 
reveal two small alcoves. Each contains a treasure chest. 





piaskc? 3) 
Complstoon Exploration ofLantem Caveat 
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© Piece of Heart 


A After raiding the alcoves, continue down the west 
path. A Yellow Chu guards the next small chamber, 
a convenient source of free Lantern fuel! Light the 
chamber’ central torch, then put away your Lantern 
and ready an empty Bottle. Defeat the Yellow Chu 
and scoop its remains into your Bottle for Yellow 
Chu Jelly, which you may use to refuel your Lantern 
if it runs low. 


Red Rupee 
Orange Rupee 
Purple Rupee 


Yellow Rupee 








uider= 


A This second chamber features two bomb rocks, 
one to the east and the other to the west. Destroy 
the east bomb rock to reveal a small alcove where 


* 


me G 


The east alcove holds treasure chest #29, which a few Keese are guarding. 


o> 













ispatch the Keese and open the chest for some Bombs (5). treasure chest #31isfound,then 2 oA) 
= oe e 5 2 2e Gt M 
The north alcove holds treasure chest #30, 9 me fo =f CA ge fora a er { rey, ) 
Machichicontaiieane A @ Treasure P =f Treasure | 20). Blast the west bomb rock 
)) which contains a Yellow Rupee (10). A cuesr#290F - A cuesr #30-F 


to clear the passage to the third 
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<< The ceiling of the ~ 
tunnel that leads to 
the third chamber is 
covered with Torch 
Sliigs. Either defeat 
them from range with 
> the Clawshot or Hero's 
Bow, or move forward slowly to make them drop, then hack 













A Watch out: a Beamos defends the fourth chamber. Fire an 
arrow into its laser eye from the safety of the south passage, 
then enter the chamber and light the torch to the west so you” 
can put away your Lantern. 





them with your sword. 


ay a RE 





A An Imp Poe haunts the thixd chamber. If you haven't reached A Blast the room's north and east bomb rocks, then search 
the point in the adventure where you're able to transform into ihe nortinalcove to lo catetmeasurerchese 


2 8 

a wolf at will, there's nothing you can do against this little fiend. #33, which holds a Red Rupee (20). > F Tape p 
Light the torch in the middle of the chamber, then retreat into Smash the skulls in the alcove for a couple Cuesr #33: 
the previous tunnel to make the Imp Poe lose interest in you. of hearts, then enter the east tunnel to Sais 

4 e } 

proceed. ws Cu" 












RIF YOU'RE ABLE TO CHANGE INTO WOLF FORM, USE 
YOUR SENSE VIEW TO DETECT THIS IMP POE, THEN 
RIP IT APART IT TO CLAIM Poe Sout #16. 





A The cayern’s fifth chamber is filled with goodies. Light 
both its torches to reveal treasure chest #34, which contains 


an Orange Rupee (100). Squash the Yellow 9 So 
Chu that drops from the ceiling, then f TREASURE i) 





A From the safety of the east tunnel, fire a Bomb Arrow at the 


h 
. aa ¢ Cuest #34: 
third chamber’s west and north bomb rocks xs oy scoop its Yellow Chu Jelly into a Bottle to ef Orance 
to destroy them. Cross the chamber and f acy keep your Lantern burning bright. _G.Ruree (100), 
Crest #32: 7° cs Ba 







open treasure chest #32 in the west alcove for Arrow (10), 
Arrows (10), then dart into the north passage 4 b 
fo 
2) Be 


to proceed. 


A Destroy the north bomb rock to reveal a small alcove. 
Defeat the Tektites that spring out of the alcove in ambush, 


then open treasure chest #35 for a Red f=) =f 
y 3 
IRE 





A Be careful: there’s a pit in the north passage! Cross it via the Rupee (20). Afterward, blast through the AREAS 


rf oe cae Cc #35: 

wooden plank, then defeat the Tektites on the pit's opposite side. _ east bomb rock to open the passage to the fe ae 
sixth chamber. 4 (20) ' 
oe & wo Bc 





(i Sey } Don’T FALL INTO ANY PITS IN THIS CAVERN’S 


TUNNELS; IF YOU DO, YOU MUST RESTART FROM 


=> Z THE ENTRANCE! 
FD OGULLI : 
SSS 






<< You face a fire-breathing 

Dodongo in the sixth 

chamber. Circle around 

the beast and slash at its 

tail until you defeat it, then : 

destroy the east bomb rock | | 
| 
| 
| 





to reveal a small alcove containing a tall shaft of light. Its an 
exit point! Don’t leave yet, though; there's still a lot to do in 


the cavern. 
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QOOOOOOOOD™ 


Blast the north bomb rock to reveal another small alcove, 
Which contains treasure chest #36, A few Tektites pop out of the 
alcove as well; dispatch them, then open the chest for Bombs 


(5); which you need at this point! Cut away the ogo oo 
weeds near the chest for a couple of Hearts, f TREASURE i) 
b #36: 
then destroy the east bomb rock to open the Su eeueae 
way forward. { je BeMes: (5) " 
c Ce) OG 5 
THERE ARE A FEW MORE PITS IN THE EAST PASSAGE, 
___. BUT NO ENEMIES TO WORRY ABOUT. DON’T 
=> 


i fp FALLIN! 
~ BU, 








A Another Beamos defends the cavern’s seventh chamber. 

Fire an arrow into its laser eye from the safety of the previous 
passage. Enter the room and light its torch so you can stash your 
Lantern and conserve its oil. 





A Blow up the three bomb rocks in this chamber to reveal a 

south alcove, an east alcove, and another passage to the north. 
Defeat the Keese in the south alcove, then open the treasure 

chest (#37) for Arrows (10). gm SS oko oy 
Lift the lid on treasure chest Prnassaep Frese 
#38 in the east alcove for a Bs ALE pra aee 
Purple Rupee (50). ies coh t (50) “3 
BS Co OS 9) 


»> Use caution when 
entering the north 
passage; more Torch Slugs 
line its ceiling. Defeat 
each one in turn, and be 
careful not to fall into the 
pits you encounter after 

\ the passage bends west. 





. MAKE Goop USE OF THE SPIN ATTACK WHEN TORCH 
SLUGS AND KEESE SURROUND YOU; YOU'LL RID 
! YOURSELF OF NEARBY THREATS, AND YOU'RE 
| LESS LIKELY TO FALL INTO A PIT USING THIS 
MANEUVER. 























< Another Imp Poe floats 
about in the cavern’ eighth 
chamber. If you're not at the 
point where you're’able to 
transform into a wolf at will, 
there's nothing you can do 
against this enemy. Dart in 
and light the torch in the middle of the chamber, then retreat into 
the previous tunnel so the Imp Poe stops chasing you. 










) CHANGE INTO WOLF FORM IF YOU'RE ABLE, THEN TEAR 
INTO THIS IMP PoE To CoLLeEcT PoE Sout #17. 


A Use Bomb Arrows to destroy the eighth chamber’s north, south, 
and west bomb rocks from range. Tektites hop out of the west 


20 os 
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Y TREASURE "Pp 
Cnest #39: 
Purpe Rupee] 
REACO om. 
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alcove; dash forward and cut through them, then 
open treasure chest #39 in the north alcove for a 
Purple Rupee (50) before the Imp Poe zeroes in 
on you. 


> Dart into the west alcove 

and open treasure chest 

#40 to obtain Bombs (10). 

You've pillaged this room, so 
a o> hurry into 
¥ Tease the south 


Cnesr #40: 
tunnel 


A Bomes (10) & 
bie of S 
PO BS 


> It's an uneventful 
trip to the cavern’s 
ninth chamber, but 
the Dodongo duo 
that guards this room 
makes up for that. 





before that Imp Poe catches up! 


Focus on eliminating 
one of these nasty 
creatures before tackling the other to avoid fighting both at once. 








A After dealing with the Dodongos, destroy the room's two bomb 
rocks, then open treasure chest #41 in the north alcove for Seeds 


(50) for your Slingshot. There's a Yellow Chu in ¢ 
TREASURE | 
Cnest #41: 


the alcove as well; waste it and scoop its remains 
Seeps (50) 
d : 


into a Bottle for more Yellow Chu Jelly to keep 


light in your Lantern. 






A The tenth chamber is quiet; there are no enemies here at first. 
Take out the room's two bomb rocks and to reveal a Keese-filled 
alcove to the west and a passage to the south. Slice 
through the Keese and open treasure chest #43 for 
an Orange Rupee (100), then head into the south 
tunnel. 


ok Og 
. f TREASURE + 
Cuest #42: 
ORANGE 
Rue (100),) 
a 


<< Watch your step through 
the south passage; pitfalls 
abound! Navigate the 
wooden planks that stretch 
across the pits, eliminating 
Keese who ambush you with 
the Spin Attack. 








Lake Hywa; Up THE 
TALL TOWER, 





<< After you've 
explored Lantern 
Cavern II and all but 
the Imp Poes remain, 
head out and check 

®) the sloping ground 
and large plateau to 

» the east. There's an 
Imp Poe to avoid here and no real prizes for cutting grass, but there 
is a huge tower to climb, at the top of which you'll see a great view 
of the lake. Come back here later to meet someone called Auru, but 


for now, try an impressive leap off! 
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A The passage leads to the cavern’s eleventh and final 
chamber. Another Imp Poe hovers about here; avoid it 
if you're unable to combat it in wolf form, and focus on™ 
lighting the room's two torches instead. Doing so reveals 
treasure chest #43, which contains Piece of Heart #16! 


D> o. 2 
7 F Treasure Py i Piece or HEART ‘ 
Chest #43: You Gor Piece oF HEART 


Piece OF #16! CoLLect 4 MORE 

N HEART 

|, HEART #16 FOR ANOTHER FULI 
fer CONTAINER. a] 
2 ca : 


i) IF YOU'RE ABLE TO TRANSFORM INTO A WOLF, 
11's BEST TO DEFEAT THIS IMP POE AND 
CLAIM Poe Sout #18. 


mo 








> That's it! You 
have ransacked 
Lantern Cavern II. 
If you couldn't get 
the three Poe Souls 
from here during 





this run, come 
back for them later. Step into the shaft of light in the final 
chamber’s south alcove to return to the surface with the 
loot you've gained. 


That tower is tall. How tall is it? Well, we started 
climbing at night, and when we reached the top, 
dawn was breaking! 





> The time has 
come to explore 
some of the other 
areas, so locate Fyer 
and pay for another 
cannon flight out 
of here. Exit via the 
Flight-by-Fowl building, and head up the fenced entrance 
to the Hyrule Field area and to the bridge. You don’t want 
to run everywhere, so locate the Horse Grass at the fork in 
the road and summon your faithful friend Epona. 
















: idyourrght 
nt, watch for ~ 












3 Dever 


ES 

agi Golden Bag Male Mantis 
2 RE Collection: 11 (of 24) 

“The bridge's northern 

arch houses a new 

Species of bug. Face 

south and check the 

_ right wall. The bug is too 

‘high to grab, so use your 

Gale Boomerang to whisk it to you. Pick up the Male 

Mantis and add it to your collection, which is now 

almost half complete! Now cross the bridge. 












a On 


e Mate Manns. D 


You CAUGHT A MALE 
MANTIS! BUG FANS LOVE 

f THAT GOLDEN =) 

o S 
As you cross the bridge (or at any other >) 
location after you leave Lake Hylia), the 
Postman comes huffing and puffing toward you | 
with another two missives. One is from Barnes, 
who says he’s perfected the Water Bomb. The other 
is from the Lanayru Tourist Association letting you 
know that Iza and Hena’s Playground for Grown-ups 


has opened in the Upper River area, where the carrier 
y. dropped you and you met Iza for the first time. 











» YOU CAN NOW PURCHASE WATER BomBS 
) FROM BARNES, ENTER 1z4’s RAPID RIDE 
(MINIGAME), AND ENTER HENA’s 
Fisinc Hote (MINIGAME). 


S Bo Oo 
E f Lerter #5 ty 











You Gor Letter #5: “Goon stuFF 


Pr ‘i Sa INSIDE!” BY BARNES. 
& a a 2 
Ao 2 









LETTER #6 zi 
You Gor LETTER #6: “Now OPEN 


FOR BUSINESS” BY LANAYRU TOURIST 
ASSOCIATION. 
or 


ame Glide 








> AS; you cross this large bridge, 






be sure you pause for a moment 
and begin to attack a swarm of 
Guays fluttering and swooping 
about here. When you've 
defeated your final one, a ring of 
Rupees falls from the sky! Cash 
in, then head south. 





A Gallop south past the tae and under a gigantic dead tree and rocky 
walled area. Halt when you encounter a group of Chus dropping from the 


tree to the ground. Optionally engage 
them in combat, cutting them into 
smaller Chus before they finally 
explode. You can scrape Red, Blue, 
and Purple Chu into a spare Bottle. 


“ 


You put Buue Cuu Jeity ‘ i 


Rep Cu Jetty ‘i 
You put Rep Cuu Jeuty f° 
IN your Botte. Use THIS 
TO RESTORE UP TO EIGHT 
Hearts. g 
os) 
jj You put Purpre CHu ; 


Purpte Cuu Jetty 
IN YOUR BOTTLE. Use THis TO JELLY IN YOUR BorTLe. 
RESTORE ALL ENERGY. WHO KNOWS WHAT WILL 
Ne HAPPEN... eg 
Lo D 


My. IF You’RE AFTER RED AND Biue Cuu JELLY, WHICH ACTS 
THE SAME AS LIKE-COLORED POTIONS SOLD IN STORES, SAVE 
THE MONEY AND SIMPLY COME BACK HERE. 


Buve Cuu Jetty 







<< If you approach this area 
during the evening or at 

night, expect encounters with 
Stalhounds. Dismantle those 
bony fiends before attempting to 
) locate your next Golden Bug! 














Golden Bug: Female Mantis 
Collection: 12 (of 24) 
Be sure you've removed all nasty threats 
in the area before snagging the bug that 


is up and left along the rocky wall, on 
the side of the giant tree root. Use your 





Gale Boomerang to transport the bug 
to your feet; then grab her and add her to your collection. 


a Og 
oo, 
Femace Mantis 
You CAUGHT A FEMALE 
/ MANtis! BUG FANS LOVE 
K THAT GOLDEN COLOR. 
PO 
<i 


a 










“€ Ride down this trail, over 
~ a small wooden bridge, and 
into a grassy path where 
Bokoblins are roaming. 
Thee are at least three of 
) them to deal with while 

» youre either on horseback 
or when you reach a Bomb Rock overlooking the lake below. 
Optionally, during combat with Bokoblins, you can lay a bomb, 
explode the rock, and then inspect the treasure left behind—two 
yellow Rupees (10). 








HyrRuue Fievp (Easr):; Buc 
AND Wor Huntine 


Golden B ug: Female Butterfly 
Collection: 13 (of 24) i 
Journey on horseback to 
the area of Hyrule Field where 
you entered Castle Town, and 
prepare for a minor fracas with 
a Bulblin Archer or two. When 
youre done, check the rocky 
outcrop above and left of you, along the north rock wall. In the 


, oka °. 
_ long Bee on the outcrop’s ae = 
edge is a Female Butterfly. You CAUGHT A FEMALE 

4  Burterrty! Buc FANs 

f LOVE THAT GOLDEN 




















FeMALe BUTTERFLY 






Catch it using your Gale 
COLOR. 


Golden Bug: Male: nti 
Collection: 14 (of 24) 
While you're in this area of zi 








Hyrule Field, journey south, to 
the right of the outcrop where you [5 
found the Female Butterfly, to a 
small clump of tall flowers. The 
Male Butterfly is here, near the 
entrance to the amphitheater. 
Catch that bug! 


Mate Buttery 4 


You'CAUGHT A MALE 
4 ) Burterrty! Buc FANs 
{ LOVE THAT GOLDEN = R 
OSS . 


COLOR. 




















> The trail leads 
toa blocked ~ 
passage and sealed. 
gate to Hyrule Field 
(south), so return 
to the Great Hylian 
Bridge and inspect 
the north arch. There’s.a small piece of vine growing on’ 
this span, but you don’t have a Clawshot to reach it. Come 
back here later. For now, head north to the section of 
Hyrule Field near the Castle Town gate. 































ase PVDODERTSKITIR: SIBNCKOCICe mm - 


~ Your exploration of this 
area shouldn't end with 
the bug hunt. There's an 
incredibly important 
meeting you need to 
attend with the White 
Wolf, who’ sitting patiently on the plinth in front of 
the Castle Gate entrance. Head here, slaying a Bulblin 





along the way, and climb up the short vine wall onto 
the plinth. The White Wolf waits for you. You awaken 
in the ghostly ether. The undead Hero's Shade asks if 
you wish to learn your next skill. The answer is yes! 


Your teacher first 
ensures that you learned 


Skill correctly and asks 
you to show him that 
you've mastered the shield attack. Simply target 2) 
and moye your Nunchuk forward to push the Shade 
back, then attack with a sword slash. 


Satisfied, he will now teach you the back slice. This 
technique is useful to counter a foe that has a shield 
and armor, preventing a front attack. They frequently 
expose their backs to attacks, and this technique takes 
advantage of that. Now you try it. 











Back Slice: Target 2 and press ® while tilting @ or 
® to jump and roll around your foe; then perform a 
jumping slice with a Wii Remote slash. 


Back SucE 1 
You LEARNED HIDDEN 


SKILL #3, THE BACK 


slice! 3 ) Ss 
= ~ a 
4 Us 











> There’ little pointinheading to 
the bridge right now, so double back 
and journey to the northern Hyrule 
Field. Begin a search for Bomb 
Rocks; there's one in the eastern 









corner just below the elevated path 







twoin this part of 
‘theland, The first 

is just in front of the castle wall. Fight a couple of Bulblin 
"warriors, then plant the bomb. Expect two yellow (10) and 
three blue (5) Rupees from this haul. Then head north and 
plant asecond bomb at this rock, also near the castle wall. 
There are three green (1), one blue (5), one yellow (10), and 
one red (20) Rupee in this one! 


Hyrue Fietp (Norm): 
BREAKING THROUGH TO 
THE OTHE 


you came from; destroy it for a 































purple Rupee (50). 


<_ Now head northwest, following 
this area's northern edge, into a 
rocky path with stone walls on each 
side. Take the right fork in the road, 
i staying close to the north wall, and 
bring out your sword to whack a 
Tektite. At the next junction, where 
a Bulblin and Tektite fall to your 
attacks, turn right toward the path 
heading into the northern wall. 
Remove the rock barricade with a 


ER SIDE 

















> Ride north to Bomb Arrow. This way is now open! 
the adjacent field 
3 andthoroughly 
inspect this area. q AFTER YOU PILLAGE HYRULE NORTH OF ALL CURRENTLY 
\), AVAILABLE BUGS, GOODS, AND TREASURE, HEAD NORTH INTO 
The first rock, at | ___Zons’s DOMAIN AND UNCOVER MORE PATHS THAT LINK 
the fork in the J THE DIFFERENT PROVINCES TOGETHER. 





path, isn’t a Bomb 


Rock, so ignore it. < Turn south and with a great 


view of Castle Hyrule, ride right, 
along the fenced path, and then cut 
in at the next junction to a rocky 


Instead, head to the banked road with the wooden fence 
along the side; the road takes you out of this field to the 
east but is blocked with this rock barricade. However, after 
a swift bombing, you clear the path and can freely travel j » clearing just south of the exit you 
forward. The bombs leave three yellow Rupees (10). Sere ere at | just bombed. Slow Epona down, 
and slice a wayward Tektite before 
dismounting. 


Golden Bug: Female Stag Beetle 
Collection: 15 (of 24) \ 


There are a couple of interesting 
elements to this clearing. First, check 
out the shining dot above this blocked 
cave entrance, That's another Golden 

A This path winds along a canyon road with towering Bug, and your trusty Gale Boomerang is 
walls on either side, some of which have an odd excellent for collecting it. Pick it up and 
groove pattern chiseled into them. Perhaps some sort pocket it. That's quite a collection! 


of spinning device is needed for their secrets to be ope om 
i FeMALe STAG BEETLE t 


YOu CAUGHT A FEMALE STAG. 
‘ Beerte! BUG FANS LOVE THAT 1 
AB 
a) Ba 








revealed? Pass the Bulblin, and you'll reach another 
rock barricade. Once through, this leads straight to the 
Great Hylian Bridge. 





GOLDEN COLOR. 








<< The other area of 
interest is the blocked 
cave entrance. Shoot it 
with your Bomb Arrow 
» andit explodes, leading 
} to a very icy cavern. You 
can enter only into the 
first initial chamber, as an icy blockade stops you. Return here 
with a ball-and-chain-style item that can shatter this tough 
ice. Now look for the other insect in this area. 







Golden Bug: Male Stag Beetle 
Collection: 16 (of 24) i 


Finding this next beetle is 
easy. Maneuver around the 
eastern part of the plains, 


N 











crossing the bridge in this 
direction. Keep straight, and 
the next tree on your left, at the junction, contains your 
insect. Gather it with the Gale Boomerang. 





Mate StAG Beerte 


You cauGHT A MALE STAG 
Beere! BUG FANS LOVE THAT 
GOLDEN COLOR. 





arith 


» Before you explore pith 


Zora’s Domain, dive 
into the water in this 
field’s southern part, 
and swim directly to 
the sealed gates. The 
chest you saw when 
this was dry is still behind a small cage, but Fee i 


@ 
{OveRwORLD 
CHesr #44: 


ORANGE}, 
pore (100), 
le To O@ 5 
Bue Huntinc 
bUG TEUNTING 
- y \ \ 
iN ZoRA’s DOMAIN 
be << The rock wall you 
destroyed in the north 
boundary leads directly 
to Zora’s Domain. Head 


® down there and locate a 
couple of Golden Bugs. 


you can use your Iron Boots and sink to the 
chest. Open it for a large boost to your Rupee 
collection! 





= As you enter, peer out 
over the long balcony ledge. There’s something flitting around 
the western ledges. Bring out your Hawkeye to see that it's an 


Imp Poe. 

























> This is where the 
next Golden Bug is 
located, but there’s some 
interesting exploration ‘ 
you.can do first. Head 
north, and instead of 
diving into the waterfall 
pool, turn right, and run up the tunnel stairs to the rock 
blocking your path. Place a bomb and explode this Bomb Rock. 


a 







Take the two green 
(1), one blue'(5), and one 
yellow (10) Rupeesleft 
behind, and continue up 


Bomb Rock. Bring out 
the Hero's Bow and firea 
Bomb Arrow into this rock, clearing the tunnel that leads to the 
throne room in Zora’s Domain. Afterward, grab the green (1), 
blue (5), and yellow (10) Rupees. There’s also a blue Rupee (5) in 
the water as you reach the top of the waterfall. 


IF YOU PLACE A REGULAR BOMB TO REMOVE THIS ROCK, IT ROLLS 
_ DOWN THE STEPS STRAIGHT AT YOU. IF YOU DON’T 

. HAVE ARROWS, FIND SOME OR PLUNGE INTO THE 

}) WATERFALL POOL AND GET A ZORA TO TAKE YOU 
TO THE TOP OF THE WATERFALL; THEN BOMB 


Bille THIS FROM THE OTHER SIDE. 


< Sprint north, into 
the throne room, where 
the heat from the 
molten shard makes 
for a relaxing bath! 

) Unfortunately, the 





= mood is somber after 
the death of Queen Rutela. The guards you speak to are waiting 
for the return of Prince Ralis. 


| 
It isn’t all doom and gloom here, though. Check = | 
the wall behind the throne to find the Postman 
hiding here. He’s having trouble finding a “Mr. 


Zora’ to deliver the letter to. It could be any of these | | 


{ fishy folk! 


»> Before heading 





€ 
@ 


south, down the 
waterfall to locate 

the next Golden Bug, 
produce your Lantern. 
There are two unlit 
torches here, and you 
must swing the Lantern at both of them. Once lit, they reveal a 


secret chest that appears just below the water, gS go 
lOverworud| 
Cuest #45: 


in the plunge pool area. Sink down with your 
Purpce Rupe 
ne OO) Ee 
¢ ut. 


boots, and open the chest for a Rupee prize. 
pL ask 





Then head back south. 










Zag NY 3 
or to the waterfall, 


there are a couple of bugs to capture near it. Drop down 
‘into the waterfall pool and swim across toward the rock. 
Clamber onto the ledge behind the rocks and run up the 
grassy ramped ledge. 


Golden Bug: Male Dragonfly 
Collection: 17 (of 24) i 


As the ramped ledge turns, 
a Male Dragonfly flits about 
above the patch of grass, 
near a crate. To catch him, 

= wait for him to descend. If 
this takes too long, use the Gale Boomerang, wait for the 


bug to fall, and grab him. 

















BS 
Fr 
if MA te DRAGONFLY 
You cauGHt A MALE DRAGONFLY! 
BUG FANS LOVE THAT GOLDEN COLOR. 
3 whe 
f Os 











A Head south, out of Zora’s Domain and into the upper river 
area, where (if you have any bombs left) you can explode the 
Bomb Rock on the river's north bank. There's one green (1), 
four blue (5), and one yellow Rupee (10) inside, adding 31 

to your total. Then move to toward Iza’s dwelling and wait a 
moment. 
















Golden Bug: Female Dragontly 
Collection: 18 (of 24) 


Run to the signpost and look for 
the next insect, which is flying 
over the rapid river, out of reach. 
The only way you can currently 
grab this creature is to target it 
with your Gale Boomerang. Stand 
on flatter ground or it flies out of reach again. This takes a little 
wrangling to grab, but it’s worth it! 








rs 


You CAUGHT A FEMALE 
DRraGonrty! Buc FANS LOVE THAT 
I ( GOLDEN coLor! a | 
~ = 


Femate DRAGONFLY 





$ soon as you finish 
bbing the 18th 
Golden Bug, head 
around the river's 


northern bank, and 


Messengers down to earth and forcing you to dispatch 
them in the usual manner. 


Yb 


straggler, dispatch him, and then find the two Messengers 
lolloping about near each other. Use the s attack to 
ppear, you 


a new portal to warp to the Upper River area. 





> Head toward Iza. She's 
impressed enough with your 
swashbuckling abilities to 
invite you into her cabin, 
where she explains that she 
used to rent boats in this area 
of the river, but a rockfall 





dammed the route. She asks if you can help her if she gives you some 
Bomb Arrows. Agree to this plan and you instantly receive 30 arrows 
and 30 bombs. 























































4 lead onto the small jetty and 
climb into the boat. Begin to 
paddle downstream. There are 


g 
& You cot A Lent Bome Bac! 

i. 5 SY eee ob a few Rupees placed along the 

Me a 


Lent Boms BAG” 





route that you can grab. 






_ IF YOU COME BACK HERE LATER WITH THE CLAWSHOT, YOU 

|) CAN TRY GRABBING THESE RUPEES FROM THE WATER, BUT 

THEY AREN'T THAT VALUABLE AND ARE NOT NECESSARY 
TO COLLECT. 


Za 


<< Your boat can be difficult to 

control, especially as you head 

down a massive water-filled 

tunnel! Time to remember a few 
boating lessons: 


BoaTinc Tips 
@ Leave your boat completely alone for some of the time. Only use O 
to steer when you begin to drift off-course. 


Maneuver in the direction opposite than the one you're heading to 
steer away from walls, debris, or other danger. 


9 

@ Pressing 6 increases your speed and makes your boat very difficult 
to steer from side to side. 

e 


Pressing Q slows you down, but it’s still more difficult than normal 
to steer; so only press Oand Q when you really need to. 


@ Practice makes perfect! Small nudges are better than yanks! 


> The merriment 
continues as you're 
buffeted downstream, 
through waterfalls 

and near pieces of 
debris, which you can 
optionally destroy with 
your Bomb Arrows. 
However, it is just as easy to avoid them. 


If you get turned around, just steer in the opposite direction without 
pressing 6 or Q. There's a final, terrifying waterfall stretch before you 
reach your blockade. 


> Iza’s Zora helper surfaces 

at this time and tells you that 
the rubble up ahead is blocking 
the river's flow. Produce your 
Hero’s Bow, combine bombs and 
arrows, and fire twice at this 
rubble to remove it completely. 








A Follow the Zora downstream, through a series of 
winding tunnels where debris is piling up. You can 
leave be as close as this picture indicates to clear the 
debris. Keep some control of your boat, and don’t 
worry about banging into the sides. 


The river finally exits into Lake Hylia, where the 
Zora drops you off on the small jetty. The Zora tells 
you that you can keep the Bomb Bag for helping out. 
If you want to quickly return to Upper River, warp 
or ride to North Hyrule Field and take the exit in the 
north wall. 


te Boms BAG 5 
You cot A Boms BAG 10 
kee! You CAN NOW CARRY AN 
ADDITIONAL 30 BOMBS OF ONE TYPE. ,} 
ro = 


< Now you're 
in Lake Hylia. 
You can blow 
on the grass 
and talk to 

) Plumm at this 
location. This 





and the other small grassy plateau near Fyer’s cannon 
hut is where you should go to play Plumm’s minigame. 
However, you need to be the wolf to do so. 


SMe tw 0) 


1, HEARTS IN THE RIGHT PLACE 
If you want a couple of Hearts before you go on 
this river rapids run, smash the pots behind Iza. 


2. FisHING NEAR AND IN THE SPIRIT CAVE 
After your run 
down the rapids 
fishing on the jetty 
in front of the spirit 
cave or inside the 
cave itself isa great 





way to unwind! 















< ‘The next time you 
return to the Upper River 
area, Iza has affixed two 
yellow pots to the front of 
x her store, She must have 
B) reopened her fun little 
© same! Enter and Speak to 
her, and begin this wild ride once again, taking what you learned 
about controlling the boat and figuring out what this game is about. 

































Basically, you must ride down the river, which is slightly calmer 
than before, and smash the different pots that are hanging from 
walls or sitting on small islands. The yellow pots are worth 1 point. 


The red pots are worth 2 points. If you strike the sides of the 
riverbank, you lose a point, so remain in the water at all times! 


> This game takes a 

fair number of tries to 

complete, and when you 

reach this part of the river, 

try to paddle left, as this 
section has many more 
pots to easily aim at. 


> Always keep an eye 

out for and fire at every 
pot, but if you're finding 
that impossible, be sure 
you hit every red pot. Also 
learn that these pots are 
bigger than you think and 
are some distance away. Therefore, aim higher than the middle 
of your target, so the bomb arrows fall ina slight are and strike 
home. The final rapids section is very difficult, but let off accurate 
arrows as fast as possible, and then return to paddling. 





< There are a total of 20 
yellow pots and 5 red pots to 
smash with your arrows. If 








you score 25 points or more, 
> the Zora gives you a grand 
prize: the Giant Bomb Bag. 
® This allows you to carry 
twice as many regular bombs (60 compared to 30, for example). 


2 2 
f Giant Boms Bac 1 
You Got THE G1ANT 
Bome Bac! 
Ds a 
SO BS 

















‘ 
g THE MAXIMUM YOU CAN SCORE IN batgeatle 1s 30 POINTS; YOU 
STRUCK ALL POTS AND DIDN'T HIT THE SIDE ONCE. 


@ The easiest way TO RECEIVE 25 POINTS 1S TO STEER BUT NOT 
WORRY TOO MUCH ABOUT HITTING THE SIDES. HOWEVER, DON’T 
STRIKE THE SIDES MORE THAN FIVE TIMES. AND AIM TO DESTROY 

ALL THE Pots! 










@ Ir You succeeD IN OBTAINING THE MAXIMUM 
N) SCORE, YOU'RE AWARDED WITH AN ORANGE RUPEE 
(100). ONLY THE MOST SKILLFUL OF PADDLERS 
WILL EVER SEE THIS! 


i 7. 
ISHING: EXPLORING 
< The fishing note, also 

in the Upper River area, 

is now open for business. 
Enter it via the door in the 
q north wall of this zone, and 
you'll be in a self-contained, 
2 tranquil place where you 
can really get relaxed and learn the intricacies of fishing. 


THERE ARE SOME ITEMS YOU SHOULD TRY TO CLAIM 
RIGHT NOW, AS THEY WILL HELP YOU ON YOUR 





A fishing hole for all seasons. 


Enter the fishing hole, and you'll be in a wonderful summer glade. 
However, when you leave this place and return (even if you just 
close the door, then come back in), the season changes. When 
you've chosen your seasonal mood, head toward the hut that has 
the sign reading “Bobber fishing open to public. Check in for lure 
fishing! Sinking lures prohibited” 


BOBBER FISHING 15 SIMPLY YOU, YOUR FISHING ROD, AND 
APPROPRIATE BAIT (EITHER A Worm, A BEE LARVA, OR A SPECIAL 
GIFT THE ZORAS GIVE YOU LATER ON). 

LURE FISHING IS INA BOAT, WITH A GUIDE IF YOU CHOOSE, AND A 
SELECTION OF LURES. LURE FISHING ALLOWS YOU TO ADD FISH INTO 
A TANK INSIDE THE FISHING HUT. LURE FISHING, UNFORTUNATELY, 

im 1S NOT RECORDED IN YOUR FISH JOURNAL, SO IF YOU'RE 
RIRYING TO CAPTURE A BIG FISH, YOU CAN EITHER GET IT 





< Enter the fishing 

hut, and you're greeted 
warmly by Hena, the shop 
proprietor and an ace 
fisherwoman. Here, you can 
view her large tank, talk to 
her parrot, view her photos, 
and play her little ae 


ere 


















Hena is between 10 and 20 years old and is 
r to Iza and Coro. an active and 

healthy enjoyment in fishing, caring for fish 

nk, keeping a photographic record of 


ast catches, and renting out boats 


Ah, this is the life! Pay Hena 20 
Rupees (or 100 each subsequent 
time), and paddle out on the 
lake for a relaxing fishing 
experience. 


<< When a place is called a 
Fishing Hole, it’s no secret that 
you can catch lots of fish there! 
As a matter of fact, you can 

> land each and every type of 

2) fish that appears in Hyrule just 
by fishing along the west bank 
near the wooden bridge. All except for one, that is... the distinctive 
Reekfish is only found in Zora’s Domain! 


Just to be thorough, here's a list of the different types of fish you can 
catch here while bobber fishing at the Fishing Hole: 


@ Greengills @ Hyrule Bass 
@ Hylian Loaches @ Ordon Catfish 
e Hylian Pike 






Froc Lure 
Required to advance?: No. 


First chance to get?: After Dungeon 2: Goron Mines. 

(After saving Spirit Lanayru.) 
> The Frog Lure is a special 
lure. It attracts all types of 
fish—especially Hylian Bass 
and Loaches—but it can only 
be used for lure fishing. This is 
one of only two lures you can 
use to land the legendary 27- 
inch Hylian Loach. 


> To get the Frog Lure, 

you've got to win a short but 
challenging minigame found 
inside Hena’s cabin: the 
Rollgoal minigame! Press © to 





examine the small, teal-colored 
game board on the shelf in the 


cabin’s northeast corner. Hena notices your interest in the game, and 














greater prize to be had! See the Bs pos Ming 
sidebar for details. 






Hena’s Rollgoal 
minigame is made 
up of eight different 
levels, and each level 
contains the same 
eight boards. You 
begin at level 1-1 (level 1, board 1) and work your 
way up through 1-8 (level 1, board 8). If you beat 
level 1-8, you win the Frog Lure and begin at level 2- 
1 the next time you play (level 2, board 1). The eight 
boards are exactly the same throughout each level; 























you're just given less time to reach the goal. 


The object of the game 
is to maneuver the 





small glass ball along 

the short narrow path 

and into the finish cup. 

If the ball drops off 
the path, you lose and must pay another 5 Rupees to 
try again. Reach the finish cup within the time limit 
(which is very generous at first) to clear the board 
and collect your Rupees. 


After winning a 
board (for example, 
board 1-1), leave 
Hena’s cabin and then 
reenter. Hena changes 
the board when you 
leave to surprise you with a new one on your next 
visit (in this case, board 1-2). If you don't leave the 
cabin, you can continue to play the same board for 
the 5-Rupee prize you get each time you win... but 
you've got to play through board 1-8 if you want to 
win the Frog Lure! 


Naturally, the 
boards become 





progressively more 
difficulty to win. Later 
boards feature more 
corners, and some 
even have steep dips that are quite tricky to handle. 
The worst thing you can encounter is a dip followed 
by a corner; approach these with caution, as it’s easy 
to overshoot these troublesome spots! 


COR HOO) 


TdeO 













> Evenif youre 
Kee not a fan of fishing, 

=m Gast wy) you must take the 
Keep in mind that Rollgoal—in 






boat out at least once 












character with the Fishing Hole and paddle to this 
ele a game of peeeauion cage particular spot, just 
enjoyment. Though you're playing north and east.of the 










under atime limit, you've got three 
whole minutes to reach each board's 
‘cup (when playing through the first level). Don't feel like 






central arched island. 


> Swing your lure 

















ou e got to speed through the boards; stop whenever you feel it i: type cee 
“necessary and just take your time. Make minor adjustments to Soon daes 
ae é that's sitting on the 
~ avoid mistakes; slow and steady wins the game. 5 
2 underside of the 








- Beat board 1-8 to win the Frog 
Lure from Hena, and if you're really 


arched rock, and reel 
it in. You've grabbed 
enjoying yourself, play all the way another fifth of a Heart io “+ 
yo 
iF 






through board 8-8! If you clear the F282 Del 

i 5 You Got Piece 01 

= eighth level, Hena fills your current Heart #17! Coutect 
wallet to the brim, no matter how 


o ~ 3 MORE FOR ANOTHER 
~ —{ A ' FULL Heart CONTAINERS] 
Fro Lure of)” many Rupees it takes! 
a You Got A Froc Lure! 
Yr 
4 5 } 
CG 
o 7 
lake, and seasons, 


Here's what each board looks like: 
and land the three 


ge |) different types of fish 
. = (Bass, Catfish, and 
Pike), and even the legendary 27-inch Hylian Loach! 
; ae , Fy 


Board 2 


Board 3 Board 4 


Container! 


oF 


<< Now you can 
experiment with 
lures, areas of the 














Once you've acquired either the Frog or Sinking Lure, 
youre able to snare the granddaddy of all fishies; the 
legendary Hylian Loach! This bad boy is unlike any 

of the loaches you can catch while bobber fishing; it’s 
nearly 30 inches long and by far the most difficult fish to 
land in the game! 


First thing's first; the 
legendary Hylian Loach 


only appears during the q uh fa 
summer season. Leave the . ’ is 
Fishing Hole through the o 
main door and reenter — 

? until the place looks like it’s summertime (as pictured). 


Board 5 Board 6 Next, armed with either 









the Frog or Sinking Lure, 


rent a canoe from Hena. 
(Don’t have her come with 
4 you if you're planning to 
use the Sinking Lure!) 
k . Paddle out to the north-most tip of the Fishing Hole, 
) Board 7 Board 8 


kK then cast your lure into the collection of lily pads. This is 


e & where the legendary Hylian Loach is found! 4 
COGS B® i uA 


Bees 

















Once you've located the 
big guy, do everything you 
can to get him interested 
in your lure. This isn’t 
hard to do as long as you're 
using the Frog or Sinking 
Lure, the tough part is reeling him in! 





IF YOU'RE USING THE FROG LURE, BE SURE TO LET 
YOUR PREY TAKE IT A FEW FEET UNDERWATER 

\ ) BEFORE YANKING BACK ON THE Wil REMOTE 

TO SNARE IT. THE FROG LURE HAS A 

TENDENCY TO POP OUT OF A FISH'S 













Once you've snared the 
loach, prepare for an epic 
battle of man against 
fish. Reel it in as fast as 
you can, but always be 
ready to stop reeling and tilt the Wii Remote forward 
whenever he jumps out of the water. Keep on reeling 
until you get it near the boat. 


Your opportunity to land the legendary Hylian Loach 
comes in a window of about a half-second. Watch for 
the “Iand” icon to appear at the bottom of the screen and 
be ready to slap ®+@ the instant you see it. 


Wldidibvah —————_ 
impressed by your catch; 
she praises your skill 
when you return to her 
cabin. Stop for a moment 
to admire the legendary 
Hylian Loach as he swims about her fish tank. 











Here’ a mug shot of our grand prize in the fishing expedition— 
the rarest fish in all of Hyrule! 











Weapons & EQUIPMENT 4A FRIENDS & D: WALKTHROUGH 


Head to the fishing hole’s 
northern section, to this 
small rickety bridge. Here 
you can fish for an Empty. 
Bottle. That means you'can 
store Fairies, oil, potions, 
































o> 
water, and anything else f EmpryBorme 
you might want to keep. : y 
This is the second of four: 


Bottles to find. 


YOU CAUGHT AN EMPTY 
Borne! 
Gs 
v oo 





Finally, you can attempt to 
fish for the completely illegal . 
Sinking Lure, which attracts 
every type of fish without 
fail! You must meet some 
objectives before finding this, 
but here's the place to stand. When you're finished in here, 
journey to Castle Town via the eastern entrance. 


The Sinking Lure is a 
special lure. Considered 
unsportsmanlike by Hena 
(but not so much by her 
brother, Coro), this shiny, 
metal lure attracts fish like 





pins to a magnet! 


To get the Sinking Lure, pay 20 Rupees to rent Hena’s 
canoe, then catch (and keep!) the following three types of 












as ose : 
Hylian Pike: Fish the waters 


north of the pond’s arch- 
shaped rock formation. 





Hyrule Bass: Often found 

in the waters between the 

pond’ arch-shaped rock 
formation. 





Ordon Catfish: Easily 
caught in the waters south of 
the pond’ arch-shaped rock 
formation. 


Make sure to keep one of each type of the above fish so & 
they are stored inside the fish tank in Hena’s cabin. Once DY 
you've done this, leave the Fishing Hole through the main Cc: 
door and then return to change the season. Do not warp out : 
& of the Fishing Hole or your recent catches won't be sds 









furoo'saueseunady 
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FOR THE SINKING URE 
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he and try again. 


1. TANK TROUBLE 

If you're mischievous, you might want to stir up a little trouble 
by rolling into that large fish tank. Hena shouts a warning the 
first time. She asks you to leave the third time you try, and you 
won't be able to hire a boat until you apologize. 


! 

\ 

| 

i 

i 

! 

| 

} 

1 

2: WHo’s A Purpy Boy, THEN? 
Hena’s pet bird is called Purdy, and if you listen closely, he 
sometimes says strange things. We can’t tell you what though— 
it’s a surprise. You can also be asked to leave if you roll into 4 

Purdy's cage repeatedly. What were you thinking?! 

! 

| 

i 
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3. FASCINATING FisH PHOTOGRAPHS 


and their catches. Check them to find out the local 
records and fishing legends. 


4. HANGING Your Hat 
Inspect the hat rack on the fishing 
huts wall, and Hena mentions 

it's polite for everyone to do this! 
Unfortunately, your head gear is 
staying where it is. 


Wander into the town’s East Road and you can talk to the 
people chatting instead of listening to their spirits. These two are 





mentioning Prince Ralis. He's the next person to visit if you aren't 
concerned about collections, masses of Rupees, and incredible 
)) Heart Container assembling! 


es eR 








CAsTLe TOWN IN THE DAYLIGHT 





i SINKING LURE 4 


Its important to stand in just the : 4 
right location when attempting ‘ 
to secure the sinking lure. You 
must fish from this exact position; 
facing north at the far end of the 
grassy bank, past the bridge where 
you can catch the Bottle. Cast 
your regular line a number of times from here, and eventually you'll 

& secure this item. Having problems? Then exit the Fishing Hole, return 


YOU CAUGHT A SINKING 


{ Lure! b 
oO os) 


Don’t Let HENA CATCH YOU USING THE SINKING Lure! 
IF YOU BRING HER ALONG IN THE CANOE 








GET IT BACK BY FISHING IN THE 
MMLLD) fem, SAME SPOT TO DRAG IT UP. 5 





5. Pot Luck 

There's no point in trying to slam into the wall with a roll and 
knock the pots down so they smash. Hena asks you to leave if 
you try that caper more than once! 


6. CATCH OF THE Day! 

When you finally do manage to catch all four types of fish 
(including the legendary one), return and view them in the 
fishing tank. 


7. THE ONE THAT Dipn’t Get Away 
Hey! How did that picture get on - 
the wall? We're not telling, but if 
you want legendary photos, you'd 
better catch a legendary fish! 





8. Grass SLASHING 
The entire area surrounding the fishing hole has patches of grass 
to trim, trees to run into, and Rupees and Hearts to gather after 
your mowing is complete! 


9. Duck Luck 
Finally, don’t forget to return here in Wolf form when you can; 
the two ducks are definitely chatty, and they don’t like refuse in 


€ their fishing hole, either! ¥) 





< Continue to the left, and you'll 
pass a tall wizened man who's 





praying for peace in Hyrule. 
Apparently, this takes Rupees. 
Although you may be tempted to 

S ignore him, if you're after a special 
prize, donate 50 Rupees at a time, totalling 1,000 Rupees, to his cause. 
Come back here in a moment. 








Charlo stands near the goat pens and collects 
dona 
Some think this 
those with deep pockets, he offe: 


ions and offers devotions for a charge. 


some kind of scam, but to 





reward.... 







<< You can enter the city 
fountain area and walk to 

the small band of musicians 
playing their lilting melodies 


Head around the fountain in 
a circle to listen to the old ladies gabbing again; this time, however, 
they think you're a tourist and urge you to check out the spirit cave! 


J , i ei ae) 

VisiTING CrsuDLEY’s: 

on 
EMPORIUM 

> The next place you must 
visit is the general store in the 
southwest part of town. The 
people outside tell you it’s very 


snooty. So snooty, in fact, that 
the door attendant won't let 





you in with those disgusting 
mud-coated boots. You'll need to meet the shoe-shine boy, Soal, who 
cleans your boots for 10 Rupees. He's just outside, by the steps. 


He's making a good living since the celebrated 
store owner Chudley came to town with his 


exclusive wares and ludicrous prices! 





> You enter the 
newly opened 
Chudley’s, 
where only 

the finest and 
most incredibly 


expensive goods 





are on display. 
You've heard FIDE 
about price gouging, but this is ridiculous. The posh proprietor looks 
down his nose at you and offers the following wares at incredibly 
expensive prices. 








Lecenpany Circ 
@ Oa 


Cuuptey’s Fine Goops AND FANCY 
TRINKETS EMPORIUM 




















Item NAME “PRICE EFFECT a 
Arrows (10) 2,000 Constructed of the lightest 
“Rupees materials, these are safé for 
: all skiiPlevels. 
i Blue Potion — 10,000 This potion restores health, 
a Rupees | through its acomatherapeutic 
: qualities. 
fy Red Potion 3,000 This red drink burns with 
Rupees a fiery color that ignites 
passion in the hearts of all 
who see it. 
g Bombs 3,000 A staple Barnes Co. 
Rupees product. It’s been a top 
seller for generations. 
@ Water Bombs 6,000 This is a shop original. 
Rupees We've wrapped the 
explosive in fine leather. 
Pocket 9,000 This dangerous pet is 
Bombling Rupees popular with the ladies 
in town. 
Magic 100,000 Armor for the richest 
Armor Rupees and most precious 
customers who value their 
lives over their Rupees. 
Og g 
You can't even find a wallet that holds even half 
the amount the arrows cost! These prices are truly 
outlandish, and you can't buy any of the items. Don’t 





bother trying while Chudley is the owner of this place; it 
needs new management! 


About 30 y 


runs a ver) 


old, Chudley 
vanky store in 
Castle Town. He looks down 
on you you're simply too 

common to be coming into an 
. emporium as elegant as his. If you're one of the 


Hyrule high rollers, though, he’s a simpering fool. 


<< Wander back 
into the fountain 
area and check 
out the trio 

, of townsfolk 

§ lounging around 
@ here. They like 
your outfit and reckon you're here to check out the new 
tent that’s just been built on the east side of town. 
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* << Move to the southeast 

part of this central area. 

The large arched door is 

now open, and a place 

» where three Gorons are 

) hanging out is uncovered. 
Head through to the base 

of the stairs, where the small Goron you saw back at Kakariko 

Village tells you they've been unable to enter the town's inner 

gate. You can pick up the following goods from this location. 


G Sb Srors TOO) 


Goron TRADING Post 
Price Errect 
30 Rupees 


lteM NAME 
m,, Red Potion ‘Adds 8 Hearts to your energy; 
. from the small Goron at the base 
of the stairs 


Refills your Lantern; from the 
small Goron at the top of the stairs 





6 Lantern oil 30 Rupees 


Refills your Quiver; from the large 
Goron on the observation deck 


- Arrows (30) 40 Rupees 


> Head to 
the top of the 
stairs, where 
another small 
Goron lies 
around. He 








mentions he 
has Lantern 
oil for sale. 
His father is on the observation deck, which affords an excellent 
view of the castle and town beyond. The small Goron’s father feels 
there’s something not quite right going on. Purchase arrows from 
him if necessary, and then leave this establishment. 


CSS Mametass 0) 


1. THE CRATE Escape 
Although you can’t brandish 








any weapons once inside this 
venue, you can smash the 
barrels and crates. There are 
blue (5) and yellow (10) Rupees 
and the odd Heart to find inside. 














SOUTHERN MARKET STALLS) 


<< Exit the Goron’s trading 
post and visit the tea shop 
next door for a psychological 
conversation and a mention 
of the fortune-teller in town. 
After this chat, check the 
south thoroughfare. 





Inspect the line of market stalls. The first one sells bread. It's 
fresh, tasty, straight from the oven, and too expensive! 


The grocer at the next store seems to think that although the 
people hide it well, they're all still very frightened. 





> Move farther along the 
market stalls, and a soldier 


stops you. He asks if you 
know the whereabouts of 
Jovani. The guy has been 
missing so long, he's turned 
into an urban legend. The 
fair-haired lady standing with the soldier is his lady friend. Or was. 





A You move to the flower stall, where you pluck a pretty flower 
and have the Rupees to pay for it this time. However, there's no 
shopkeeper, so you put it back. Next is a soldier who gives you 
directions. 


< Move to the Gorons at 
this street’s southern end. 
The small Goron mentions 
his dad can’t get any Hot 
Springwater, so he just sits 
outside the western gate. 
The Goron asks you to 
speak with the Goron village elder about it. You can also check out 
the apples and speak to the storeowner on the opposite side. 




















1. CATNAPPING 
If you wander near Jovani’ house, you can pick up any of the 
cats and play with the ball that's in this afea. Nothing happens, 
except the cats are exceedingly cute! 


2. THE Doc AND BONE MAN 
Similarly, there are two cute 
puppies in the east and west 
alleys. You can pick them up and 
a nearby bone. Throw the bone so 
they play fetch. That's just as cute! 





3. SHirty Guy STANDOFF 
“ Over on the western alley is a 
shifty-looking man looking north. 
He tells you there's a guy across 
the way looking right at him! 
Head north to the medical center 
(which is locked) and talk to him. 
He tells you there's a guy across the way looking right at him.... 


5 5, ES 20.9) 


THE TENT, THE CASTLE, AND 
THE MANSION 

<< Head to the eastern 

alley and inspect the tent 

area, where you can play 

fetch with the cute doggy. 

Outside, there are three girls 

waiting for the owner; he’s 

so handsome! Head into the 

tent if you dare. 


Kali, Hanna, and Mish: 


old gi 












se three ut 
ina group, and they're all in love w' 
Whoev 


complete the challenges 


an muster the nerve to 


side the tent will 


same boy 


win a fabulous pri 







< Enter the tent and you're 
greeted by Purlo, who asks. 
you to step right up to play 

} the STAR game for 10 

§ Rupees! Simply leap through 


At the moment, the game is impossible. Come back here with a 
Clawshot and you'll pay him back! 











> Exit the tent 
area, yowing to 
return'to claim 
victory (there's a 
special item to win 
if you do), and head 
south, turning the 
corner and stopping at Agitha’s castle. Ignore the rude boy 
outside the door and step inside. 










Enter 
Princess 

Agitha’s castle \ 
and step inside 

her playroom. 

Well, it’s more of an 
insect zoo. Head over to the window at the room's 
far end. You can optionally climb a ladder to an 
upstairs balcony, which is also filled with insect 
paraphernalia. 


Speak with the princess, and she tells youa 
story: Agitha is the princess of the bug kingdom 
and has invited 24 Golden Bugs toa formal ball, 
but none have shown up yet. She's hoping you 
found some of her friends on your travels. Speak to 
her again. She asks if you have a bug. 


Time to offload 
those bugs you've 
found. Pick any of 
them (ideally one 
with a partner) and 
hand it over. The 
princess adds the bug to her collection (your insect 
screen now has a butterfly icon next to each bug 





you've given Agitha) and gives you a prize: the Big 
Wallet! 


Bic Wauter 4 
You Got THE Bic 
Wattet! You CAN 


NOW HOLD uP 10 600 fe 
if iS 
Rupees! — 


— 









_ THE BiG WALLET Is AN EXCELLENT ITEM TO 
HAVE, AS IT ALLOWS YOU TO OPEN MORE 
CHESTS BEFORE BECOMING FULL— 


=F PERFECT FOR YOUR DUNGEONEERING 
ZL) TO COME! 


<< The prizes don't 
end there, either. 

The princess offers 

| happiness if you 

> bring her another 
bug. This translates to 
a purple Rupee (50). 












THE PRINCESS 15 A GREAT WAY TO GAIN A LOAD OF CASH 
VERY QUICKLY. BY NOW YOU HAVE GATHERED 18 OF THE 
~ 24 Gowen Bucs. You RECEIVE A Bic WALLET FOR THE 
- FIRST BUG, 150 RUPEES PER PAIR FOR THE 
) REMAINING EIGHT PAIRS, AND ANOTHER 
100 Rupees TO COMPLETE THE FIRST PAIR 
YOU GAVE AGITHA: THAT'S A 
TOTAL OF 1,300 Rupees! 























< ‘ 
Princess Agitha: 
Around 10 years old, Agiths its 
isa princess and lives alone 
ina tiny le in town. She 
is an avid butterfly collector. 

and firmly believes she 
is living in a fantasy world, where she’s the queen 
of the insects. She giggles, is excitable, and loves 


presents, ally if they're creepy and crawly! 


> You should 
now speak to 
Princess Agitha 
and begin to 
offload all of 

the bugs in your 
collection. Don’t 
worry, you don’t need to grab them again and can still 
























read about where you caught them, but there's an extra 
Special prize for collecting all 24 bugs and presenting 
them to her. 





A When your Big Walletis filled with Rupees, leave 
Princess Agitha. Exit and head back to Charlo, the man 


who is praying for you. Although it may seem strange, 
we recommend you donate all 600 Rupees to him. 
That's a total of 650 Rupees you've given him now. 


Go back to Agitha’s Castle, where the party is in 

§\ full swing, and produce more Golden Bugs from your 
travels. If you've been following this walkthrough, you 
can stock your Big Wallet up to 550 Rupees. Then 
head back to Charlo. 


“> Charlo requires some additional 





cash, and don't hesitate to donate! 
After you donate a total of 1,000 
Rupees (which you'll have to keep 
track of in your head or on a piece of 
paper), he blesses you with the spirit 
of love—another Piece of Heart! 


g On 
¥ ee 
Piece of HEART 54 
: You cor Piece or Heart” f° 


#18! Cottect 2 MORE 
9 FOR ANOTHER FULL HEART 
Ns y eV, 
4) CONTAINER. fx 
PO = 


> There's no need to visit Charlo 













anymore, but keep coming back to 
Agitha. Drop off your remaining 
Golden Bugs if you need the Rupees, 
and then run to the house next door; 
this is Fanadi’s mansion, and it’s quite 





a palace! 

Cross Fanadi’s palm with 10 Rupees and choose to hear the future. You 
can select either “Career” or “Love.’ “Career” gives you a clue where to go 
next (in this case, Telma’s Bar). “Loye” shows you the location of the nearest 
Piece of Heart (but you've found all the ones you currently can go for). Leave 
this place. 


Madame Fanadi: 


mewhere between 40 and 50 years old (even 


Fanadi herself is unsure, despite her supposed 

powers), Fanadi sits in her mansion, waiting for 

patrons to cross her palm with Rupees before she 
me mostly dubious information for them. 
she can sometimes be accurate, if you can 


Tie ma nrorerert te) (ay she mutters 





THERE'S NO NEED TO EVER RETURN TO FANADI FOR A FEW REASONS: 
1. YOU'RE CARRYING A WEIGHTY TOME WITH ALL THE ANSWERS TO 
YOUR QUESTIONS (THIS GUIDE) 








}) 2. THE ANSWERS SHE GIVES YOU ARE VAGUE 
3. IT's A WASTE OF YOUR HARD-EARNED MONEY 


4. ONLY RETURN IF YOU WANT TO OFFLOAD RUPEES 
PLORATION AT THE SOUTHERN 
Castie TOWN HYRULE FIELD 

<_ Head south for the first time, out 
of Castle Town, and into another part 


of Hyrule Field. Once you're outside 
the town gate, pass under a pair of 













stone towers linked by an overhang 
with a grooved indent. A large chest 
sits between the two sets of exterior 
steps. Come back to claim treasure from this area later. For now, run down 
the steps for another spot of Golden Bug hunting. 














Head down the eastern 
set of steps. Look closely 
at the three trees planted 
in the rectangular formal 
grass. This particular one 


















has a small clump of grass 
; where bug is nestling. 
fy —FemateLapysuc =“) It usually hops off, so. 
You CAUGHT A FEMALE 
WPerateiniacte slowly follow, capture 
LOVE THAT GOLDEN it, and keep it in your 
det = 5 collection. 


<_ You should now 
inspect this entire area 
of the southern Hyrule 
Field, as this is your 
first opportunity to 

do so. First, exit the 
Castle Town steps, 
heading directly south to a blockade that a Goron is standing 
in front of. Another pesky rockfall is blocking the path from 
here to the next section of Hyrule Field. If the Goron had Hot 
Springwater to quench his thirst, he'd have the power to bore 
straight through this rubble! 





Be KEEP A MENTAL NOTE TO HELP THE GORON OUT; 

|, CURRENTLY ANY Hot SPRINGWATER YOU TAKE 

] FROM KAKARIKO VILLAGE TURNS INTO 

¥,_,, REGULAR WATER BY THE TIME YOU REACH 
@ HERE. 






> Move away from 

the Goron and begin 
inspecting this entire 
area. The most 
interesting bit of scenery 
is the large hole in the 
ground to the east! Peer 
over the edge, and you'll see a treasure chest sitting oma tiny 
alcove. There are Clawshot medallions everywhere! Alas, you 
can't leap down and land on the alcove ledge, but you can jump 
into the rapids below. 






IF YOU TRY LEAPING INTO THIS HOLE (OR OFF THIS 

A) AREA'S EASTERN EDGE), YOU'LL LAND IN THE WATER 
AND END UP AT THE WESTERN END OF LAKE 

=~ HYRULE. THIS IS AN UNUSUAL AND NOT 

©) OFTEN-USED SHORTCUT! 












side of the field and 
investigate a small rock 
tower encased in vines. 
Amid the tall grassto: 
the south is a nasty 
little Deku Baba to slay. 
Watch fora second Deku Baba close by too. ‘then prepare to 
shield block a diye-bombing se 









oon 





































> There's an entire 
flock of these black 
birds soaring above the 
rock tower, so deal with 
any of them that swoop 
in; then climb to the 
top of the vines. Stand 
up, quickly block the bird attacks with your shield, and begin 
to pick them off one at a time. Your Bow, Slingshot, or Sword 
are all options, but targeting with @) is the easiest way to slay. 
With the last Guay gone, a small ring of Rupees rains down 
from the sky. 






Soy 


Foo adde-y 


A There's even more Rupees to seize if you place a bomb at the 
Bomb Rock to the side of the town steps, just north of the rock 
tower. Once it explodes, collect three green (1), three blue (5), 
and two yellow (10) Rupees from the remains. 








Golden Bug: Male Ladybug 
Collection: 20 (of 24) , 


Your climb and 
perhaps your eagle 
eyes (or the use of your 
Hawkeye) has allowed 
you to spot another 
Golden Bug that’s buzzing 
at the top of the rock tower. Use the Gale Boomerang to 
pe <{2. gather the insect from 
& iO meade 2 the tower once it flies 


You CAUGHT A MALE 
7 Lavysue! Buc Fans around on the ground. 
¥ LOVE THAT GOLDEN 
9 

















COLOR. 















Grass: The areas just south of the hole in the ground 
(Rupees) 


Grass: The areas just north of the hole in the ground 
(Rupees and Heart) 










Ler THE WAGON Rout: 
TURMOIL AT TELMA’S: 


< You should 
now head back 
into town via 
the southern 
entrance, 

Pass the 
Gorons at the 
springwater 

~ stand (where 
there's still a shortage) and turn left into the alley leading to 
Telma’s Bar. It’s timé to rescue the Zora Prince! 


| Asstrange, goggle-eyed old man with a doctor's case leaves Telma’s Bar, 
shoving you aside. Ilia pleads with him to help save Prince Raliss life 
to no avail, 





Telma has heard of a shaman in Kakariko Village who might be able 
to help. The Soldiers of Hyrule are pleased to accompany such a pretty 
girl until Telma mentions to Ilia that they must be escorted past 
dangerous beasts. 


A Telma knows you know Ilia, but the girl has completely lost her 
memory. There’ no time to worry about that now; the bridge to the 
east is the only option. Alas, it's guarded by King Bulblin! Now in 

t the wagon, Ilia thanks you. Did she just wink at you? 





oof ee a as 








Grass: The area to the south and west of the road (Rupee) 
Grass: The area to the west of the road (Rupee) 


Grass: The area north of the rock tower (Rupees) 
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regular at Telma’s 

is his bedside manner. 

out of the bar when he y 

to diagnose a problem with a Zora 
prince; these aren't hi ) 
say his rudeness to all his patients is actually a defense 


mechanism and that I lly a coward. 


A The wagon is rolling, and Telma isn’t messing around. She 
charges south toward the Great Hylian Bridge, and it’s up to you 
to catch her. Mount Epona and spur her on as quickly as possible. 
There's a fearsome combat to come, so you can use spurs as much 
as you need to. 





BIE 
FIERCE AND) 

her wagon‘ac 

the bridge, and ~ 

the chaperoning 

continues as you and 

the wagon (which you ; 

: should let through 

first) trundle down the rocky path toward the Hyrule Field 
plains. However, just after the small wooden bridge, several 
Bulblin Archers appear on top of the rocky canyon sides and 
begin raining down fire arrows. If you're incredibly quick, 
you can target them (they're too far to target with @)) and 
dispatch them. 


> However, a 

wiser plan is to 

simply ignore 

these enemies 

and pass them; 

they don't give 

chase. The 

arrows they 

fire are flaming, though, and this sets the wagon on fire. A 
meter at the screen's top shows how tough the sturdy wagon 
is. When it catches fire, race toward it, bringing out your Gale 
Boomerang, and target the wagon to blow out the fire. Stop 
when you reach this closed gate. 


> Dismount 
and open the 
gate by pushing 
its middle; then 
the overeager 
_ Telma races 
_ forward into 
the southern ae , 
Hyrule Field plains. Quickly mount Epona and follow her f 
in. As you reach a slight bend in the path, a group of Bullbo 
Riders join in the fray! 


are a constant 


menace, no 
matter how 


&. ota 


-_, 
et 
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Riders though; you may not haye noticed, but a Kargar: 
flies overhead and drops a bomb on the road. 
causes the wagon to veer off to the left, 


ra 


AS 


















long circular 
path across the 
& plains, and then 
i) back onto the 
"path you were 
j t diverted from. This is a real problem, as combat 

: could continue indefinitely if you don’t get Telma to 
stay. on the path! For the moment, though, slay any 
Bulblin Riders that are close to the wagon, and quickly 
switch to your Boomerang when the fire on the wagon 
reaches half damage or greater. Another Kargarok 
drops a bomb when you double back to this point. 




















































A lf the wagon is struck at this point, it goes off 
road and across the plains in a lengthy detour before 
emerging back near the shallow lake area where the 
combat began. As you reach this point in the road, 
douse the flames on the wagon and look out for a 
Kargarok swooping down. 





A As you reach the road, gallop forward so you're neck 
and neck with the wagon. You'll be close enough to 
target @) the Kargarok with your Gale Boomerang. Fire 
at the creature, and the bomb it was carrying explodes 
in midair. Now, instead of turning left, Telma trundles 
along the path and out of this area. You can now keep 
the wagon fire-free and slay the Bullbo Riders as quickly 
as possible. 











% 
~< Combat continues 
into the canyon path 
between the two plains 
areas, and the riders 





become vicious. However, 

they are easily dispatched 

with a spin attack or 

* arrows targeted with @). 
2D, Keep the wagon.from 

burning up, and stay about 20 feet behind it as you enter Kakariko Gorge. 


> As you reach the 
bridge to cross the gorge, 
another Kargarok swoops 
in to lay an annoying 
bomb on the path ahead. 
If you're incredibly fast, 
you can quickly target 

@ and defeat him. More 
likely, however, Telma 
takes another detour, careening right into the plains. Fortunately, this area is 
a lot smaller, and the detour isn’t quite as long. 





> Bring out your Hero's 
Bow and don't follow the 
wagon, Instead, stay in 
the middle of the field, 
scanning for a Kargarok. 
When it appears, ignore 
the wagon and riders, 
and charge until you're 
automatically targeting 
the creature. Fire, and it drops out of the sky with an explosion. You can now 
keep the wagon on track. 





> The wagon arrives at the closed 
spiked gate to Kakariko Village. 
Dismount after galloping around 
the wagon to see if you need to 
defeat any more riders. You may 
spot a couple, but spin attacks 
from the ground or Bomb Arrows 
are more than a match for them. 





Mysterious fires are breaking out on the wagon. Check in front and 
behind; a couple of Bulblin Archers are the culprits. Tackle them, then open 
the gate and enter Kakariko Village. 





This tumultuous battle where wagons, riders, and a flying 

fiend that wasn’t immediately obvious took the longest time to 
figure out. We just thought Telma was a terrible driver until we 
finally, after 20 straight minutes of blowing out wagon fires and 
shouting an increasingly loud series of panicked commands at 
the lady, managed to work out she was avoiding a bomb. 


















RENADO’S HEALING HANDS: 
THE PRIN NCE ‘Lives! 






A You meet Renado outside the Elde Inn. The prince should be okay, 
as long as he rests. Colin tells Renado he will look after Prince Ralis, 
no matter how long it takes. 


Outside the inn, Colin asleaboue Ilia’s memory loss, and Renado 
tells him that time should be a factor in healing these scars. Telma 
asks if you'd be prepared to join the resistance in Castle Town. 


< Telma says 
she'll stay a little 
longer in the 
village; she’s still 
worried about 
Tlia and wants 

to see more of 
Renado.... She 
leans over at you, 
telling there's a secret passageway in her bar leading to the castle. 





You're about to enter @ 
the Elde Inn when 
you notice a shadow. 
It’s the spirit of the 
Zora queen Rutela! 
She floats off down 
the thoroughfare and 
flits in and out of 
your vision. 





< The spirit of 
Queen Rutela 

is strong, and 
she beckons you 
to follow her. 
Oblige, and she 
floats south and 
) then west, past 
2) the Shaman’s 


sanctuary and into the graveyard. Follow her to the steps and the 
grassy area beyond. She reveals a small tunnel under a ceremonial 
stone. Enter the tunnel. 












WEAPONS & EQUIPMENT 


| < You appear in 
} asmall lagoon, © 
} whichis actually - 
} the resting place 
of Queen Rutela’s 

husband, She 
* hovers above his 
grave. In return for helping ew son receive help, she 
offers you a special garment—royal armor that enables 
you to move freely through the water. The grave slides 
back and the armor is revealed. You've acquired the 
Zora Armor! 

Zora ARMOR 


oe Zo 
f 3 
You cot Zora Armor! THis 
THROUGH THE ZORA ROYAL FAMILY. 
4 : 
‘2 


Hora Assmore 


Armor is made from the scales of 
fallen Zora heroes, and the armor allows 
you to breathe underwater. Place this 
on any time you dive into a PRs You 

















before. You can wear 
this on hy land, too, 





A Queen Ruleta disappears after asking you to tell 
Prince Ralis that he should not grieve his mother’s 
passing; she wanted him to live on and become king of 
his people. She leaves you, and Midna appears, telling 
you to get to the lakebed and find the next Fused 
Shadow! 


Citain Geom Aumar 









< Exit the bomb shop withvas 
many Water Bombs as you can 


L 
UNDERWATER 
a now you should be carry (you have two Bomb Bags, 

¥ so you should have at least 30 
bombs), and spend time gathering 
Rupees and other collectibles from 
the various chests and crates in 
the village, if you didn’t before. Next, head to the plunge pool behind the 


spirit of Lanayru’s grotto, where you freed the Cuccos. 


‘to Barnes’ Bomb Shop and 
purchase a brand-new - 
‘explosive device: the Water 7A 
Bomb. Here's what Barnes 
currently has for sale: 


Gor 



































> Dive down into the plunge 
pool, which is now easily 





Store 


Sore: BARNES’ Boms SHOP navigated, and look for the Bomb 


Ea 
x 


















NAME PRrIcE Rock at the pool's bottom. Put on 
‘ Sg Bombs (10) 30 Rupees your Iron Boots (and your Zora 
Armor), and leave a Water Bomb 
g Bombs (20) 60 Rupees to explode the rock. Grab the 
g Bombs (30) 90 Rupees purple Rupee (50) from the rubble. 
& Water Bombs (5) 30 Rupees << Use the same methods you have 
oS Water Bombs (10) 60 Rupees previously used to grab goods. For 
<§] Water Bombs (15) 90 Rupees example, the crate on this ledge, 
which you reached earlier by 
Og, Cucco, can be destroyed and the 


}, red Rupee delivered to your hands 





Bs 
Warer Bowes = if you stand on the roof of the 
; n, Youcot Water f° building with the hole in it and double target using the Gale Boomerang. 
Bomes! THESE EXPLODE: 
a ROC SO ENEMIES: " —é F << When you're ready to 
AY oy EVEN UNDERWATER. _9J 
. \ i leave, head toward the 








graveyard and up the steps. 


BARNES NOW OFFERS A "BUYBACK" PLAN, WHERE BOMBS YOU A 
There's another group of 


DON'T NEED CAN BE SOLD BACK FOR THE SAME PRICE YOU 





PAID. THAT WAY YOU CAN FILL UP WITH THE MORE VERSATILE Guays flocking around the 
__ WATER BOMBS, OR GATHER pe OF REGUIAR tree, and there’s a Hylian 
» BOMBS FOR LESS EXPENSE. THE CHOICE IS YOURS. 
\ Hornet Nest on the other 





I) We RECOMMEND MAXING OUT ONE OR TWO 
Bome BAGs witH WATER Bomss, AND 


» tree, which you can smash 
THE REST WITH REGULAR BOMBS. with any of your weapons. Watch the stinging, though! 


Enter the Zora king’s final resting place through the crawling tunnel, 
and drop down into the pool in front of the grave. Produce a Water 
Bomb, and with your Iron Boots on, trudge to the Bomb Rock in the 
chamber’s southern part. There are 20 Rupees inside this one. 


> Over on the pool's northern 
side are two rocks blocking what 
seems to be a channel. Place a 
single Water Bomb in front of 
these rocks, and they explode. Sure 
enough, there’ a hole behind there. 
This is a secret passage you heard 
the Zora speak of, and if you enter it, you appear in the water at the foot of 
the waterfall in Lake Hylia. The current is strong—this is a one-way trip! 





they also work the same way underwater 
pt you can’t combine them with your Bow). 









USE THIS TO QUICKLY REACH LAKE HYLIA FROM 
KAKARIKO VILLAGE, WHEN YOU DON’T 
>, HAVE THE LUXURY OF WARPING. : 







1. VENTING FRUSTRATION 
Tf you dive and swim 
toward the waterfall from 
Lake Hylia, you can see the 
bubbling vent that leads 
back to the graveyard. 
Alas, the current is too 
strong to enter. 


Lake Hywia: Two More 
CHESTS TO FIND 
< With your Zora 


Armor and the 
freedom to look for 





chests underwater, 
you can locate 
another chest that’s 
very difficult to spot 
fee without your new gear. Drop into the lake's 
Cnesr #46;/' southern part. Swim to these reeds and 


ORANGE ) locate the chest behind them. 
" 





a) 


=(f.Ruree (100 


TECHNICALLY, IT'S POSSIBLE TO FIND THIS CHEST 
» BEFORE YOU DON THE ZORA ARMOR, WHEN 
y YOU'RE FLYING AROUND WITH THE CUCCOS FOR 
THE FIRST TIME. BUT GRABBING THE CHEST 
le NOW ALLOWS YOU TO LOCATE IT MUCH 









> That's the last 
remaining chest you 
can open in Lake 
Hylia. Or is it? We 
managed to unearth 
Overworld Chest 
#22 on top of the 


platform, which contained an orange Rupee (100), after 
hours of exploring every underwater nook and cranny of 
Lake Hylia. The problem was, this chest only appeared once 
and disappeared completely when we reloaded the game! 

We later realized this was Overworld Chest #22 (the one 
you open if you land on the topmost platform on the Isle 

of Riches after Flight-of-Fowl), and it was located directly 
below the pole the platform is rotating around. If you chance 
upon this chest, you know what it is. 



















of Lake Hylia, and | 
take the plunge. You've : 
ransacked both thechests’ (209) 
underwater here, but 

—e . thete’s a Bomb Rock to 
blow up. Inside are two green (1), one blue (5), one yellow (10), | 
and one red (20) Rupee. Then head to the pool's southeast area; 
there’s another Bomb Rock on a small ledge. This one contains 
one green (1), two yellow (10), and one red (20) Rupee. 


















THIs CONCLUDES THE AVAILABLE BOMB ROCKS IN 

LAKE HYLIA, ASIDE FROM THOSE AT THE ENTRANCE 

To DUNGEON 3. YOU NOW HAVE THE EARLIEST 
OPPORTUNITY TO FIND THE REMAINING 

jy, BOMB ROCKS UNDERWATER THROUGHOUT 

2) PREVIOUSLY EXPLORED AREAS. GO FOR IT! 


Boms Rocking Aut 
AROUND HyRULE: HYRULE 
Fieup (Nort) 
> Hyrule Field (north): 
Take your horse and travel 


to the bridge crossing the 
river that leads back to 










Upper Zora’s River and 
dismount. Head for the 
water past the bridge. 


> Use the tried-and-true 
formula of your Iron 
Boots, Zora Armor, and 
Water Bombs and drop 

to this Bomb Rock, just 
south of the bridge. Inside 
it are a green (1), two blue 
(5), and two yellow (10) Rupees. 





Swim against the current to the other Bomb Rock, between 
the steps in the canal section of the river. Place the bomb on the 
rock’s north side, or the current takes it away from you! A yellow 
(10) and two red (20) Rupees are your reward. 


Bome Rocking ALL 
AROUND HyRULE: ZORA'S) 
Domain 

<_ Use the entrance in the | 
northern wall of Hyrule ey) 
Field (north) to reach the 
balcony overlooking the 
waterfall pool; then ascend 
the stairs before finally 
reaching the Zora throne 


room. There are some rocks to tackle in the plunge pool, but first 
there's some optional Missing Link Rupees to find around the sides. 














<< Now you can 
begin to make 
some serious 
rock explosions! 
Swim to the rock 










)) Rupees stuck on the outer 
iddle ledges. There's one in the 
_ southeast area, one above a Bomb 
~ Rock in the northeast area, and 
iz one almost at the surface in the 

= northern area. 






©) underwater in the 






pool's northern 

» section, and place 
a bomb next to it (it rolls but is still effective). This creates some 
smaller rocks, plus six green (1) and one blue (1) Rupee. The real 
value is the small rocks; lift them for two yellow (10) and one red 
(20) Rupee. 



































Continue towork your way 
around, and land ona small ledge 
with two green stones on it. Lift 
















> Now head to this 
the tiny rock; there's a blue Rupee As a é 
S pool’ main section, 
(5) underneath. Lift two more 
5 2 the molten shard. 
rocks on this ledge’s narrow left cere 
section; there's a blue (5) and yellow (10) Rupee under these. eraliciesaroand 
F é the impact of the 
Swim at approximately the same Biaiand drops 
t depth to the northwest part of Lohab there. ‘The 





this plunge pool, and scrape a shard splinters, and out pops a Goron, who was swallowed up in the 


yellow Rupee (10) off the wall. Jager teas lect napaElee gc x se 
a gift for freeing you—a Bag of F Bac or Bomss M4 
Swim to the large ledge on the Bombs! You now have all three You cot A BAG oF 
pool’ western side, and lift three Bomb Bags. 4s Bomss! 
rocks to find a green (1) and two iB - 
blue (5) Rupees under each of them. 


Don't forget to grab the small 
rock on this ledge, in the pool's 
northern part; there's a yellow 
(10) Rupee for your troubles. 





Swim down to the pool's 
bottom and begin lifting the small rocks surrounding the 
molten shard. Green Rupees (1) are available here. 






< After you 
finish Rupee 
hunting, 
optionally 
float down 













to the Zora 
on the 





) southeastern 
ledge and talk 
to her. She has a strange feeling about the molten shard; it's like it’s 
f alive and looking at her. How strange. 





















































CHECK OUT THE © MENU SCREEN 
WHERE YOUR MAJOR ITEMS. 

ARE STORED. AS YOU CAN SEE, 

_ THERE’S NOW SPACE 

B. FOR MASSES OF 

|) REGULAR OR 
WATER 
Bomes, 
OR ANY COMBINATION THEREOF! 


<_Now swim up to the 
throne room, and exit 
via the waterfall to the 
south. Using your Iron 
Boots and Zora Armor, 
you might wish to inspect 


the base of the river just 
outside the throne room. There are three blue Rupees (5) on the 
left and right sides of the chatthel. 


Boms RockinG ALL 
AROUND HYRULE: 
WATERFALL PooL 





A Take the plunge into the waterfall pool below. Talk to the Zora 
who can transport you back up here, and he explains the wonders 
of this area. When you're done and have optionally taken the ride 
back up and then dived down again, search for more Bomb Rocks. 


< The first 
Bomb Rock in 
thenorthern 
part of the 
waterfall pool. 
Dive deep 
down, place 
the bomb, and 
collect two 
yellow (10) and two red (20) Rupees from the remains. 





Swim to the pool's middle now, and drop to deliver an explosive 
charge to another rock. It splits apart and delivers two green (1), 
one blue (5), one yellow (10), and one red (20) Rupee. 


A During your bombing run, you can emerge from the 
water and speak to the Zoras on the ledges surrounding 
you, including those at a new cave entrance, which was 
blocked by ice before. You can optionally enter this cavern 


and adventure into Snowpeak! 
SNowPEAK; ABANDON 
Aut Hope Ye Wo 


ENTER HERE 





ae yy 7s 


SRR 


Kay 


2 £2 
aK 


A It won't end well, but this is the very first time you can 
enter the harsh environment of Snowpeak; change your 
outfit to the heroic clothing and enter the tunnel. You 
emerge at the top of a series of ledges leading to a cracked 
and half-frozen lake. 


> Se B® OHM 





A Drop to the lake edge. Don't fall in or you'll be instantly 
frozen and must restart this area. Make careful jumps, 
heading in a general northeasterly direction, and you can 
maneuver across the frozen lake in its entirety. 










can trudge into the snow itself, 
ich quickly becomes waist-deep. 
Strange ghostly wolves appear from 
mist and leap 
- upon you. These are 
‘White Wolfos and 
-are the guardians of 
this area. They attack 
with leaping strikes, 
and then stalk you, Too fast for you, and too sly to 
well aware they can attack without prowling around 
outmaneuver you. you, White Wolfos hounds are to be 



















Currently, the only faced later in your adventure. A Back in the relative warmth of the river, swim into the Upper River 
current way to tackle € area, near Iza’s dwelling, and begin destroying the underwater Bomb 
them (as they attack in pairs) is to shield block the leap, Rocks, starting with this one in the southeast area. Expect to collect 





then strike the second one with a single, well-timed blow. 


—— 


three green (1), four blue (5), and two yellow (10) Rupees. 





































< This next Bomb 
Rock, underwater in 
the middle of the river 
area, yields one green 
(1), four blue (5), and 
one yellow (10) Rupee. 
In the southern part 
of the area, near the 
submerged ramp, is 

a third Bomb Rock, 
which is easily missed. 
Blow it up for two 
green (1), two blue 
(5), and two yellow 


A Once you've tackled the Wolfos, you can begin slowly (10) Rupees. 


} 
‘Wading up the snowbank. Midna appears and tries to 
! 
| 
! 
| 


warn you that you'll freeze if 
you continue and that you 2 iEt I !/ 3: THE 
should turn back. Ignore Te : 


her, and after a few more Wolfos 
attacks, you fall and expend 
your energy in the corner of 
Snowpeaks initial area and 
must restart this zone. 
Head back to Zora’s 
Domain right now! 






<< You've exhausted 
your Overworld 
expedition, so 

now you should 
entertain Midna 
and finally dive 

into the depths of 
Lake Hylia. Swim 

to the purple dot on 
your map, and down to a rift at the lake’s bottom. The entrance to the 
dungeon is flanked by Zora ceremonial spires. This is a special place. 





> It’s also a place 


where you can set 
off a Water Bomb 
and destroy another 


detonat 

two blue ( 

yellow (10), and one 
0) Rupee from 


of the rift 

Bomb Rock. The plan 

is much the same, 

although you gain one 

green (1), one blue 

(5), and three yellow (10) Rupees. 


A Float across to the stone entrance and speak to the Zora there. He 
tells you that the place beyond the rock is sacred to his people and was 
once called the Zora Temple. After being overrun by monsters, the only 


A Swim to the air vent directly below the ornate 
entrance, and watch it for a moment. It bubbles, 
then stops. Wear your Iron Boots and wait to 
produce a Water Bomb until the vent starts to 
bubble. Then place it on the yent. The bomb 
ascends and explodes as it reaches the rock above. 
Because the ledge holding the rock is too narrow 
to place a bomb on, this is the only way into the 
dungeon. Take a deep breath...and swim inside! 








/Siaia) hake 

































































= 1S 
Open Floodgate in First Reservoir Tower {Locate Fabled Clawshot from a Bloated Deku Toad 





TRAINING. 








Room LeGend 


Entrance Tunnel 
and Grotto 


Temple Entrance 


Connecting Bridges 
Lakebed Column Hub 
Single Cog Cavern 
ern Reservoir Tower 
naking Waterway 
Lair of the Deku Toad 
Double Cog Cavern 
Eastern Reservoir Tower 
‘The Grotto and 
Underwater Maze 
Big Key Plunge Pool 
Boss Battle! Twilit 
Aquatic Morpheel 
Number oF 
Treasure Cuests: 26 
Arrows (20) 


Water Bom! 

"Arrows (20) 
Dungeon Map 

"6 Small Key 
Water Bombs (5) 


"Small Key 


Bombs (10) 
Red Rupee (20) 
Small Key 
"Red Rupee (20) 
Bombs (5) 
Clawshot 
Water Bombs (10) 
Red Rupee (20) 
Bombs (10) 
Compass 
Red Rupee (20) 
Bombs (20) 
"Red Rupee (20) 
"Water Bombs (5) 
. Big Key 


". Piece of Heart #19 
"Red Rupee (20) 


Piece of Heart #20 


ITeMs 
Fairy ina Bottle 


CHARACTERS. 
Deku Toad 


‘Twilit Aquatic Morph 


Wearons & EQUIPMENT 



































Open Floodgate in Second Reservoir Tower 











lll? 
Locate the Big Key 


7 


TEN CN 


\t} 














A LINK TO THE PRESENT 
Heart 
Pieces: 

3 (18 Total) 





~ Big Wallet Quiver Golden’ 
a 2 (of 24) Skills:3 (of 7) 


Journal (of 16) 


C Items ALREADY ACQUIRED 


Heavy Boots Gale —Lantern _—_ Slingshot _Fishi 
f Boomerang 





/ .) | ii 
b Bomb Bag! BombBag2 BombBag3 Bottle #1 i Skullfish 


(20) Water 
Bombs (10) 











Bombs (10) Fairyina SmallKey#3 Clawshot Compass _ Big Key 
Bottle 


Piece of Pieceof-—“Fairyina Heart Fused 
Heart #19 Heart #20 Bottle Container. Shadow #3 











reduced to a dark, dank ruin, an underwater catacomb teeming with monstrous and unhealthy creat 
and scavengers. Fortunately, many of the mechanisms the Zora architects placed in this dungeon still work, 
including the ceremonial floodgates, opened via two reservoir towers at each end of the dungeon. Water used to pour 
down channels and turn giant cogs, with purposes now lost to time. Only by using this antiquated technology can you 
thoroughly investigate this lost structure, locating a giant toad and making it cough up a prize. After you collect all 
items and open all floodgates, a large arena fills with water, and you can call a giant lurking fiend into the light, and 


eyeball it—literally. Only after these tasks are complete can you collect the last of the Fused Shadows. 


Thar tk Guu tas ConNEsNG DD, 


CHAMBE Ses — FRANCE 


=S 


BEFORE YOU SUBMERGE AND SWIM INTO THIS TEMPLE, BRING 
ALONG THE FOLLOWING: 


@ Room in your WaLteT, so YOU CAN COLLECT MORE 
FROM THE TREASURE CHESTS. 


@ Avpimionat aRRows AND WATER Bomss 


@ Bornes ritep with RED Potions OR CAPTURED 
FAaIRies 


@ Your IRON Boots PosITIONED ON THE GP PART OF THE 
GP SO YOU CAN SLIP THEM ON AND OFF QUICKLY 


@ ARROWS AND THE GALE BOOMERANG WITHIN EASY 
ACCESS 


@ ‘WATER BOMBS AS YOUR MAIN &) ITEM 








@ ALSO, PURCHASE YOUR ADDITIONAL WATER 
Bomss FROM BARNES AT KAKARIKO 
, VILLAGE 





A With your Zora Armor on (otherwise you'll drown in 
seconds!), swim through a water-filled tunnel. This tunnel 
heads down at an angle, and then bulges out slightly to a 
grotto with a variety of plant life. Put on your Iron Boots. 





Ton 
Water the Comesting Balilgss iene Wao? 
























Shelll Blade 


‘Threat Meter In this grotto 
mee | | lurks a nasty, 
clamlike creature known as the Shell Blade. 
It isn’t that threatening, but, its thick shell 
is impervious to vertical slashing moves. 
However, you can slice the 
squashy interior bits with 
any horizontal slice; the 
spin attack is excellent for 
this purpose. 





A spray of purple goop indicates that 
any horizontal swipe has hit home: 
shell shock for the Shell Blade! 






A Escape the grotto and swim up a long conduit. Avoid the 
large, electric, jellylike beings. Currently, you have no way to 
defeat these Baris, but when you obtain a new weapon, you 
will prevail! 












< Swim to the 
conduit’s top to end 
upina circular pool. 
Clamber out and draw 
your sword, A giant 
Purple Chu is about to 
: ® attack! Use a mixture 
“of shield blocking and sword swiping to cut it down to size, 
then defeatits smaller offspring. Tackle a Red Chu on the pool's 
southern rim, Scoop it if you need extra energy in a Bottle. 






























< Treasure Chest: 
After dealing with 
the Chus, skirt the 
perimeter, smashing a 
4 couple of pots for the 
), Hearts inside. Find 
"a small chest in the 


room's eastern part. It contains some arrows. 
3 = 9 Oo. sf g Gis . =) 
F Treasure * i 
“gab You cor ARRows (20)! 
Arrows (20) Use ARROWS TO'SHOOT 
Ie 2 L FAR-OFF FOES! A 
an) Ba Os mks 
This room hasn't given up all of its goods yet. Run south, 
and check out a small chest. This one offers Water Bombs. 
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Water Bomes 


7 You cot Water Bones (10) 
‘Arrows (20) YOU CAN USE THESE BOMBS IN 
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A Check the chamber's western part to discover two pots, but 
more importantly, a Red Chu. This provides another chance 
to scoop up its remains after combat. Then move to the 


falGame Gu 


northern temple entrance, and tackle a Purple Chu. 


DaerriMArrottici 


~<) 


@:) 





> Run up the steps to the 
entrance door, which is sealed. 
That is, until you run from the 
ledge and leap off, catching the 
large gold handle and pulling it 
down. This activates the door, 















and you can move into the 
next chamber. However, a couple of Red Chus and a Blue Chu (which 
gives you an even more potent potion) ooze out of the walls. Tag and 
bag them! 


OSS Miemetass 50) 


1. Cus Lire 

The longer you stay in this chamber, 
the more chance you have that a 
Red Chu will fall from the ceiling. 
Look up to see if any are hanging 
around (there are five total). There 





are purple ones too, but they don’t 
give you quite the energy boost. 


2. POTTERY PULVERIZING 
Smashing everything you can see works well in this chamber. Steal 
blue Rupees (5) and green Rupees (1) from pottery you smash. 


ee) 


CHAMBER 33 STALACHITE 


Cavern (2F) 


< You appear ina strange 
cavern with many hanging 
stalactites and some odd- 
looking creatures charging 
about below. Before you leap 

) down, Midna appears and 
advises you to make sure those 
tock formations are sturdy so they don’t fall on you. Oblige her. 





Be MIDNA Is Correct. IF YoU CONTINUE FORWARD, FALLING 
ROCKS WON'T STRIKE YOU, BUT YOU CAN'T CLIMB UP TO 
THE OPPOSITE SIDE AND LEAVE THE ROOM WITHOUT 
=> @___ CREATING STEPPING STONES FROM THE 


$A, STALACTITES. 
a= 


> Bring out your Hero's Bow, 






and combine arrows with 
bombs. If you have a stash of 
regular bombs, use these, and 
keep Water Bombs for later. 
Aim for the crack in each 
stalactite, and break apart all 





four of them; they fall and become platforms. Be sure the room looks 
like this before you proceed. 












A Head down the slope, bring out your Eo and drop off 
to either side. Ignore the strange enemy with the armored 
back for the moment, and locate a couple of Tektites skating 
below. Slice into both of them, until they expire and give 
you a Heart. Explore the area heading south, back up to the 
entrance door. There’s nothing except a series of ledges to 
climb to get back up to the sloping platform in the middle. 
Turn and head north. You have a new creature to tackle. 


‘Threat Meter Climb to 

mene || the first 
southern ledge, bring up your shield, 
and @) target a trotting foe with a 
large armored helm. It will strike and 
send you flying off 
the ledge’s side. It can 
push you back even 
if you're blocking. 
You cannot hurt the 
Helmasaur by hitting 


it from the front This creature is plated with an 

or sides. You must impressive armor that covers most 

target it, then jump of its body. Find that part that’s 

ormaneuveraround exposed, and it becomes helmless, 
“until you're facing and helpless! 

its rear, then strike 

(with a spin attack, or Hidden Skill #3, the back slice). 

Avoid confrontations in rocky spots such as this one, 

as it’s difficult to get behind it. When you receive the 

Clawshot later in this expedition, the combat options 





improve immensely! 


THE HELMASAUR'S CARAPACE ARMOR DOESN'T 
EXPLODE AFTER COMBAT. YOU CAN USE 
. IT LIKE A ROCK, AND THROW IT AS AN 
INEFFECTIVE WEAPON! HOWEVER, 
THERE MAY BE A DIFFERENT USE 
_, FOR THIS IN A DUNGEON TO 
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you access up the — 
northern ledges. Smash — 
pottery, as you go, and continue until you reach the exit doors, 

















































Treasure Chest: 
Don't leave this chamber 
yet! In the chamber’s 
northwest corner are a 
» couple more stepping 

B) stones and a small 
©, sterfall. Climb toa 
small ledge where two pots and a tiny chest reside. Open and 
loot -_ then return to the north door and open it. 


TREABURENI Warer Bomss My 
Pres #3: ce oT WATER Bomss (10)! 


You CAN USE THESE BOMBS 


Warer 
|,Bomas (10), IN WATER, BUT NOT WHILE 
SWIMMING. iS 


1. Pottery PULVERIZING 
This chamber holds a number of pots to break: 


@ Next to the northwestern wall on a large ledge, behind a 
stepping stone: Heart 


@ Onan unreachable platform in the stalagmite cluster on 
the eastern wall; use the Gale Boomerang: blue Rupee (5) 


@ Bya stalagmite in the upper ledge, northeast corner: 
Heart 


@ Inthe upper northwest corner, next to Treasure Chest 
#3: blue Rupee (5) and arrows 


CHAMBER 4: CONNECTING 


< Enter an 
impressively large 
rock chamber with 
swirling waters 
below you, anda 

&) number of bridges 
A) jutting from a 

™ central column, 





Look closely to see a second corridor above you. For the 
moment, however, peer forward to see a scaly fiend running at 
you. Bring out the sword! 








Padding aon the hallway at you is a species of Lizalfos, a scaly denizen with a mean 
. streak. It has two bladed attacks: a sword it carries and a tail with an axelike blade 
shied to it. This blade, when whipped around, can knock you off your feet. The Lizalfos is also skilled in 
“ defense, meaning you can't simply wade in and defeat it. Multiple simple sword strikes are required to down it. 
A better plan is to shoot Bomb Arrows from range or use the back slice, Start by @ targeting, ram it with your 
j shield to stun it, then roll around with ® and slice its exposed back! 

ra : 7 ; "he f Don't target and leap against a 

5 ae ” t | Lizalfos because it can slice faster 
than you. Regroup, and turn 
defense into offense. 
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CHAMBER 5 ae os a MN You've DesceNDeD 10 THe Fist r.0oR 
(1F) oF THIS DUNGEON, AS YOUR MAP 


INDICATES. 






























< After you defeat the 
Lizalfos, walk to the north 
door, and enter the interior 
column. This reveals itself 
to bea huge circular room, 
containing handles, doors, a 
i) large staircase you can turn 
™ with those handles, vine 
walls, pots, chests, and more! You can spot a chest on a chandelier, above 
the large staircase. 

















» DON’T RUN AROUND PRESSING STUFF. INTERACT 

METHODICALLY WITH THE Senene TO AVOID GETTING LOST, A Down on the first floor, turn left if you feel the need 
CONFUSED, OR WORSE! 4 1 

tt Lo " toslice open pottery. Don’t worry about the chest on 

ws the scaly wall’s other side yet. Instead, optionally take a 

plunge, diving off a gap in the first floor balcony where 

&. THE PURPLE AND BLUE FLOOR TILES POINT TO GAPS YOU CAN you see vines, 

) INVESTIGATE, HANDLES YOU CAN PULL, OR DOORS YOU CAN 

p~. ENTER. FOLLOW THESE IF YOU GET LOST. 






You'll land in a circular plunge pool 





that's beneath the staircase. 
Dive into the murky 
< You can spot a locked door waters to see the column 
on the west side of the circular that’s holding up the 
balcony you're standing on, but chamber above. A 
a wall draped in scales and skin half-dozen horrible 
> doesn’t allow you access here. little fish also bite you! 












You need a key first anyway, so 
step forward, and head down 
athe stairs (you can't drag that gold handle yet). 














‘Threat Meter Skullfish inhabit 

Le this temple's central 
pool. These nasty creatures swim at you f 
take a nip out of your hide. This only takes 
a quarter energy, but it’s still unpleasant. 
Simply swim away because 
you're faster than them. 
Here are some ways to defeat 
them: 


The least obvious is to get 
out your Fishing Rod! This 
isn't a favored fishing hole, 
but you can catch Skullfish 
here, although they aren't *» 
added to your Fish Journal. Wy 
You get a Heart of energy 
for each fish you catch. 


‘The problem is you don't 


dispatch the Skullfish and must throw it back! 


A better way to dispatch these Skullfish from dry land is 
to use your Gale Boomerang, targeting up to five fish at once 
(or auto-targeting), then throwing it. This is very effective. 
Your Hero's Bow, a new item you're about to claim called 
the Clawshot, and even dropped bombs also work. Finally, 
if you're in the water, draw your sword and wear the Iron 
Boots, and tackle them from the deep (this doesn’t work in 
the plunge pool though, as the Skullfish swim above you). 

















A Ignore the Skullfish, walk to the plunge pool's north side, and 
face south. Survey (with © and O) the central column to discover 
an opening in it! Now that you've uncovered a few secrets you 
can’t reach yet, head onto the narrow ledge surrounding the 
plunge pool and locate the vine walls: one in the northeast and 
one in the northwest. You may need to dissuade a Tektite from 
attacking before you make the climb. 












glasic 2) 


Either vine wall bri es ; 
you up to the first floor” 
Continue around this B s 
ledge to the'south, 
bringing out your sword 
to deflate a leaping blue 
Tektite along the way. 
Against a scaly wall 

in the southwest is a 
treasure chest holding ~ 
more arrows. Open this, 
then return to an eastern 
door with a channel running below it. Perhaps this needs to 
be filled with water? For the moment, open this door. 


20 Oo a 
f TREASURE | i 
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1. PULVERIZING POTTERY 
Destroy the ornate pottery for tiny prizes. Here's where 
to find them: 


2 
Arrows Fy 


You Gor ARRows (20)! 
UsE ARROWS TO SHOOT 


@ 28: Against the scaly wall, to the entrance’ left: 
Rupee and Heart 


@ 2E: Against the scaly wall, to the right of the 
entrance: Rupees 


@ 1F: Against the scaly wall, northwest area: Rupee and 


arrows 


@ BE: On the narrow ledge surrounding the plunge 
sh gee pane 
pool, north area: Hearts 


COR ese) 


CHAMBER 4: FIRST 

RETURN TO CONNECTING 
Bripces (1F) 

< Unsheathe 
your Ordon 
Blade and 
prepare to 
strike a Tektite 
@) whoS leaping at 
you as you head 
© east back into 
the Connecting Bridges area. This time though, you're on 
the opposite side and one floor down. When you strike the 
Tektite, you see it was guarding a couple of pots (smash them 
to grab a Rupee and Heart), and a large waterwheel that you 
can’t move. Head back into the Lakebed Column Hub. 





































Y= im. 
oe CUSES = ao, 9 ~CHAMB) 
ENCOUNTERED er Se a 
OUAKEBED 

UB (IF to 2P) > Enter this-passage. There's 


no Tektite, but otherwise this 



















< Return to the 
first floor Lakebed is similar to the one directly 


Cohenn Hub, and below you. It’s blocked by a 
heatto the ledge’ waterwheel that won't budge, 
southern part and there are a couple of pots to 
ace torth tosh smash for a Rupee and Heart. 
* ol handleyad There's little else to do except memorize this area. 


didn't pull when you went for the treasure chest. Leap and 


catch it, and the staircase rotates 180 degrees. This allows CHAMBER, 5: SECOND RETURN 
as . i it. It leads i. the ae fe of the second TO LAKEBED CoLuUMN Hus 
loor (2F)—the area you haven't explored yet. oy 42) 
ze Be (2F ro 1F) 


By. YOU MAY BE ROLLING EVERYWHERE (AS g a ‘ 
( PRN, LO A << You've already moved 



































IT 1S FASTER THAN RUNNING ALONE), BUT 5 i 
DON'T ROLL UP THIS STAIRCASE OR YOU the giant stone stairway 180 
degrees, but now it’s time to 


2 BUMP YOUR HEAD, SLOWING 
point it east to west. Head 


BU, YOU DOWN. 
out into the Lakebed Column 


> Make a right Hub and grab the gold handle 


“at the top of ; 
traight in front of you. Th 
the stairs. You straight in front of you. The 


staircase grinds to this location. You can now head down the stairs, 
rolling if you wish, and moving directly west to an open door you 
hayen't explored yet. 


pass a door and 
encounter some 
pottery to smash 
on the other side 
of a scaly wall (inside are Rupees you can’t grab). Instead, 
turn left, and draw your sword to smite a Tektite hopping 
| about this area. Step across a channel leading to a locked 
door, and run to the scaly wall where a single pot awaits. 
It's shaking slightly. Pick it up and you discover your old 
friend: Ooccoo! You can now meet her son and leave the 


Ox 9 O82 
i { 
dungeon whenever you like! OT eekSURE 1 f DuncEon Map | 


You Gort THE 


2 O Og Crest #5: 
x Ooccoo 4 REESEeN . DUNGEON Map! 
YOUuARE REUNITED wit Ooccoo! le Pol) i A 
bo = 


THIS KIND CHARACTER CAN LET YOU 





<< Before you leave this area, 
turn right, and locate the chest 
at the dead end. It’s the one you 
saw earlier, and it contains a 
useful item! Pick it up before 
you leave. 








$e cteae CHAMBER 43 THIRD RETURN TO 
Cl 


\ 
LA ae ConNECTING BrupGes (1F) 


doorways, each > Enter the first floor passage 
with a channel heading west, and bring out 
under it. The your shield and sword to defend 


one to the west is yourself against this nasty 
locked. The one 


» to the east isn't, so 
move there. You're about to enter another passage above 
the one containing the waterwheel you saw before. 





Helmasaur. Dodge its charge 





and poke it where it’s armorless, 
then open the unlocked door. 








re: 









-? 

Since CoG 
AND BF) 
<< The Zoras’ construction 

is intpressive. Walk into this 
large cavern containing a giant 
cog in front of you, with three 
» round platforms hanging 

from it. It looks like this room 


™ continues up to the second, 
floor (2F) and down to the basement (BF). Step forward to the edge. 





< Your first plan of attack is 

to drop a stalactite from the 
northern ceiling with a Bomb 
Arrow. Then turn left and fire 
off another Bomb Arrow at the 
| second stalactite (it’s in the mist 
» and difficult to spot). These 
two falling rocks plug (or are caught by) a couple of fountain jets on the 
basement level, allowing easy access throughout your exploration. 





Now inspect this chamber thoroughly. You can drop down to the 
basement level, which has shallow water everywhere although it’s not 
deep enough to impede your running. To climb back to the first floor, use 
the large granite steps to the right. 


> From the entrance, turn 
right, and run forward toa 
small tunnel entrance. Jog 
down this tunnel, and you 
appear under the circular 
platforms attached by a chain 
to the giant cog. You're now in 
the basement level, and the stalactite you just released has created a 
path from north to south. 


> Head south toa vine that’s 
growing on the central column in 
this lower area, and cling to the 
vine, shifting around until you're 
ona ledge facing the southern 
part of this chamber. Look south 
to spot a grand archway with a 


sealed gate. However, the bridge to cross this area is below you; the water 
needs to be raised. Ignore this for the moment, and face southwest. Theres 
a small chest on an equally tiny ledge. The rock island you leap to is the 
second stalactite piece you destroyed, and it ascends and descends on a 
water jet. Stand on it and don't fall off, then leap to the chest when it rises. 
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here for. Inspect the waterlogged area’s southern part, ¥ 








Ly 
ENEMIES: 
| Sewanee 
ENCOUNTERED 


the moment, 
you'vegot™ 
what you came 





slicing a Tektite or two with your sword. Climb up the 
vine wall to the ledge cluster in the middle, or up the 
granite steps, and exit the way you came in. 


CSM iemetnas OO) 


1. GALE Force FUN 

You can't leap to the ledge on the room's north side, 
but you can target the pots there with your Gale 
Boomerang and bring the Rupees to you (drop 
down to collect them if they fall). 


A second place to 
try your long-range 
wind power is when 
you're standing on 
the rocky center of 
the basement level. 
Point your Gale Boomerang to this small plinth 
with a single pot on it. This contains a yellow 
Rupee (10). 





2. PULVERIZING POTTERY 

There's the regular way to shatter pottery, starting 
with the two next to the entrance door, near the 
small tunnel. These hold a Heart and a Rupee. 


A Back up on the first floor, run across this linking 
platform to the hub. You're searching for a locked door: 
the one you found earlier on the second floor. 








<< The locked 
door leads onto the 
connecting bridge 
platforms. This is 

» one you haven't 

§) visited before, so 

= ready a sword or 
prepare to flee from the Helmasaur. You can easily open 
the door at the far end. 


CHAMBER 6; FIRST 
RETURN TO SINGLE CoG 
Cavern (2B) 


< Treasure Chest: 
It may not be 














obvious, but you're 
above the Single 

» Cog Cavern area 

) you just negotiated! 
™ Compare your 
in-game map levels. The difference is that you're currently 
negotiating the outer passages surrounding the central cog. 
Turn left to deal with the Tektite. Run to the corner and 
open an easily overlooked chest. 
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< There's no need to look for a gold handle to wrench; you're heading 
back the way you came. Run up the large staircase, and make an 
immediate left. The locked doorway, with pink stone surroundings to 
differentiate it, is in the second floor west section. 

























»> Head across to 
the opposite side 
and smash some 
pots (which contain 
arrows), and inspect 
the grating to the 
south. This is firmly 
sealed, and you 
cannot continue 

in this direction. Instead, turn and move north, to a sealed door to 
another seemingly closed-off area. However, if you look up, you'll see 
two stalactites. Bring out the Bomb Arrows and blast both of them! Then 
move and leap onto the nearer platform you created, and scramble up the 
vine wall. 





> Aslongas 
you blasted 
both stalactites, 
you can access 
an area of 
broken wall 
near the vines, 
which has a 
gold handle on 
the western 





side. Line yourself up and jump, pulling the handle down. This activates 
the sealed door below you. 





Were you stuck on this puzzle for ages, despite having all 
the clues (the vines, the chest with bombs, and the arrows 
in the pot) needed to solve it? Don't worry; we had the 
same problem! 












around the cavern’s 
perimeter, and pass 
by a door in the south 
wallithat leads to 

) the middle of this 






chamber. Instead, 
inspect that large rock blocking your path. A quick Bomb 
Arrow destroys the rock. Beyond is a short dirt ramp, with 
two Helmasaurs ready to charge. Back up away from the 
rubble to deal with them. Head up the dirtramp to a door, 
but open it ina moment. 





od 


Back up, leap to the side of a charging Helmasaur, and dish out 
some damage to its rump! 


> First, backtrack to 
the south wall door 
and open it. This leads 
to the giant cog you 
saw with the chained 
circular platforms 
hanging from it. 
You're on top of this area, in the chamber’s central part. 
Begin your exploration by heading left. 





> Smash pottery if 
you wish, then leap 
onto the gigantic cog. 
A Lizalfos guarding a 
southwest door trots 
over to deal with you. 
A swift collection of 
strikes should knock it down to size. Investigate the southern 
ledge, then leave via this door. 





ARE YOU FEELING PARTICULARLY SATISFIED WITH THIS, OR ANY 

OTHER TAKEDOWN? IF YOU DEFEATED A STRONG 

_ ENEMY, SUCH AS THIS LIZALFOS, YOU CAN FINISH 

I) YOUR SWORD-BASED ATTACK WITH A FLOURISH! 

STAND STILL AND PRESS ®, AND YOU 
PERFORM A HEROIC SWORD SHEATHING. 
TWIRL. IMPRESSIVE! 










“> After you're in this 





southwest perimeter 
path, take aleftand ‘ se 
investigate another z 
gigantic cog, which looks 
like it’s water-powered 
but stationary. Smash a 
the pots, then inspect the chest on the outer wall. A Keese who. 
flutters in waylays you. The chest contains a Small Key that will” 
be useful in a forthcoming chamber! 


5 a a 9 
i os ea 
° TREASURE “| Smaut Key 
Cuesr #8: You Got A SMALL Key. THis 
SMALL Key OPENS A LOCKED DOOR, BUT 
NB A a ONLY IN THIS AREA. © 
S r ; 4 
























< This perimeter 
corridor’s opposite end 
has a number of pots to 
smash, plus gloopy Chu 
enemies to fight. Slice up a 
couple of Purple Chus and 
one Red Chu. Aside from 
the pottery, there’ little else to do here. There's a door to the west, 
but you can't climb the wall with the water channel embedded in it. 
Instead, run to the dirt ramp and the unlocked door. 


s THE DOOR AT THE DIRT RAMP'S END IS ACTUALLY 
) RIGHT NEXT TO THE ONE YOU COULDN'T REACH 


EASILY ACCESS THIS DOOR NOW, BUT ONLY 
IN ONE DIRECTION! 


CSS Mimetass 0) 


1. PULVERIZING POTTERY 
This general area has a number of pots that need smashing. 
Here are a few locations to look for: 


@ The perimeter corridor, next to Treasure Chest #6: 
arrows 


@ The northeast ledge in the central cog chamber area: 
Rupees and Heart 


@ The south ledge in the central cog chamber area: Rupees 
and Heart 








@ The perimeter corridor, next to Treasure Chest #7: blue 
Rupees (5) and Hearts 


@ The perimeter corridor, near the Chus in the western 
dead end: Rupees 
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enclosed chamber, where 
an odd wormlike fellow 
hops into a large Chu 
Jelly bubble and bounces 
-» around, The bubble is 
impervious to your sword 
strikes, but the Chu Worm 
isn't safe from Bomb 
Arrows. Simply @) target 
the wriggling foe, and launch a Bomb Arrow. 


That bubble shield explodes, 

|| leaving the creature exposed. 

You can fire another Bomb 

Arrow as it weakly hops away, 

but it’s better to finish this foe with a flurry of sword swipes. 

Don't forget to try the Clawshot against this creature later 
on; the results are very satisfying! 





It’s a wonder the Chu Worm has 

survived in the Hylian wilds. It’s 

one of the least aggressive mites 
around! 








< Step into this small 
chamber and check it 

out thoroughly. A water 
channel leads to a door 
just to the left of the 

} one you came through. 
This leads back into the 
perimeter of chamber 6, where you fought the Chu. Don't head 
there yet! Instead, move to the only locked door, opposite the one 
with the channel under it. Use the Small Key you just found. 





> You arrive ina tall, 
circular room with a 
winding water chute 
curling up the exterior 
wall. This is one of 
two reservoir channels 





}, for the entire temple, 
D] and releasing water into these channels should activate the 
2 waterwheel cogs you've seen elsewhere. 





< ‘You have toj jump into 
the pit below the ledge 





youre standing on. Ignore 
the gold handle you can see 
) (but not reach yet). Climb 
over the channel wall, and 
climb the chute. As you 
climb from the second floor to the third floor, fight a couple of 
Tektites. 


<< Treasure Chest: 
Continue to the chute’s top, 
facing another Tektite on 
the way. As you reach the 
top, the channel flattens 
out, and there's a bridge 
to cross. Before you do so, 
head straight across the channel, to this small chest, and secure a 
few more bombs for this operation. These aren’t Water Bombs, so 
use them with your Hero’s Bow against enemies on land. 


TREASURE + f Bomes t 
Crest #9: 
You cot BomBs (10)! 
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> Turn to the chute's top 
and investigate this area. 
There's a squared off arch 
with two ladders embedded 
in each side, Choose one 
ladder, scale it, and at the 
top, peer to the opposite 
side. A treasure chest is here, but you can’t take it yet. Instead, line 
yourself up with the gold handle and grab it. 








A cascade of water tumbles out of the roof gates (siphoned from 
Lake Hylia), and runs down the chute into the circular reservoir at 
the chamber’s base. Drop down onto the channel, and head to the 
chute. You can ride the water down (it’s slightly uncontrollable, 
but fun!). But beware: once you start the ride, you can’t stop! 











YOu COULD ALSO RUN ALONG THE CHUTE’S OUTER 
| CHANNEL WALL, OR JUMP OFF THE CHUTE INTO 
THE WATER. 


To RETURN TO THE CHUTE’S TOP (iF YOU FORGOT TO 
OPEN TREASURE CHEST #9, FOR EXAMPLE), YOU MUST 
q JUMP ONTO THE CHUTE WALL, DON YOUR IRON 
Boots, AND SLOWLY CLUMP TO THE TOP. THIS 

TAKES AGES, BUT IT’S THE ONLY WAY TO ASCEND. 
2 AFTER THE WATER STARTS. 







<< Once at the 

_ reservoir, swim to 
the platform at the 
central tower's base, inant} jars don't stand. achance when you're » searching 
clarfiber on, and then for Rupees and Hearts:Look around the western ledge 
} line yourself up with (second floor) for four pots containing Rupees and Hearts. 

™® the gold handle and The eastern pit near the vine wall has three pots. They 

leap to grab it. This opens a floodgate at the opposite end of contain two blue Rupees (5) and one yellow Rupee (10). 


the chamber, and allows water to flow down the channel you 5 y 
saw along the perimeter of chamber 6. Head back there now. COR OD) 


of Thor Gloea un Rip Gummo aa NO 
ON N00 



































































<. Head to the door 
leading to the middle of 
this chamber, and open 

it. The gigantic cog has 
started to move after 

B) the water turned the 
waterwheel, and the three 
circular chain platforms 
below are now rotating. 
Drop through the cog to 
get back there, or secure 
treasure: Exit via the 
north door and head east, Ga 
to the main hub. . 


A Run across to the two doors, and choose the one on the 
right with the rushing water underneath it. Step into the 
perimeter of the cog cavern, and leap off the end. Fight a 
couple of Chus if you wish. The pots have also respawned! 
Head to the waterwheel cog next to the open chest (#7), and 
pass between the wheel's blades. 


»> This leads to the 
final part of this 
chamber's perimeter 
and a dead end. The 
gate you saw when 





you first entered this 
perimeter area is the 
same one you're facing now. Smash both the pots. The one on 
the right houses a Fairy! Produce one of your three Bottles, 
and capture it. Attack a Purple Chu that's dropped down, as 


you retrace your a se 
steps under the FAIRY 
You Got A Fairy IN A Bortte! 
waterwheel cog: WHEN YOU FALL IN COMBAT, 
{ THIS FAITHFUL FRIEND GIVES YOU [ 
S 


A First though, you must negotiate the connecting bridge 
platform running west to east, and the fearsome Helmasaur on 
the way. Exit via the door opposite. 


Hearts. oY, 
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 < Treasure Chest: Once across the 
bridge, you see that the floodgate 
you opened is flooding this central 
chamber. Dash forward, and dive 
off the ledge’s edge (dive to one side 
so you don’t hit any steps below) 
into the plunge pool. Ignore the 
‘Pox = Skullfish, and swim to the central pillar. You cannow 
Z Re open the chest in the pillar alcove you spotted before. 


eX 










Cuesr #10: 


Reo Rupee 
1 (20) } 
be 
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Ey < Climb back up to the first floor, 
and run around to the southern 
side of the ledge. Face north, and 
leap to pull the gold handle so the 

» stairs trundle and stop in a north- 
@) south orientation. Run up to the 
second floor, jog around to the east 
I} side of the ledge, and grab another gold handle, bringing the stairs to an 
east-west orientation. Run down these stairs, and directly ahead is a door 
| to the west. Slay a Tektite, and head through. 





pomenncombiatgigs 





CHAMBER 4 SEVENTH ae (IP) 
1 


IF) 


7 CONNECTING BRIDGES  ( 


> Open the door, and speed 
across the connecting bridge. Your 
Helmasaur foe is here, but it’s as 
easy to roll past it as fight it. Open 
the door at the far end, and you're 
) back at the cog chamber. 





CHAMBER 6; THIRD RETURN TO 
Since Coc Cavern (1F) 


I) > The rotation of the platforms 
hanging from the cog by chains 
allows you to reach a couple of 
previously impossible-to-reach 

jj, ledges, each with a door. Begin your 
expedition by leaping to the door in 
the north wall, and open it. 
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CHAMBER 87 CRESCENT 
CAVERN AND) SNAKING 


Warerway (1B) 
> Treasure f * vy 
Chest: This leads 
toa curved cavern 
with two sections. 
The other section 
is accessed via 

the other door in 
chamber 6. Now that you've entered the door in the north 
wall, don’t continue north, as a dead end to your left 
contains a treasure chest. Inspect this to find a Small Key. 


2 E 2g es 
f TREASURE i) id SMALL Key i) 
Chest #11: You Got A SMALL Key! Tuis 
Set! 4 OPENS A LOCKED DOOR, BUT 
a B ONLY IN THIS AREA. 

r = 
@eace 


> Watch out! 
When you open 
the chest, expect 
to be rained on 
bya Purple Chu 
and a Yellow Chu, 
too! Face them 
down, optionally scooping the Yellow Chu if you require 
Lantern fuel. Then check the door to the north. 


CHAMBER 9: LAIR OF 


LASS) 


THE Deky Toap (1F) 
— 













Teenie. 





A This door leads to a sealed gate, and what looks like a 
damp, green circular chamber beyond. You can't enter this 
area yet, so smash the three pots for a blue Rupee (5) each, 
and return to the Crescent Cavern, then back to the Single 
Cog Cavern. 










< Back in the 
familiar cog 
room, wait 

for a rotating 
platform to 

® arrive, jump 

) and land on it, 
and journey to 
the other door; this one in the west side of the room. It leads 
to the other part of the Crescent Cavern. 


CHAMBER 8: FiRsT 
RETURN TO CRESCENT 
CAVERN AND SNAKING 
Waterway (1F 10 BF) 
Enter the Crescent Cavern to see a locked door ahead of you. 
This is the reason you grabbed that Small Key earlier! Before 
you open the door, head right to a dead end and defeat a 


Helmasaur. Break open the pots here for some blue Rupees 
(5) and a Heart. 


> Unlock 
the door and 
head through. 
You can now 
explore the 
area below 
the Crescent 
Cavern (BF). 
This is a snaking waterway containing nasties to battle 

or avoid. Swim through the lagoon, and then wear your 
Iron Boots and trek along the floor, avoiding the electrical 
discharge of the Bari. 


» Treasure Chest: 
The middle section 
contains four small 
dead-end passages. 
Trudge along until you 
reach the openings on 
each side. Check the 
opening on the right first, using your Iron 982 oy 
Boots so the current doesn’t blow you about. Presi » 
Open the chest at the passage’s end. sides 


.f Rep Ruree }, 
, (20) 
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ce 


forward. A tiny alcove on 
the side wall hides a chest 
containing bombs. ~ s 
























I), WATER BOMBS, OTHERWISE, EXPECT TO FIND 
Water BoMBs IN THESE (AND. OTHER) 


fa CHESTS CONTAINING THIS ITEM TYPE. 
2» 
z a es 
Y TREASURE 
Cnest #13: 


f Bomes p 
You cot somes (5)! 
Bomes (5) y Sg 


























< The other two 

upper passages aren't 
interesting, so stomp 
east, until you reach a 

= Bomb Rock. Produce a 

=) Water Bomb and drop 

™ it at the rock. After it 
explodes, enter the gap in the scaly membrane, and maneuver 
into a winding underwater channel. Slay a couple of Shell Blades 
and swim north. You emerge in an odd, circular chamber. 






, 


CHAMBER 9: LAIR OF THE 


~ 


Deku Toap (BF to 1F) 


‘Threat Meter 
Ln i 


The room is 

silent, aside 
from water splashing. That's not coming 
from you! A couple of fat Toadoes swim 
up and aim for your ankles, nipping as 
they go. The Toadoes are 
easily countered. Just wait 
with your sword at the 
ready, then spin attack 
and defeat the two Toado 
attackers with a single 
swipe. 








Toado attackers harangue you in 
twos and threes. One spin attack 
dispatches all comers at once! 





+2 3 : ogee j j stalactite, and shakes off its brood! 
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<< Run over and open 
the chest. It contains one angie f CiawsHor 


of the greatest s of Crest #14: 


You cot a Cuaws | 
. 1 4 It's A LONG CHAIN WITH 
% equipment you'll ever own: CiawsHoT ACIAW. 
© the Clawshot! x 


RIENDS & FINDS. WALKTHROUGH 2 LEGENDARY CHECKLIST 


= Ga 













can a with it: 


@ Aim it at Clawshot medallion plates (gold plates 
pull) ee site at them, The claw ee the pl 






A Practice with your new item, making sure you 
replace your current item on the © menu with the 
Clawshot. Aim and move up to the high alcove in 
the north wall. Drop and smash the pots for a Heart, 
and blue (5) and yellow Rupees (10). Do the same 

in the southern wall too. These pots contain blue 
Rupees (5) and a Heart. Clear the alcove in the west 
wall for yellow Rupees (10). 








can (for ee lower yor 

otherwise. [ teen 

@ You can aim your Clawshot at pots, Ate an ag and 
smash them from a distance. 

@ You can then fire the Clawshot again, and pick up a dropped 
item, such as a Heart or Rupee. 

@ You can also hassle (and sometimes dispatch) enemies by locking 
on to them and firing the Clawshot. 


@ Vines work the same as poe, meaning you never need 













up there! 
@ You can combine this 
later) to form lary. a : 
incredible, you'll igno other items in your 


A The easiest way to exit this chamber is via the 
south door. Aim at the Clawshot medallion, then 
hang from it with Q. Your weight opens the gate, and WS) 
you can drop to the steps, smash the pots, and leave. C8 
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: SECOND RETURN TO CRESCENT CAVERN AND | 
SNAKING Wasenay (TF) 


ATERW, 


< Exit into the dirt-floored Crescent 
Cavern, and prepare for combat with 
The ultimate in 

humiliation: rip 
the armor off 

a Helmasaur, 

S) then throw it at 
the beast! 


Helmasaurs. However, now that you 





i have the Clawshot, you can easily remove 


their armor. @) target the beast, avoiding 
the charge, and fire the Clawshot. The 
Clawshot rips the armor off the beast’s back. Throw it away or back at the 
creature, then finish the Helmasaur off, attacking any part of it! 


Suuniad pies 


red 












































.d south, back into the Single te 
‘og Cavern, and use the Clawshot 


hind, to aim at the vines on the 
g, just above the exit door. 
| Grab the vines, drop down, and 
“exit, without climbing the granite 
ledges or running through the tunnel. 


CHAMBER 42 E1cHTs) RETURN TO 
CONNECTING BRIDGES 
(1F 10 BF) 


< Enter the connecting bridge 
area, and defeat the Helmasaur 

} witha hilarious armor-removal 
attack, then wait before you return 
» to the central hub. A vine wall 
above and left of the exit door 
allows you into the large pool 
below the bridges, You land in the basement level. 







< Drop into the water, wearing 
your Iron Boots, and you can 
search around the rocky pool 
surrounding the central column. 

& Bring out your sword and slice the 
Shell Blades. 


Farther along the rocky pool 
(southwest area) is a column with a pot next to it. Smash the pot with 
your sword, and discover a yellow Rupee (10) inside. There's another in 
the south area. 











Bar 

‘Threat Meter You can easily defeat the 
Lo otherwise impenetrable 
Bari. Target (or @ target) the creature with your 
Clawshot, and fire! The Clawshot grabs the creature's 
brain, and brings it to you! Both brain and outer 
tendrils then explode! 





SPRIMAOFA 





finished fooling 
around in this 
dead-end rock 
) pool, locate the 
) stepping stones 
” near the western 





bridge, and Clawshot up onto some vines, and back down 
to the first floor bridge platform. Head for the hub now. 


CHAMBER 5: FirtH 
RETURN TO LAKEBED 
Couumn Hue (1). 
> With the § 
Clawshot, you 
can activate a 


medallion in this 
chamber that 





was previously 
impossible to 
trigger. You begin in the room's western part, so use your 
Clawshot and launch yourself onto the exterior wall, over 
the chest that contained the Dungeon Map, and run to 
the eastern area. Look into the middle, and up. Clawshot 
and hang from the medallion. This reroutes the water 
flow, allowing you access to this dungeon’s unexplored 
area. Enter the door behind you. 


CHAMBER 4: NINTH 
RETURN TO CONNECTING 
Bripees (1F) 





A Move along this passage, with your sword ready 

to strike the Tektite here, and the pots you already 
smashed once (for a Heart and Rupee). Now though, the 
waterwheel is moving, and you can roll through the gap 
and exit via the eastern door. 
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< ‘Treasure Chest: 
Enter this large, gray 
cavern containing 
Keese fluttering 
about, and two 
gigantic cogs. Jump 
to the first one, then 





look up and left, locate a medallion, and Clawshot up and 
onto it. Descend on the Clawshot until you spot a tiny plinth 
below. Drop onto it, and inspect the chest. 


¢ O a 

fe af & TG 

Y TREASURE || fs 
“{ Crest #15: 

WaTeR 

,Bomes (10), 
<\ é s 

0 Ba ORS 


Water Bomes y 
You Got WATER Bomss 


(10)! You CAN Ust THESE 
BOMBS IN WATER, BUT NOT 
WHILE SWIMMING. ob, 
orn 


< Stand on the 
plinth, and look up 
and around. If Keese 
are hassling you, 

@ target with your 
Clawshot, and punt 
the Keese across the 
room, into a wall! This works well with any small flying 
creature. 





> Cross this chasm. 
Unlike the other 
room containing a 
rotating cog, if you 
fall here, the drop is 
permanent. Look to 
the north, and you'll 
spot some vines on the bumpy wall. Aim and fire at them, 
then propel yourself across. Shimmy around the corner, and 
drop onto a small ledge. From this ledge, look up at a tall 
pillar with more vines on it. Propel yourself up here, and 
drop down onto the next small ledge. 


< Treasure Chest: 
Continue on your 
chest hunt by looking 
to the right of the 
ledge you're on, 
around the pillar. 
From here you can 


g oe * {launch to a medallion, which leads to a small 
aa we. chest. The reward is a red Rupee (20). 


Reo Rupee 
q@, (20) , 
eS =) 
0) or 
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> Now to find away 
out! Head toward the 
ledge with the yines from | 
which you launched. 5 : 
Propel yourself there, 
then looknortheast at 
the door with the ledge 7 Rete! 
in front of it. Fire yourself to the vines, shimmy to the ledge, and, 
leave. A 


a 








< You're still in the 

Double Cog Cavern, but 

you're wandering the 

perimeter, as you did 

on the other side of the 
dungeon. Turn left, and 

, you'll encounter another 

Chu Worm. However, with your Clawshot, you can ©) target, 

fire at the worm, and wrench it out of its bubble: finish it with 





sword swipes! 


> Behind the Chu 
Worm’s remains is a 
waterwheel, without the 
water to drive it. Turn 
around and inspect this 
passage’s opposite end. 
Two waterspouts jet from 
the ground. Look up and 
shoot a Bomb Arrow into 
the stalactite, and you 
create a floating platform. 
Wait until the platform 
descends, climb on it, 





then jump across the gap 
in the wall, avoiding the sealed door. Drop into this perimeter 
area’s eastern part, and dish damage on a couple of Tektites. The 
way is blocked with a channel and a wall, but there’s a Clawshot 
medallion! Use it. 


CES iemetass 0) 


1. PULVERIZING POTTERY 
This cavern has a number of pots to shatter. 


@ On the right side of the entrance area: arrows and Hearts 


@ In the northern part of the perimeter, near the Chu 
Worm, inside alcove: arrows and Rupees 


@ The western small ledge: yellow Rupees (10) 


@ One of the small plinths (1F); use the Clawshot: yellow 
Rupees (10) 
@ The southern perimeter area, just after the waterwheel 


(first return): Rupee and Heart 


@ The northwest perimeter area, after the waterwheel (first 
return), near Treasure Chest #20: Rupee and Heart 


VOIR, TOWER: 
ab) aie ho 
o 3 10 4F) 
ra Braet shaped cavern to the one you were in earlier, complete 
h two Chu Worms. (Clawshot these hapless invertebrates!) After 


ery slaying for a blue Rupee (5) and Heart, look for the way into the 
wer chamber. There are no doors, so Clawshot toa set of roof vines. 



































i 
> Drop into an almost identical 
| tower area as the one before, 
except this one has a waterspout. 
From this position, turn and look 
fora Clawshot medallion, shoot 
atit, then launch yourself onto 
the water chute. 





A Drop off the ledge, then ride the chute to the hole, drop, 
and ride it the rest of the way to the lower level (2F). Swim 
across to the gold handle that opens the floodgate to the rest 
of the dungeon, and leap to activate it. Skullfish swim in this 
reservoir pit; use the Clawshot to catch them if you wish. 





< Treasure Chest: After 
attacking a Helmasaur, run to the 
gap in the chute, and Clawshot to 
the medallion on the other side. 
Continue your ascent, tackling 

) three more Helmasaurs on the 
way to the top. When you reach 
the flat channel and square arch, head over and open another treasure 
chest. These contain bombs (if you're full of Water Bombs) or Water 
Bombs (if you're not). 








A Exit this chamber by running to the entrance wall, using 








Bo Oo So your Clawshot to reach the ceiling vines on the wall’s other 
fr TREASURE i) BoMBs side, dropping down (there's no need to hand-over-hand on 
Crest #17: g Youetnomss (10)t the vines if you aim farther than the wall), and then check 
( Bomes 10) | ) t x the left exit, which you haven't been through yet. 
ia a = ae 
< Itstime OSS Mane Ings & 0) 
to release 1. PuLveRIZING PoTTERY 
the other ‘The two pots outside 
floodgate, the tower room aren't 
and crank the the only pots you can 
waterwheel disintegrate. Three 


in the Double pots on the chamber’s 
Cog Cavern. north side, near the 
) Climb up waterspout, contain blue Rupees (5) anda Heart. 


either ladder Three crates in the alcove beyond that are empty. A 
of the square arch and leap onto the gold handle, pulling it down. Water pot in the reservoir pit yields a blue Rupee (5). 


streams down from above. 





i= Treasure Chest: Before you leave, definitely check the opposite ledge, CDF OO) 
* where a chest is sitting. Use your Clawshot and propel yourself through 
= & the waterfall (if you activated the handle), and then drop down. 
5 Gi 


G 


ok 0 on 
P Treasure DP) Be Compass Sp) 
Cnest #18: ‘ You cot tHe Compass! THis 
TOOL SHOWS YOU WHERE TO 
Compass @ FIND OBJECTS HIDDEN IN THIS. 
. ~ Ks a DUNGEON. ei 
e 3 













10: First RETURN 
To Dousie CoG CAVERN 
(2F to 1) 


< Treasure Chest: 
You're in the Double 

Cog Cavern’s southern 
perimeter. As the water 
gushes down the channel, 
) move to the small pool, 
and swim across the 





om *@ surface of it. Get out, and fire on the Bari from 
TREASURE f 
Cnesr #19: the ground. With that beast cleared, drop 


See . down to the western end to open this chest. 
S 


< When you've slain 
the remaining Bari 

and Shell Blade in this 
pool, swim west to the 

» opposite side, and climb 
up to a waterwheel cog. 
Run between the blades, 
defeat some pottery, and enter the south door, back into the 
middle of the chamber. 


(“Staines”) 
‘Threat Meter 
mee || 
As you enter the inner chamber, a 
Lizalfos with a skull-shaped head trots 
into your view. Slay it with the same plan 
you used on the “axe-tail” Lizalfos: skip 
around to the back 
and slice. Then 










continue to the 

other cog, where 

a second Lizalfos 

engages you. 

Finish by knocking 
it off its feet, and 


dew The skull-headed Lizalfos is a frightening 


foe to behold! 











< Treasure Chest: 
Before you leave via ~~ 
the southwest door, 
take the northeastern 
exit you propelled to 
earlier. This time, turn 
left when you exit, and 
you see the waterwheel moving. You can now roll between the 
blades and enter a previously unexplored area. Defeat a Chu 
Worm, three Purple Chus, and one Red Chu. The prize is a 
chest filled with bombs! Head to the two giant floor cogs. 


29 23, Bd om 
f RS - 
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TREASURE |) Bomes 
Cuest #20: 


Bowes @0) You Gor somes (20)! . 
Be = Ms of, 
PO ie = 


> Treasure Chest: 
The only exit you 
haven't been through 
yet is the one in the 
southwest corner, 





















so use it, turn left, 
and inspect another 
treasure chest in the water channel. When 
you open the chest, Purple Chus drop from 
the ceiling. Prepare for battle! 





tea 
\] TREASURE 
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(20) 
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A With the Chus taken care of, the only way to head is 
westward. Look in this direction, and upward, to see a 
Clawshot medallion. Propel yourself, activating the switch 
that opens the sealed door below. 


> It isn’t time to leave 
this chamber yet! 
Return to the middle 


of the cog room, and 





locate this vine wall 


SSnescnnids 


and ledge on the 
northern wall. 





eed; Se 


< Use 9 to descend 
(but don’t release the 
Clawshot!) onto a small 
plinth for pots, or better 
yet, the ledge leading to a 
=) door on the eastern end 
of this chamber. Drop 

OR rs » down, smash a couple of 
nearby pots (for Hearts), slay a Keese or two, then exit. 

























). AIM YOUR CLAWSHOT AT THE TWO POTS ON THE 
FAR-OFF PLINTH BEFORE YOU LEAVE. THERE ARE 
Two YeLLow Rupees (10) in 17 FOR You! 





















AND UNDERWATER MAze 
(IF 10 BF) 


<< You appear 
inan enclosed 
grotto, with 
water to your 
left. Dive in from 
the ledge you're 
standing on, and 
head southward. 
Swim toward 

an underwater 
shelf with a couple of pots and smash them for two blue Rupees (5). 
Remember your location because it’s easy to get lost down here! 





" Drop to the floor of the underwater grotto, under the shelf you 
landed on, and prepare to tackle a Shell Blade. Use your Clawshot to 
stun the Shell Blade into opening its mouth, then finish it with a spin. 
Wear your Iron Boots. 





> Swim or walk 
northward, along 
this grotto’s 
floor, until you 
reach an arch on 
your right side. 
Swim through to 
this area's middle 
section, and turn 
\ to face south. 
} Bring out your Clawshot, and pull the insides from a Bari. Swim to 
the surface. Something is chasing you... 


uide™ 


x 










Errore 








little critter who doesn’t care about its 
own existence. It explodes as a defense 







The Bombfish 
is a nasty 













mechanism! The only way to fight back 


is to attack from dry 
land, or underwater 
with your Iron Boots 
on, and @) target 

with your Clawshot. 
Reel the fish in, and 

it sparks, Use it to 
explode a nearby rock, 
or throw it away from 
you before it detonates! 

























If you've on dry land, the only way 

to fish for Bombfish is to use your 

Clawshot and auto-target. Throw 
your catch back quickly! 










<_ Look southward. Dive 
in and swim to a shelf 
halfway between the 
surface and the floor of 
“ = the grotto. A Bombfish 
ae S 3 swims here, and a Bomb 
Rock is nestled on a platform. Use the Bombfish, or one of 
your own Water Bombs, and plant it against the Bomb Rock. 


Head through the hole the Bomb Rock was covering, into 
the eastern portion of this maze, and look down. Another 
Bomb Rock is wedged in a hole below you. Sink down with 
your Iron Boots, and bomb this. 







NOTICE A TUNNEL ENTRANCE ALONG THE 
H) EASTERN WALL OF THE SECTION YOU'RE IN BUT 
IGNORE THIS FOR THE MOMENT. BOMB THE 
ROCK FIRST! 


> Treasure Chest: 
Before you enter through 
this hole, swim up past 
the tunnel entrance in 
the eastern wall, and 
surface. You must be in 





this grotto’s far eastern part. Open a chest on a small ledge, 
then return to the bomb hole. This is also useful if you're out 
of Water Bombs and can’t bomb the rock. 


fees 
f a] i 
TREASURE "| 
Cuest #22: 
WATER 
4 Bomas (5) : 
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Water Bomss 


You cot WATER 
Bomss (5)! 








r > Patel 3 
_< Dive to the bomb hole, 
and swim through. Put 
your boots on, and draw 





your sword because'a 
Shell Blade is just around 
) the corner, to your right. 
When the coast is clear, 
swim all the way up to the surface. You're now at the southern 
end of this grotto and can enter an otherwise impossible-to- 
reach door. 


CHAMBER 13: Bic Key 


~ 

Puunce Poot (1F to BF) 
The door leads to a tiny circular chamber where a Chu Worm 
has made its home. Grab it with the Clawshot, introduce it to 
your Ordon Sword, and after it’s dispatched (giving you arrows), 
go on a pot-shattering expedition. Find Hearts, a blue Rupee (5), 
and three yellow Rupees (10) to find. 


< Now for the cunning 
part. Look up at the 
ceiling, and notice a 
Clawshot medallion. Hit 


p it, and lower yourself 
through a hole in the 
middle of the floor. 
Delicately land on a tiny raised plinth, holding an ornate black 
chest. Inside is the most important key! 









/ TO THe Grorro 
AND UNDERWATER MAze 
o 1F) 


e 
5 
ol 


< The tunnel 
snakes around 
and you appear 
in the eastern 
wall, in the 

2) grotto. Swim 

), to the surface, 

» locate the 
northern dry ground, and head west, smashing a couple of pots 
for blue Rupees (5). Swim and emerge onto the exit ledge where 
you first arrived. 



























s. BRING OUT YOUR FisHING ROD AND REST FOR 
MA MOMENT, CATCHING SOME OFTHE MANY 
_ SKULLFISH IN THIS POOL. THERE ARE 
fe Tiny LoACHEs, Too! 
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A Dive off the plinth holding the chest, and into the plunge 
pool. Move around the chamber’s perimeter, smashing pots 
for yellow Rupees (10) and Hearts, This is the best moment 
to fight Skullfish with your blade. Exit via the only door, and 
trudge down a long, curved tunnel, to the grotto area. On the 
way, remove the innards from two Baris. 


A Negotiate this cavern, staying on the same level, by 
shooting a Clawshot at one of the moving cogs, then dropping 
to this ledge where you found Treasure Chest #15. From here, 
use the Clawshot to hit the vines. Climb up and exit via the 


western door. 
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Bind Bothe Messs stems 










Ciampens Ys TEN 
ETURN| TO) CONNECKING 
~~ Brupees (1\F) 
< You must negotiate 
the connecting 
) bridges to the hub. 
The waterwheel is 
rotating against you, 
} so roll from the side, 
» into the space, and 
back ont again. Open the door to the west. 
CHAMBER 5); SIXTH 


RETURN TO LAKEBED 
Coxumn Hus (1F to 2F) 
You're in the staircase-rotating chamber, and this time you 


must ascend the steps that are cascading with water. On the 
way, tackle two Tektites. 

































<_ Once atop the 
steps, turn and 
face the middle 
of the chamber. If 
+ you remember the 

=) chandelier, now is the 
> optimal time to fire 
your Clawshot at the medallions above it, and land on the 
light itself. A chest awaits your prying, and the results are 
well worth it; you've secured your first Piece of Heart. 


Pras € ie or Hea + 
(Cuesr #24: ‘ou Got A Piece OF HEART! 
of Plect oF COLLECT ONE, MORE FOR ANOTHER. 
(5) (9 ae 
CHAMBER 4: ELEVENTH) 
RETURN TO CONNECTING 
Bripces (2F); To CHAMBER 
6; Sixt) RETURN TO SINGLE 
Coe Cavern (2F) 


e 








> Before you 


ex 


vo 






try to use the Big 
Key, there's the 
small matter of the 
chest you couldn't 
reach, at the 
Western Reservoir 
Tower's top. Run to the west exit of chamber 5, then dash 
around the north perimeter of chamber 6, past the 


Op Helmasaurs, and enter chamber 7. 
B07 
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73 FIRST; RETURN TO)” 
WESTERN RESERVOIR TOWER. 
QF 10 3F 10 4F) 
= 







> Enter chamber 7, and run 

to the water chute. Climb over 
the chute wall, don your Iron 
Boots (or you'll be swept into 
the reservoir), and trudge up 
the chute. Quicken your pace by 
climbing on the chute’s inside 





lip and running up, but watch your step! Jump down, after putting the 
boots on, each time you encounter a Tektite. You could also use your 
Clawshot, but this isn’t as fast as heading up the inside lip. 


> You reach the 
chute’s top and 
can bring out your 
Clawshot. Aim at 
either medallion, 
fly through the é 
waterfall, andland = === 
by the chest you z 
couldn't reach = 
earlier, The prize you came all this way for? A red + - 
Rupee (2). ay 
Rep Ruree 
: 4 (20) J 
SD Bm 


CHAMBER 42 TWELETH) RETURN 
TO CONNECTING BRIDGES) 
(2E); To CHAMBER 6: SEVENTH 
RETURN TO SINGLE CoG 

_ CAVERN (2); 10 SeventEs 
RETURN TO LAKEBED CoLumNn 
Hus (2F to 1F) 


> Head through 
the dungeon 

to the Lakebed 
Column Hub, 
and drop to the 
first floor. You're 
looking for this 
gold handle, in 
the western area. 






Pull down hard on it, and divert the water flow from the dungeon’s 
eastern part, into the west, for the first time. 


© Gia 
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HAMBER 62 E1GHi 
F) 


J] a 
AVERN (1) 
) < Backtrack tothe Single > Treasure Chest: 


Cog Cavern, making After the fight, stand’ 
sure you're on the floor on the pressure 



















| with the rotating circular sensitive tile, but stay 2 
ip) platforms. Remember onit. The gates are 
g) that bridge at the bottom open, but they close 
of this chamber? Well, the when you leave the : 
water you just diverted into this chamber has raised the bridge. tile. Aim your Clawshot at the medallion on the south wall, 
Head down to it. and propel yourself there, You get there before the gates 


Cross the bridge, heading south, to a tiled floor leading to a close, and you can open the chest here, The reward is well 
sealed gate. One of the tiles is pressure-sensitive. Stand on it worth it this time! When you're ready to leave, depart via 
and the gates swing open, and out charges a Lizalfos! Engage it the Clawshot medallion on the ceiling. 
in decisive combat, rolling and back slicing its rear. Cut down a 0 cy es oy 

‘ ig Piece oF HEART I 
couple of Tektites, too! pie b ; You cor A Piece oF Heart! You 


Piece OF COLLECTED FIVE PIECES AND FORMED. 
Hearr 420 A NeW HEART CONTAINER. PIECE OF fk 
oe ei io, Heart #20 oF 45. 3 
DP Cao OF x 
So Theres Dare Tenor Mora 93 
NI > 
OR 1D) EFEAT, ce) 


CHAMBER 4: FOURTEENTH) CHAMBER 1/4; Boss: 
RETURN TO CONNECTING: Battie! Twiuiy AQuatic 
Bripeces (1F); To Excumy MorPHEEL 
RETURN TO LAKEBED 
Couumn Hus (1F)) 


> With the Big Key 
in your possession, you 


\ 


aL 


After Midna encourages you to dive down to the depths of a 
huge circular subterranean temple arena, you don your Iron 
Boots and land with a heavy thud. A strange tendril flaps 
from a hole in the ground. Others soon snake out, 
followed by a gigantic 
roaring mouth! Behold 
the Twilit Aquatic 
Morpheel! 


can challenge a vicious 
dungeon boss! Check that 
you've collected all the 
treasure chests (especially 
the two containing Pieces 
of Heart), then return to the Lakebed Column Hub, Dive into 
the middle and swim to the pillar holding up the stairs. The 

door requiring the Big Key is here. Once inside, smash some pots 
and equip an empty Bottle. There's a Fairy to scoop. Descend 


into the ominous hole! 
os 
Fairy iL 
You CAUGHT A FAIRY IN A BOTTLE. 


f 
WHEN YOU FALL IN COMBAT, THIS 






& FAITHFUL FRIEND GIVES YOU HEARTS. 
aR 2 
10) orn) 
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SENEMIES: 
ENCOUNTERED 
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You're transported to the spirit cave near Lake Hylia. You turn around and are shocked to see a giant armored figure behind you! Clad in 
ceremonial shadow armor, Zant remains motionless as the Spirit Lanayru rises from his lake. 











é = ‘aes 
Zant releases a shockwave of energy that knocks you off your feet and strikes the Spirit Lanayru with the full force of a tyrant magician. 
Lanayru loses power, and the light sinks into the lake. The cave is bathed in twilight! 





“Zant!” Midna appears, clad in Fused Shadow armor, which is promptly disassembled by Zant’s power. An ancient and withered power 
cannot match Zant! He wonders why Midna has become a traitor. She has no alliance to one who abuses his tribe's magic! 


Zant’ power is different. It has been granted to him by his god. It will be respected! A fireball is summoned. Your 
wolf form blocks it, and a piece of the magic dissolves into your head. Zant draws Midna near. He needs her, so 
that sweet darkness will blot out this harsh light! 











Midna turns to help you. She will then, says Zant, learn the error of 
her ways. He summons Spirit Lanayru, who blasts the full force of 
light at her! She collapses. You are transported to Hyrule Field. The 
shard of magic embedded in you.... Midna’ weakened state... 
Princess Zelda will know what to do! 











Entrance to 


Broken “ Arbiter’s Grounds 
Bridge i 


Lantern 
- Cavern 2 
) Jovani 


Hidden 
Skill #5 
‘Telma’s Bar kill #5 
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Hidden 
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Gor Liggs (Hot 
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Journey to Princess Zelda Obtain the Master Sword Begin to Hunt for Treasure & Imp Poes Repair the Bridge to Castle Town 








Hero's Clothes Zora Armor 


Big Wallet Quiver Golden Br 
20(of. ae 


Fish Letters 
Journal (of 16) 








Master MaleSnail PieceofHeart Rare Bombling Hot 
Sword #21045) ChuJelly #22(of 45) Springwater 


Hidden Skill PieceofHeart PieceofHeart — Letter#8 Magic Armor Great Big Quiver Chu Jelly 
#4(0f7) #23(0f45) #24 (of 45) Fairy’s Tears 


PieceofHeart Auru’s Male Hidden Skill Small Key _Pieceof Heart Poe Soul #37 
#25(0f45) Memo Dayfly fly #5(of7) #26(0£45) (of 60) 
et 


Continue Hunt for Treasure & Imp Poes Obtain the Magic Armor 
























Great HYUN MRA SURE sad OVERVIEW 


he time has come to explore the grassy plains, rolling hills, and pristine waters of Hyrule! First however, you must 
travel to Zelda, who is the only one with the knowledge to heal your badly battered companion, Midna. She, in 
turn, reveals the location of a fabled weapon, the Master Sword, that only a true hero of the goddesses can wield! 
__ After an altercation with a strange, horn-playing, skull-faced child, you gain the sword. You can bring it to bear on foes, 
| as you can transform between wolf and human at will! 
| This allows you to explore the lands for hours at a time, and the optimal path to take is shown here. You'll need to 
“commence a search for evil spirits called Imp Poes who have stolen a man’s soul, and more outrageously, frozen his cat to 
his head! Continue your search while helping the Gorons build a bridge to Castle Town, allowing you to finally purchase 
the finest armor money can buy (and keep buying, as you'll find out!). Once the Magic Armor is yours, you can finally 
meet up with a group of like-minded heroes, and journey to the windswept Gerudo Desert, where your next fabled 
~ item—the Mirror of Twilight—and dungeon awaits... 





THe Rove TO HYRULE A arimucalgant 


CASTLE: To Temma’s; BaR into Telma’s Bar... 
A moment after you're 


thrown outside, Telma’s 
cat Louise appears. She 


<< You begin your quest 
to reach Princess Zelda in 





the field north of the castle. : 
lets you in on a secret: 
Ignore the enemies for now, 3 ; 
and rugtguisesa nee Gaile the window leads along the attic ledges of the bar, and to the 
Field east of Castle Town. On PES SREY) (EEC OS 
the way through this field, < To reach this upper 


dodge a Deku Baba and more Bulblins. 


CSS emetass 60) 


1. DicGinc For Victory 

Even with Midna slumped on your back, you can still locate a 

couple of good dig spots in this field: inthe fields southeastern 
Hearts and Ri , in the field’s southwest So ir el ' 

corner (Hearts and Rupees), in the field’s southwestern corner THE I LOUTE TO HyRuLE 


(Hearts), and in the eastern clump of grass (Rupees). > 


CAsTliE; ACROsS THE ATTIC 


<p 
Q y = as ~ 
y ( _ WaTCH OUT! ALTHOUGH YOUR INSTINCT WILL BE TO 


< Locate the i) SMASH EVERY POT PERCHED ON THESE LEDGES, IF THE 
Gastle own __ PATRONS HEAR THE BREAKING, THEY SPOT YOU 

ae Si = AND REMOVE YOU FROM THE BAR. 
gate, run over 


the bridge, 
through the 
inner doors, 
and head south 
along the alley. 
Talk to a tiny 
frog, found near the market stalls, who gives you.a hint: you must es i 
a fachitons platform. Turn 90 
y) 


window, get behind and 
push a large crate to the 
rest of the crates in the 

» alley’s corner. Leap onto 
| them all, and through the 





= window. 







< Silently, turn right 
and walk to the rope 

at the end of the ledge 
on which you are. Line 
> yourself up with it, and 
walk across to a small 





degrees to another rope, and walk across this, to the western 
ledge above the bar. During your creeping, you can hear Telma 


and a Goron's complaints. 








7 e 
<< Turn north, and make your 
“next maneuvers as slow and 
delicate as possible. Gently 
shift some pots, either by 
; rubbing against them or by 
picking them up, turning, and 
placing them back on the left 
behind you. This allows you to reach the last rope. 


> As you cross this rope, 
listen to a heated discussion 
at the table below, as three 
townsfolk discuss the “hero.” 
Exit via the opening in the 


room's northeast corner. 


Between 60 and 70, Auru is a senior member &, 

of the resistance, a group of people seeking 

to restore the kingdom. Auru used to be the 

royal family’s tutor, then he retired and kept 

his distance. He recognized that something 

unsettling was occurring, so he came back to offer his aid. He 
knows about the royal family, and their past history with an 
ultimately evil entity called Ganondorf. Though aged, Aura 
remains in good physical condition and is a very skillful fellow. 


Between 18 and 20 years old, Shad is another 
member of the resistance. He's a handsome 

city boy, with glasses. When Shad was a child, | SQ 
his father (who was a butler with the royal >: 

family) told him a tale about a city floating 

in the sky. Since this time, Shad has studied about this city, and 
he realizes that a secret pertaining to its origin is somewhere 
under the graveyard in Kakariko Village. With the current 
terrors Hyrule faces, he believes the airborne people (the first 
Hylians to roam the land) could help the cause. 


She is around 24-25 years old, and one of the 

members of the resistance. Her father was a 

soldier for the Hyrule royal family, but he left 

the kingdom due to trouble with a superior. She 

has learned combat skills from her father, and 

hearing the gossip that the Hylian soldiers are weak and powerless, 
she decides to visit the kingdom. Currently, she’s studying about a 
small tribe of Yeti that inhabit Snowpeak mountain. Stronger than 
most men, with a slender physique, Ashei is cavalier, but quiet. 
She favors strong, muscular men as companions. 


a — 


Say 
RSE 


house bulging 
with the most 
» treasure you've f 
) ever seen! A 
silent man sits 
ona throne. Nearby, a strange floating lamp wafts 
about the room. Speak to the frozen man, then defeat 
this ghost! 


@ There are 60 Poes, EACH WITH A PIECE 
JOVANI'S SOUL, SCATTERED THROUGHO! 


@ To FIND AND FIGHT THEM, SEARCH FOR THEM — 
BETWEEN DUSK AND DAWN; THEY ARE INVISIBLE 
DURING THE DAY, AND YOU CANNOT FIND THEM. 


@ ATTACK THEM IN WOLF FORM, 
YOUR SENSE VIEW. 


@ srr KE THEM SO THEY'RE PRONE, 
THEN FINISH WITH A BITE, TAKING 
THE SOUL WITH YOU. 2 



























s have stolen parts of 
oul! Collect 20 of them 
he might be able to move 


entrance to the waterways. 


Jovani: 
© About 40 years old, Jovani made a deal that 
f was shortsighted and greedy, and sold his 
soul to an evil spirit, which has rendered 
him (and hi 


reclaim his soul from the Poes. He hopes his 


girlfriend will still remember him! 


Jovani’ cat is his best friend, but Jovani’s 


greed has turned the feline into a cat-sized 





, now perched on his head. The 
's in town are worried about where 


ot to. Gengle is immobile, but 


knows he wants to rid himself and his master of all riches as 


soon as possible! 


> This entrance 
leads to a water 
conduit that you 
tide down into a 
large sewer pool, 
with multiple 
barred passages. 
Swim to the 
shallow ledge on 





ne Guideyea 


part of the waterways. 








Pty Fe 


varesIt’s raining, so he opens a treasure chest, which is actually a secret 





THE Route to Hy 


CAsTLE: THE WATERWAYS 


== 


this area's exterior, and battle a few Rats, staying on the ground so you 
aren't prone. Then run to the northern part of this sewer and grab the 
handle that releases the adjacent gate. Ride another chute to a second 


MIDNA IS SEVERELY WEAKENED, AND BY NOW, YOU 
SHOULD HAVE REALIZED THAT YOU CANNOT PERFORM HER 

) AREA-ATTACK TECHNIQUE (HOLDING @). You Must 

tsinpn RELY ON YOUR TEETH, AND @ tTarceTInG! 






> You land ina large 
pool. Climb the stairs, 
and a Skulltula attacks 
you. There's a second at 
the web, atop the stairs. 









You can circle each 
Skulltula, then leap and 
attack from the side or behind. Or, you can grab a stick, light 
each end, and charge the Skulltula with it. 


After defeating the arachnids, smash skulls, pick the stick 
up again, light either or both ends, and burn the web. 


<< Take the stick and 
head through the web, 
into a debris-filled 
castle labyrinth. To 

& the side as you enter is 
another torch, light it. 
Ina moment you'll see 
why you need to keep a constant source of flames. 





> Move to the left and § 
light another torch. 
Place your stick down, 
and engage a couple 
of Keese, then head 
north to the massive, 
blocked-off archway, 
and light another torch in this vicinity. When this last torch is 
lit, you can temporarily drop the stick, and finish off any other 
Keese. Smash some more skulls for Hearts, and loot a group of 
crates in one corner for Rupees. 





> The reason for the 
torch-lighting is now 
obvious: turn and face 
west. There's a web to 
burn through, so use 
the torches to lit the 
stick and burn that web. 





< Bound 
through into an 
area of ruined 
columns, and 
fluttering 
Keese. Drop 

) the stick and 





>) run north (the 
crates are empty). Amid the Keese is one Bulblin. Defeat them 
all. Destroy the final batch of crates for a green (1) and red 
(20) Rupee, then exit via the archway. 




















> You emerge at the tower's b: e 
at and defeat a Bulblin Archer,and 
finish off a couple of Keese afterward... 
The exitis easily spotted. Head out 

the open door, and onto the castle 
battlements. Circle the two Bulblins to 
avoid their arrows, and pounce! 





THERE ARE A COUPLE OF SKULLS TO SMASH AS YOU EXIT ONTO THE 
BATTLEMENTS; ONE CONTAINS A HEART YOU MIGHT NEED. 






A This brings you to a dead end, and a Bulblin 
Warrior. Defeat him then search the area. The 
earthen floor in the middle is a clue; there's a 

dig spot here, so tunnel down. You appear in the 
catacombs you visited after Midna first found you! 


THe Route to 


<_ You've done this before so progress 
quickly. Defeat another Bulblin, then 
turn and clamber onto the wooden 
structure, and leap across to the next 
Ef ITE C7 \ ib 30 ) section of crenulations. A Kargarok 
HYRULE CASTLE: swoops to attack you: @ target, 
SEWERS AND don’t leap off, and jump attack as the 


BATTLEMENTS) Kargarok moves into range. 

5 < Continue north, optionally 
smashing the skulls for Hearts, until 
you reach the piece of flapping wood 
that used to be a bridge to a tower. This 










Seis < The area 
a" Seem below you is 
impassable, so 


Bomoveup thedict fearful jump is the only way forward! 


) Wait until the howling wind blows the 
© wood horizontally, then leap on and 
run to the small tower. The skulls here give you a green (1) and blue (5) Rupee. 


ramp, scavenge 


Hearts from the 
skulls, and climb the tower. Bound up the stairs, 
zigzagging to avoid a Bulblin Archer's flaming 
arrows. Target and bite into him. > Turn and drop onto the roof of the 





castle. The remainder of your rooftop 
ramble is to reach the open doorway 
to Zelda's tower. The crates, skulls, and 
other debris you can smash for cash 
and Hearts arein the same places as 
before. Ignore the Kargaroks, or else 
wait for them to swoop in, then dispatch them. Climb to the doorway, and exit. 

















<< You appear halfway up the spiral 
staircase to Zelda’s room. Move 

up to the door that’s ajar. Enter it, 
optionally cracking open a couple of 
crates to the left with Hearts inside. 


A Pad across the rope, to another part of the 


crumbling spiral staircase, and land on the 
steps before targeting and dispatching another 
Bulblin. Climb the staircase, using every rope 
you come across until you reach another couple 
of Bulblin warriors on different levels. Dispatch 
them after you finish your rope-walks. 


The ordeal ends with a series of smaller ropes 
linking the last of the staircase, and a final rope 
to the fenced top area. A Bulblin is waiting here, 
but stay on the rope, and then spin attack to 





You enter Zelda’s bedchamber. Midna asks how your curse can be removed. Zelda 
informs you that you must leave for the sacred grove that is deep within Faron 
Woods where the Master Sword waits for you! Evil is cloaking you, and only the 


avoid this problem. 


sword can remove it! 


Midna hopes you can continue without her, and find the Mirror of Twilight. Zelda 
transfers her energy, despite Midna‘’s protests. Midna is healed, but at what cost? 
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‘you gallop out of Castle Town, Hyrule Castle is bathed in an eerie 
S yellow light. It seems the castle is sealed from you: Only the location of 
; the Mirror of Twilight can help! 






<< You arrive in north 

Faron Woods (and if you're 
trying to cross the mist-filled 
woodland area, warp again). 
Head northward, past Trill’s 
Shop, toward the entrance 
to the Forest Temple. Your 
monkey chum leaps in but is waylaid by four strange mannequins! 


‘Threat Meter Puppets are strange, 
i a a jerky creatures that 
exist when their master, Skull Kid, summons 
them. They usually appear in groups of four 
~S4i) (sometimes more), and float eerily toward you, 
Ry : before swiping with bony fists. Fortunately, 
/ 99), they are very weak and one spin attack flattens all of them. 
Or, you can @) target one, leap and bite, and continue this 
technique to finish the rest off. Try this out now, and save that 
monkey! Other moves to try are Midna’s area-attack, and if 


















> When the monkey has 
been saved, she points out the 
way to go. Stand on the flat 
stump platform, and Midna 
departs from you to a nearby 
landing spot. There’s another 
section of forest to explore. 
)) Leap three times to land on the floating platform. Then attempt 
three more @ targeted leaps, to land on a hidden entrance to the 
Sacred Grove. Move toward two rotating bridges, and defeat a 
couple of Keese. 














<< Assoonasyoucan, 
follow the princess's . 
advice to the letter, and 
head directly for North 
Faron Woods. Don't go 

) there on foot; it would 

» take ages! Instead, warp 
there using Midna’s newly regained power. Select “N. Faron 
Woods’ as your warp point. 





> Wait for the wind to blow 
the bridge straight in front of 
you, then leap to it and bound 
to the second bridge. Wait until 
this second structure rotates 90 
degrees, then run off onto a small g 
grassy platform. Face the rope 
ahead, and wait for a swinging 
log to pass. Then quickly walk 
across the rope to a floating 
platform. Wait forasecondlog, §& { : 
and pass by that to a larger grassy ledge. Inspect the Wind Stone, 
then enter the cave ahead. 


" HOWLING FOR THE 
Wuite Wor 
Before you continue, you 
must investigate that strange 
ceremonial stone on the grassy 
ledge you're nearby, Listen and the wind whistles a tune 
through the hole in the rock. You must now recite the tune. 
Listen to the tune, then replicate it. The pitch is as follows: 
High, Low (hold), High, Low, Middle, High (hold). Use 6 
to howl high and & to howl low on your O, For mid-range 
howling, don’t move the stick. 





























You appear as a wolf, 
high in the heavens near a 
sacred forest. The White 
Wolf appears at the end 
of a leafy edge, on the 
opposite side of the world. You howl the tune again. When you 
finish, the White Wolf tells you “Let teachings of old pass to 
you... The wolf leaps down into the land. 

You HAVE SUMMONED THE WuiTE WotF! HE 1S CURRENTLY 

WAITING FOR YOU BY THE WALL OUTSIDE THE 

Se SOUTHERN EXIT OF CASTLE TOWN. YOU MUST 
). HEAD HERE AS LINK, AND LEARN YOUR NEXT 

) HIDDEN SKILL! THE WALKTHROUGH 
C TELLS YOU THE EARLIEST POINT THAT 
) THis 1s POSSIBLE. 






























1. DiGGING FoR VICTORY 


The entrance to the Sacred Grove has a couple of places to. 

find hidden Rupees and Hearts. Dig at dig spots on the grassy 
platform after the second rotating bridge for Rupee and Hearts, 
and just behind the Wind Stone for Hearts. Investigate the 
grassy ledge where the Wind Stone sits for Rupees and Hearts. 


Entrance 





< Enter a small grove that's 
glistening with dew drops, 
and scamper around. Inspect 
a Wind Stone, much like the 
one you just listened to, but 
with a Triforce symbol carved 
™ into it. Howl along with the 
song: Middle (hold), High, Low (hold), Middle, High; Low (hold). 





> Astrange little man 
descends from the trees and 
looks at you with an odd 
smile. He produces a trumpet 
and blows, giggles, and opens 
the sealed tree trunk doorway. 
Follow him into the Sacred 
Grove. As you do, four Puppets descend from the treetops and chase 
you. Stop and execute a spin attack to rid yourself of them. 











WAIT FOR THEM TO CONGRE: a? 7 
YOU, AND THEN LAUNCH A TTACKRID ~ 
YOURSELF OF THEM TEMPORARILY BEFO! . 
YOU BEGIN ANY DIFFICULT MOVES TOO, — 
SUCH AS CLIMBING LARGE TREE STEPS. 


<< Scamper into 
the next linked | 
Sacred Grove area 
(#2), and launch 

® anarea-attack on 
the Puppets. Or 
stick with your 
spin attack. Now try to head through this area without 
getting lost. Here's how: 





<< Head directly 
through this exit. You 
arrive in Area #3, 
which has butterflies 
flitting about. Run to 
the opposite end of 
this glade. 





The Skull Kid is waiting in the raised area inside a giant 
hollowed out clearing. Defeat all the Puppets, then strike 
Skull Kid once. He laughs and flees the area! 


> Backtrack to 
Area #2 (with the 
shallow water 

in it), and find 
another exit, 





shown here. Defeat 





any Puppets, then 
head up inside a hollowed-out log to Area #4. 


Area #4 has a series of large tree trunk steps leading 
toa fallen tree platform. Drop down from here after 
securing a load of Rupees and Hearts from the grass, then 
backtrack to Area #3. The passage near the tree clearing 
where you first hit Skull Kid is now open. 


> Enter Area #5, 
which has a small 
pool to one side. 
Swim here, to the 
archway through 
the small waterfall. 





Attack the 
Puppets on the series of large stairs, and then make a leap 
for Skull Kid, who's standing on the tree trunk platform 
overlooking the pool. 






. FOLLOW THE LAUGHTER AND THE TRUMPET- 

) PLAYING IN YOUR SEARCH FOR SKULL Kip. 

IF YOU CAN'T HEAR EITHER, WANDER 
AROUND UNTIL YOU CAN; HE'S NEARBY! 

Z5 










enb ack to ‘Area #2 (with 
e shallow water), An all- 
Vopening has appeared! 
through to Area #6. 





































< Area #6 has two torches 
and a sealed arch ahead. 
Look up, and you'll see Skull 
Kid at the edge of aledge! 

», Dash to the opening just to 

}, one side of the sealed arch. 


This leads to a new entrance 
into Area #4, and the ledge you saw Skull Kid on is up the tree trunk 
steps and across the fallen tree. Bound forward, target Skull Kid, 
and bite! 


<< Skull Kid whisks himself 
away and unseals the arch 
with the torches either side. 

4 Follow him down toa new 
8} area, #7. This area has only 
one exit: into the Sacred 
Grove arena! Head through 
the torch-lit archway. You emerge on a high ledge, overlooking the 
arena. Drop down. 


CSS Mametass 50) 


1. DiGGING For Victory 

There are various grass clumps and spots in the Sacred Grove 

| where you can scrabble for Rupees and Hearts. There's no map 
to follow, so just do this in every area, usually at the foot of 
trees. 

@ Area #1: At the foot of a tall tree (Rupees and Hearts). 


@ Area #3: Grass throughout the area with the butterflies and 
tall grass (Rupees). 











Area #4: The foot of the tree trunk steps (masses of Rupees 
and Hearts in the grass, one Rupee from the dig spot). 


9 
@ Area #5: Two dig spots on the ground next to the pool 
(Rupees). 

@ Area #6: The middle of the ground (Rupee). 

e 


Area #7: In the corner, near the stone archway and skulls 
(Rupees). 













‘Threat Meter 
La 
Step 1: The Skull Kid makes a stand. 
He drops down to one of the six or so 
platforms dotted around this arena and 
summons four Puppets. Use 
the spin attack to defeat all the 
Puppets. The area attack is less 
effective, as you can be stopped 
by the obstacles all around. 








Step 2: The Skull Kid 
summons five, six, and even _ 
seven Puppets, and lets them 
loose on you! React by defeating 

xe them while prowling for Skull 
Kid, who's randomly landed on one of the platforms. @) 
target him and pounce with a leaping attack! 











Step 3: If you're too slow in 
finding him, Skull Kid teleports 
away from the platform he’s on, 
and Jands somewhere else, so 

keep an eye always open for 
him! Continue to batter his 
Puppets, then leap and strike him three times. 





< Skull Kid titters, 
and waves good-bye 
before disappearing 
and opening a doorway 
@5, for you. Spend a few 

| moments inspecting 

= this arena; there's a 
large Bomb Rock (with a dig spot under it) that you can’t move. 
However, you can roll small rocks and smash skulls for Rupees 
and Hearts. 


Tie TRUE SACRED GROVE: 
OBTAINING THE MASTER 
SWORD 
< When you're ready, 
enter the doorway that 
leads up to a large grassy 
clearing. Ignore the two 

large statues for the 


moment, and check the 
southern area out. 











A There are two cracks in the southern wall, 


and the one on the western side leads to a 
ruined set of steps, and a looted chest. Roll the 
nearby stones for Rupees and a Heart, then 
return. A shiny Golden Bug is here, but you 
can't grab it with your paws! 





A Once you've explored the area, run to the 
middle of the grassy area guarded by two 
statues. Stand on the Triforce carving on the 
ground between them, and howl the same 
melody you did to enter the Sacred Grove 
earlier. A magical incantation commences, and 
the arena falls away, the statues move, and a 
puzzle begins! You must guide the statues so 
they are placed where they once stood! 





A Guiding the statues back to the marked 
spots is a convoluted process. You mustn't get 
stuck yourself or get the statues stuck so only 
one moves. And remember that each statue 
moves in the opposite direction from the other! 
However, there is a solution and here’s the 
quickest way to solve it: 











Downy Right, Right, Up, 
Left, Up, Up, Lett, Down, 
Down, Right, and finally, p 
‘The door to the true Sacred i 

Grove opens! : 











1. SPLENDOR IN THE GRASS 
The Ruins to the Temple of Time has a number of clumps of grass to chew 
on, spitting out Rupees and Hearts. 


a ey) 


THE TRUE SACRED GROVE: THE 
MasreR SwoRD RETURNS! 


> Bound through the 
door straight ahead 
of you, to a mist- 
shrouded clearing, 
where dappled 
sunlight beams down 
onto the blade of a 
large, spectacular 
weapon. Check it out. 








The sword glows a brilliant white and pulsates, enveloping you. Zant’s evil magic 
shard is cast from you. You remove the sword, and claim it! You can now turn from 
boy to wolf at any time! 


2 2 
i Masrer SworD i) ; 
You Got THE MASTER 
Sworp! 
4 ch. 
o 5 


SACRED GROVE: HUNTING 
FOR ITEMS) 


. YOU CAN NOW TRANSFORM INTO A WOLF AND BACK TO LINK 

AT ANY TIME. SIMPLY PRESS 9? AND YOU CAN TALK TO MIDNA, 

) TRANSFORM TO AND FROM WOLF FORM, AND WARP TO ANYWHERE 
YOU WisH! YOU NOW HAVE COMPLETE FREEDOM TO ROAM 
%, ABOUT THE COUNTRYSIDE! 








os 








braske2) 
Obtain dhe Master Sivexd 














ie 










Guid 


ame 

















First snag the Golden 
Bug thats nestled in the 
corner of the ruined 
passageway to the south. Use 
the Clawshot to pick the bug 
5.2, off the wall, maneuver 
Mate SNait “| 
You cAucita Mae }' it up. The Female Snail 
Swat! BuG FANS Love is near here, but you 

a 

% 










to your feet, then sweep 


THAT GOLDEN CoLor! , 
~ can't claim it yet! 


<< Now clear as much 
of this area as possible. 
Start with the arena 
where you fought Skull 
Kid. Head to the bomb 

) rock in the center of the 
~ area, place a bomb next 
to it, and explode it. 


ees 


Pos Soul #2 
Mi The Bomb Rock is hiding 

more than just a dig spot; 

another Poe lantern is 

here. Quickly transform 

into your wolf form, switch 








on your sense view, then leap and attack, or attempt 
Midna’s area-attack. 





Og 
{ Por Sout 4 
You Got tHE Por Sout! Cottecr 
x ONE FROM EACH POE YOU DEFEAT! 
if Por Sout #2 oF 60. 5 
fo nS 
PO OG 











The Bomb Rock also 
allows you to.enter 
another dig cavern. Drop 
down, and defeat every 
single Baba Serpent in 

a small, single cavern. 
Change to Link and cut 
down the Serpent hanging from the roof to complete your combat. 




























There are numerous 
Hearts and Rupees in 
the long grass, so slice 
this too! When every 
Baba Serpent is defeated, 
a chest mysteriously 





appears. Run to the ledge 
and open it; inside is a Piece of Heart!. Claim it, then exit via 
the rock with the light shining on it. 


% 9 2 a) os 
Q aR a) 
lOverworiD) v4 Piece or Heart 
Cuest #47: You Gor A Piece or Heart! f° 
Piece OF @ COLLECT FIVE PIECES TO FORM 
{ Heart #21 | ANEW Heart CONTAINER. b 
ee a OZ ‘s) 


Piece oF Heart #21 oF 45.9} 


PO 






}) CLEARING WHERE YOU FOUND THE Master Sworp. 
i _. HOWEVER, HE ONLY COMES OUT AT NIGHT, AND 
2 IT’S EASIER TO RETURN FOR HIM LATER. 











Tie Greay HyRuLe (AND Poe) Hunt: ORDONA PROVINCE 








<< Warp back to the Ordon Spring. You 
can transform into Link, or howl by the 
Horse Grass to summon Epona. Ride south 
to your home village, all the way to the | 
». pasture where you herded the goats. You 
an herd them again, and attempt to beat 





Step into the goat barn and you'll =) 
that the Postman is hiding out here, 


inspecting a recently chewed letter. The 


c goats can have it! 
















Return to the barn in wolf form, and ‘dig at 
the ground just behind the Postman. This 
leads to a dig cavern teeming with Rats» 
Slay all of them, but as soon as you spot a 
Chu dropping from the ceiling, transform 


Chu! Select an Empty Bottle, attack is Rare Cuu Jetty 
the Gold Chu, then scoop it! You now 


into Link. This is an ultra-rare Gold Geo 3 


You rut RARE CHU 


have Rare Chu Jelly! Gi JELLY IN your Bortte! 
4 d 


Rare CHu JELLY OFFERS THE MOST POTENT HEALING COMBINATION 







» OF ANY ITEM IN HyRULE! IT REPLENISHES ALL HEARTS AND 

|). BRIEFLY BOOSTS ATTACK STRENGTH! PUT THIS AWAY IN YOUR 

INVENTORY SO YOU DON’T ACCIDENTALLY swiG IT! You 

CAN RETURN HERE FOR MORE OF THIS STUFF, AS 
LONG AS YOU USED THE PREVIOUS ONE. 


Smash some pots and slice grass for 
minor Rupees and Hearts before 


inspecting the room a little more closely. 
Lighting both the unlit 





1. Run, Goat, Run! = 


BE Si EE ee 
Cx Mssnelngss D200) 


_ This is one of the first times you can dismount from your horse, and slice 


into a goat or two. They seethe red with anger and can knock you off your 


feet (but you aren't harmed)! 


OR act OS) 


YRULE (AND Poe) 





THe Great 
Hunt: FARON PROVINCE 


, Pos Soull’3 
Ss ed 


to either side of the murky mist, and then 





Poe here. 


Bo oe 
os S 
4 Por Sout 
You Got THE Por Sout! Cottect 
ONE FROM EACH POE YOU DEFEAT! 
Poe Sout #3 oF 60. b 


~ you found your first Golden Bugs. Race to 


Cas ex 
2 
3 torches at the north end ‘Poowvonth 
of the room summons a Cuest #48: 


chest with a purple Rupee inside. Now you can leave. Oe iy 3 
" * S 


Your next Poe is deep in Faron Woods. Warp 


use Midna to leap to the central tree stump 
in the middle of the woods. Engage the Imp 


} #7: "THEY CAME SO. 
= I iy Quickty!" By TEMA. a 
eo ¢ z 

























Province area 
of Hyrule 
Field, where - 


the area under the bridge, where you spotted _ 

that chest earlier. Bring out your Clawshot, 

fire it at the medallion in pm — 

the bridge ceiling, then drop ‘Poravoms ; 

down and open the chest. ORANGE 

Use the same medallion to fers co 
co 0S 


escape. 


OS DeCraams TO) 


After obtaining 
the chest from 
under the 
bridge, head 

to the circle of 
grass in the northern part of the area, 
and dig into a quiet and tranquil dig 
cavern. This hole is completely silent! 
However, this is a great fishing spot to 
snag everything other than fish! Boots, 
bags of Rupees, small wheels, and other 
flotsam and jetsam can be yours. Here is 
acomplete list: 





@ Bag of Rupees (amount varies) 


Boot (an old discarded boot with 
little value) 


little value) 
Wheel (an old wheel with little value) 


apenas 


As you cross the plains (or any J 
other location after you leave i 


the Sacred Grove), the Postman 
comes huffing and puffing toward 
you with another two missives. The letter is 
from Telma, concerning a group of faithful 
heroes who have arrived at the bar and are 
waiting to meet you. Go there when you 
wish to continue your quest (Task #7). 


- “ s . 
¢ Letter #7 
You Got Letter : 


e 
@ Twigs (a bunch of old twigs with 
e 









Co 












































arrived in Kakariko Gorge: 
Purple, Blue, Yellow, and Red 
Chus. They shift about in the 


to the middle of this field, northern part of the zone and 
toa careaheaca ices, arent that aggressive. You can 
overlooldig the path. An Imp ride over them to easily dispatch 
its for you here. Defeat the Bokoblins and Kargaroks them, but you need to dismount and scoop if you want their Jelly! 





epee ee 













YoucortHePorSout!CourcrP a Dont leave the Kakariko Gorge 
ONE FROM EACH POE YOU DEFEAT! — until you enter the Lantern 


Poe S #4 oF 60. j 
‘OE SOUL #4 OF } ; Cayern I, and journey to the dead 
lor j 
a 
, 


end in the northwestern corner. 
Take the right fork and prepare 
AT HYRULE [a= 4 to tackle a Poe in 
H ‘ S Por Sout Z the dead-end area. 
BE) FBUNT: @) You cot THE Por Sout! Coutect 
ONE FROM EACH POE YOU DEFEAT! 
; Poe Sout #6 oF 60. b 
og , eo oe A 
+ oe ab 
THE Great HYRULE 
Continue your travels into THE GREAT HYRULE 
the Kakariko Gorge, and (AN D Poe) Hunt: 
head up the sloping hill KAKARIK VA AGE 
net the oa aa KAIARIKO VILLAGE 
single tree and fenced area. 


Defeat the Kargaroks flying about before turning your 
attention to this Imp Poe. 





< Head to Kakariko Village 
(as Link to avoid alarm), and 
speak to Beth, who’ standing 
near the sanctuary on the 


6 een 
Fr a) 
N Por Sout thoroughfare. Beth tells you 
You Gor tHE Por Sout! Cottect ) that Prince Ralis is depressed 


ONE FROM EACH POE YOU DEFEAT! y . 
y Poe Sout #5 oF 60: and hanging out at the 


=) i graveyard. Visit him later. 
(a=) 





TRANSFORMING INTO THE WOLF CAN BE DIFFICULT IN 

& POPULATED AREAS; MIDNA WON'T ALLOW YOU TO IF 

BL THERE'S A POSSIBILITY OF SCARING A PEDESTRIAN, BUT 

EVERYTHING IS BASED ON LINE-OF-SIGHT. YOU CAN 
STILL TRANSFORM IF YOU (FOR EXAMPLE) HEAD 

ZL" AROUND A CORNER, SO NO ONE CAN SEE YOU! 







<< After you've defeated 
the Imp Poe, dig 
around at the spots you 
previously found (when 
you were following the 


> Fi i 
| scent). Also locate a First though, youre 


cordially invited to talk to 
Gor Liggs, outside of the Malo 
Mart! He asks whether you've 
spoken to his brothers in 


YOu CAN ALSO ATTEMPT TO CLAWSHOT TO THE MEDALLION ON Castle Town, who are running 
THE ROCK IN THE MIDDLE OF THE BOTTOMLESS GORGE, short of Hot Springwater. 

AS THERE'S STILL A CHEST TO OPEN AROUND HERE. 
A, THE PROBLEM IS THAT YOU'LL PLUMMET TO AN 
INKY DOOM IF YOU DO! THIS AREA REQUIRES A could donate? 

Douste CiawsHort. Come BACK 


BULOE WHEN YOU FIND ONE. 


group of Guays circling 
this tree, and chew or slice each one. The tree rains down 
Rupees after the last is slain. 





They have loads of it, but the bridge needs repairing. Perhaps you 














Gor Ebizo, 
whoS jingling a 
}) donation box. 
He tells you 
the Castle Town shops are price-gouging! Malo Mart is 
preparing a relief plan: Phase One: Repair the broken 
bridge to improve traffic. Phase Two: Buy Chudley’s 






Emporium and sell products at reduced prices! 


Of course, this doesn't come cheap; the bridge costs 
1,000 Rupees to repair! Donate all of this, as soon as 
possible, because the results are well worth it! Put all 
your available Rupees into this donation box. 


}> Now find 
the rest of 
the donation 
money, and 
fast! Give 
your Golden 





Bugs to 
Agitha, or consult the Walkthrough for the nearest 
100 Rupee chest. Or ring the sanctuary bell with 
your Bomb Arrow, run to the wall near the dead tree 
by the sanctuary building, transform to the wolf, use 
Midna to bound up to the roof, and claim the Silver 
Rupee (200) piece that fell from the bell! 


< You 

are free to 
move about 
Kakariko 
Village. You 
) can visit the 





? graveyard, 
and tag the Guays with your Clawshot. The resulting 
22 Rupees for defeating them all isn't quite the 200 
you need to repair the bridge, but it's a start. Head 
through the hole to the Zora grave. 


Ralis is 
standing by 
his father's 


= grave. He 





® you are. The 
young prince lacks confidence, though. Remember 
his location for later, and leave via the graveyard. 


Step to Barnes’ Bomb Shop, where the proprietor has 
created a brand new model: a Bombling! Try this remote 
bomb out. Bomb Arrows are more useful, however. 

















































ee 4 Be; spas 
Store: Barnes’ Bomb STORE 








Item Name PRICE EFFECT Z 
g Bombs (10) 30 Rupees I sell these in packs of ten; You get 
slight discount that way. 








“Sf Water Bombs (5) 30 Rupees ‘These bombs even work tinderwater! 
I sell ‘emin sets of five. 


GRupees ‘These cute little bugs walk around and 





@Y Bombing (1) 








blow up all on their own! 
Bg Oe 
rf RQ 
BomBunG, i) 


ey Got A BoMBLING! 
te 
PO Io 


Tue Great HyRue (AND Poe) 
Hunt: Dest) MouNTAIN TRAIL 


> Head up the Death Mountain 
Trail next, and when you reach : 





the rocky clearing where the 
Wind Stone is, turn and locate 
this alcove with the vine hanging 
from it. Clawshot to this point, 
and climb up. Then draw your 
sword because there’s a Chu in here! The type of Chu is random. It could 
be Yellow, Red, Purple, Blue, or Gold! 






THE CHU HIDES ON THE ALCOVE’S CEILING. IF THE RARE GOLD 
N) CHU 1S LURKING THERE, YOU'LL SEE FAINT SPARKLES WHEN. 
YOU LOOK UP FROM THE GROUND. THAT WAY YOU 
Lik KNOW YOU CAN SCOOP AN IMPRESSIVE ELIXIR! 


> You can now teleport to the 
base of Death Mountain, and 
enter the elevator area in wolf 
form. Explore some dig spots to 
unearth blue (5) and yellow (10) 
Rupees, plus Hearts. 





}> Use the elevator to 
ascend to the Goron 
Mines (Dungeon 2) 
entrance. At the sumo 
wrestling circle, you 

can meet Gor Coron 
again. You can also meet 
Darbus for the first time 
since you fought his 
fiery alter ego, Fyrus! 








‘to the Mine ding Dock and 

claim Treasure Chest #17. This 

is your earliest opportunity, as 

x you can now use the Clawshot, 
sh t up to tothe mesh, and clamber onto the previously 
essible platform. The prize is a purple Rupee (50). 










Stay in this area, and follow 
the snaking pathway up the 
promontory, all the way to the 
lookout shack at the northern end 
of the village. The platform the 
shack is on houses your next ethereal Poe foe. Bring out the 
bite; and snatch that soul! ; 


BO on, 
f Por Sout 1 ; 
Q You Gor THE Poe Sout! Cottect 

‘ONE FROM EACH POE YOU. DEFEAT! 
Poe Sout #9 oF 60. b 
i 






















carefully descending, or leaping 
j down from the entrance. Can 
youjump from here with a 
Cucco? 


7 OSS Msmetass  *60) 


1. Cucco CHATTER 
If you're roaming Kakariko Village in wolf form, you can talk to any 
of the Cuccos and hear their side of the story! It changes depending 














On your way up or down the trail (at night), stop at on how rough you've been to any of them! 

the Goron by the second barricade, and ask him to 

launch you to the rocky slope above. Turn and head C97 a C8) 
south, until you see the bobbing light, then face and ee 

defeat the Imp Poe up here. Use Midna’s area-attack; - 

it's safer than jumping, as you can fall back down to Woe Soull #10 

the trail. Head down the thoroughfare, 


3 oes around the sanctuary, and into the 
# Por Sout 4 . 
; You cor THe Por Sout! Gottect 


graveyard. Nighttime is when you'll 
@ GNEEROMEIGH Por You Cem find this Poe, floating eerily through 
i Poe Sout #7 oF 60. the gravestones. Sharpen your fangs 
4. bs - a and have at him! You're halfway to Jovani’s target! 
x a 3 Por Sour " 
You Got THE Poe Sout! Coutect 


! f 7 
‘ Wag Souls ‘ONE FROM EACH POE YoU DEFEAT! 
Poe Sout #10 oF 60. 
e 1 
i 5 "S30 















Your next Poe is back = 
in Kakariko Village. At = _ a 





~} night, find him floating a oe 
above the remains of f 7 

Barnes’ bomb shack. Use Toe Soul pial 

the interior, a Goron, or a Cucco to reach this path, 


then face the fiend and gnash on his stolen soul! 
the graveyard’s left side houses him! 


9 9 
i Por Sout 4 fe . 
You cortHe Por Sout! Coilecr Shove him into the open, then leap 
ONE HM EACH ip YOU DEFEAT! and finish him with your fangs. 
( ‘oF SOUL #8 oF 60. oes - 
S =) ie “+ 
§ le oe i? Por Sou 
ee You Got THE Por Sout! Cotect F° 
(@) ONE FROM EACH POE You DEFEAT! 
Poe Sour #11 oF 60. . 
Ds ~ 
120 5 


Although you can't spothim 
normally, there’s a cunningly hidden 
Poe. The pushable gravestone on 








PRIMAOfficin 

















<_ With Kakariko 
Village completely 
devéid of additional 
goods (until you return 
to finish the donation), 
head out into the 
northern passageway 
linking Kakariko Gorge to the large, flat western Hyrule Field. 
Produce a Bomb Arrow and remove the blockage. 





THe Greary HYRULE 
(AND Poe) Hunt: 
REPAIRING THE BRIDGE, 


wey 
Hor SPRINGWATER FOR ALL! 


< Enter the 
Malo Mart and 
chat with Gor 
Ebizo. The bridge 
} from Hyrule 

) Field to west 
Castle Town is 

» now complete! 
Malo is officially putting that highfalutin’ Chudley on notice! 
There's a new shopkeeper in town! And he's about five years old! 





> Head outside 
to speak with Gor 
Liggs. He asks if 
you've seen his 
young one who's 
sitting near the 
incomplete bridge. 
You were just over 
there (if you've been following this walkthrough!), and Gor 
Liggs hopes you might look for him. That's the plan! 


> First, head back 
into the Malo Mart, 
and speak with Gor 
Ebizo. He's decided to 
start another donation 
scheme to buy out 
Chudley. The cost is 
large: 2,000 Rupees! However, if you helped with the bridge, 
your donation goes down to 200 Rupees! 











EXPONS & EQUIPMENT. 










into the field itsel 
and then keep to the ~ 
eastern edge, and you'll, 
soon locate the bridge 
you're donating to. A’ ~~ 
Goron sits on the other 












side. You need to collect funds as soon as possible! Collect 
200 Rupees—the rocks near Poe Soul #7 each house a red 
Rupee (20)—and return to the Malo Mart, 


It’s WISE TO COMPLETE THIS TASK WHEN YOU CAN. WHEN 
YOU VISIT AGITHA, OR CLEAN OUT A DUNGEON, BUY ANY 
EQUIPMENT YOU NEED, THEN DONATE THE REST TO THIS 
WORTHY CAUSE. THERE'S AN EXCELLENT REWARD! 
P AS SOON AS YOU CAN DONATE TO THE FINANCING 

OF A CASTLE TOWN SHOP, YOU CAN RETURN TO 

}, CHUDLEY’s AND SEE IT 1S CLOSED. IT REMAINS 
THIS WAY UNTIL THE NEW OWNER CAN 

x FIND FINANCING; YOU'D BETTER RAID 
SOME TREASURE CHESTS! 








<< Head out to the 
Hyrule Field area as 
Gor Liggs requested, 
and you'll see that the 
, bridge is finished. You 
§ can now freely ride to 
™ and from the western 


part of Castle Town. For the moment though, slow down to 
speak with the lazy Goron. 


<< He's finished the 
bridge, but he’s too 
tired to move! He 
needs a dousing with 
some piping Hot 
Springwater. He's 
certain there's some 
back in Kakariko Village! Head back there, speak to Gor Liggs 
once again, and he prepares a barrel just for this purpose. 





> You begin in the 
south part of the 
Hyrule Field area. 
Stay by the edge, so 
you don’t attract any 
attention. Circle the 





field's perimeter, as you 
attract fewer enemies this way. The only ones to worry about 
are a couple of Bulblins, but you can walk around them. 








® Ciwwess 
ENCOUNTERED a Ree see 
‘ ALWAYS STOP, THEN jE BARREL DOWN, IF 

© YOU'RE ATTACKED: IF THE BARREL SMASHES, 
YOU'LL HAVE TO RETURN TO GoR 


BOLE iS) LiGGs FOR ANOTHER! 


When you reach the 
| lazy Goron, stand near 
him;make sure you line 
up correctly, and throw 
i the barrel at him. The 

i Goron is invigorated and 
™ can reopen the market 
stallin Castle Town! He leaves you a special gift! 


08 
Prece oF Heart fy 
You Got A Piece oF Heart! 


COLLECT THREE MORE FOR 
ANOTHER FULL‘HEART CONTAINER. 
Piece OF Heart #22 oF 45. 27, 
OG 








PO 


THE GREAT HYRULE 
2D i wy 
(AnD Por) Hunt; Hor 
SPRINGWATER FOR ALL 


< With the bridge 
repaired and the Goron 
speeding through into 
2% <j Castle Town, you might 
—% wish to use this new 


walk into the opening. 
You emerge west of Castle Town, at a new gate. Concentrate on 
rolling around a Bulblin Archer to avoid his arrows, or shield 
block them. Defeat both Bulblins, then cross the bridge. Turn, 
and look up, and you'll see another gaggle of Guays flying near 
the giant diamond force field. Meticulous Bomb Arrows can 
defeat them all, if you're patient! 


| > In Castle Town visit 
the Medical Clinic if 

you wish; this is the first 
time it is open. Borville is 
waiting for you. He asks if 


3 Ilia mentioned anything 
} 





about him. Leave this 
creepy guy to his fermented jars! 


> Move to the south 
end of the town, where 

~ the Goron stall is, and 

4 i speak to the little one. 
His father (who you just 
( helped at the bridge) has 
a line of customers! He 
offers to sell you a bottle of Hot Springwater if you can 
n provide the Bottle! Purchase some now. 

































Goron’s HOTWATER 
PRICE EFFect 


& Hot Springwater -20 Rupees Freshly sprung from Kakariko 
Hot Spring! With the Gor Liggs 
Seal of Approval! 


20 E 
Z i 
F Hor SPRINGWATER 1 


You Got some Hot 
SPRINGWATER! | 
oe oe 


™. Exit via the southern 

gate, and head into the 

field. There’s a dainty \ 
young lass in the circular 
flower bed, looking for bugs! 
This must be Agitha. She gives 
you a running total on the Golden Bugs you caught, and 
hopes you'll find more for her. 


Item NAME 
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Run along the path heading to the 
rubble where another Goron stands. 
He could bash his way through 
this landslide if he had the Hot 
Springwater. Produce the bottle, 
and give it to him. Don't accidentally 
use it yourself! The Goron begins to tunnel the rubble with gusto! 
Return here after visiting another zone, and the path is open. 


Cane. 
a Dis Cavern 24 


Stay in this area, and investigate : 
the tall rock once again. Ignore the 
Guays, Clawshot up the vine, and 
stand atop the rock. Optionally lift c= 
the circle of small stones for green SS 









Rupees (1), then transform and dig into a cavern. Once down 
here, transform back, bring out your sword, and quickly spin 
attack and deal with six or seven nasty Tektites. 








Smash some pots and cut 
some grass too. Finish off the 
nasty Hylian Hornets with a 
Bomb Arrow (these drop Larva, 


which is handy oe oop 
because this cavern doubles as a fishing [Pvemvont 
“| Cresr #50: P 

ORANGE}, 

|Ruree (100),J 

ro ta] 

= 5 


hole). When you've finished fishing, 
wrench open the treasure chest, and claim 
a large denomination Rupee. 














































When night 
= shrouds the 






turn to your 
wolf form when no one is looking, and 
locate the floating Poe here, on the steps. 
Engage another Poe in ethereal combat, 
and claim your soul! 


op oy 
i Por Sour 4 
You cor THe Pog Sout! Cottecr 
ONE FROM EACH POE YOU’ DEFEAT. 
Por Sout #12 oF 60. 


4) 








A Just by this Poe is the small set of towers that 
appears in front of the southern gate itself. You 
can use the Clawshot and your wolf form to 
claim a chest hidden up here (although it’s easier 
to claim it when you try to reach the chest behind 
the stone wall, in front of this structure—for 
that, you need a Spinner). 


A From this narrow tower top, transform and 
spin attack the pots (claim the arrows within), 
and then walk across the rope to the main castle 
wall. Transform back to Link, then carefully drop 
and hang from the lip of the ledge. Hand-over- 


hand across the gate lip to a oe Oo 
( l(OverworLD 
| Cnest #51: 


second ledge and rope. Cross 
ORANGE 
Rute (100), 
fe (3 
Pe cy: 


the rope to the opposite tower, 
where you can claim an orange 


Rupee (100). 












” You have an important appointment to 
keep with the White Wolf, who's sitting 
patiently on the ground just éast of the 

gate steps. Head here, avoiding the large 

hole. The White Wolf pounces! You 
awaken in the ghostly ether, The Hero's 

Shade forms, and asks you if you wish to learn your next skill. The 

answer is yes! 


First, your teacher ensures that you learned the previous Hidden 
Skill correctly, and asks you to show him that you've mastered the back 
slice. Simply use ® after @) targeting and leap around and behind him, 
then slash with your Wii Remote. 


“Excellent!” utters the warrior, “let the 
helm splitter be hewn into your mind!” 
é For fully armored enemies that also move 
fast, the back slice isn’t that effective. 
Soften them up with a shield attack to 
stagger them, then quickly leap into the 
air with ® to split their helms! Now you try it: 









Helm splitter: jab the Nunchuk forward to shield attack, then as the 
enemy staggers, launch the helm splitter (while still targeting) with ®. 





¢ 
ig Hippen Skint 
YOu LEARNED THE 


FOURTH HIDDEN SKILL, 


THE HELM SPLITTER’ e 
a HinDEN SkiLt #4 OF fe 
£ 





<< Move to the large hole in the 
eastern part of this area, and peer 
down. Although there are Clawshot 
medallions, you need a Double 
Clawshot to reach the chest down 
here. If you try it now, you drop 
=== into the river to Lake Hylia. This is 
actually useful, as there are Poes to claim in this region. 
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(AND Poe) Hunt: Lake Hywa, 
| AND LANTERN CAverRN 2, 















Once youre in Lake Hylia, bound 
along the narrow grassy ledge on the 
far western side; a floating lamp tells 


gg A you the location of the next Imp Poe. 
— wef He's near some previously explored dig 


spots. Defeat him, and add that soul to your collection. 


Por Sou 


ws og 
ca a 
You Got THE Por Sout! Co.tect | 
(*) ONE FROM EACH POE YOU DEFEAT! 
Por Sout #13 oF 60. 5 
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| < Continue to hunt Poes, but 
when an opportunity presents 
itself (as dawn breaks, for example, 
}) and you can’t hunt any more Poes) 

) head into the Spirit Cave, and swim 
across to the eastern area. Produce 
your Clawshot, and propel yourself 
up to the top of this vine wall. This leads to an unexplored ledge. There's a 
circular door here; open it. 








dead end, but there are a couple of 
chests. They hold small treasures. 
Produce your Lantern, and light 
both the unlit torches here. A chest 
now magically appears, and this one 
has the real prize; another Piece of 


Heart! 
2o O68 29 On 
22 iS 2 um es 
Porowoash Foreman 
Cnest #52: Cnest #53: 


CX) 2 
SF, ed ox 
Poremvonah 
Cuest #54: F 
Buue Rupee }, PIECE OF 
BN oe (G)5 a |, Hearr #23 
se ae  — bs 
3) lo PO a PO lon 
op oS 
¢ Piece or HEART ) 
E You Got a Piece oF HEART! 


COLLECT TWO MORE FOR’ 


@ ANOTHER FULL HEART CONTAINER. 
<j - Piece oF Heart #23 oF 45. = fe 


o 











Continue your Lake 
Hylia Poe hunt and 
head to the series of 
small island platforms 
in the southern area. 
Jump across at this point, and then head up and 
around the rise where you found a Twilit Parasite 
on a previous search. Engage this Poe and chew 


on that soul! 
- 4 
LECT 


¥ 
You Got THE Por Sout! Cou! 
ONE FROM EACH POE YOU DEFEAT! 
Por Sout #14 oF 60. q 
4 } 
oy 
‘oO oe [ 
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The next ghostly Imp 
Poe foe is floating 
around the long tower 
in the southeastern 
part of the lake. Head 
up the ladder, and onto the grass, then fight him 
for his soul. 


i* 


& Hina Sam, 
~ HOWLING FOR THE WHITE WoLF 


Before you continue, 
investigate that strange 







Por Sour 
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ONE FROM EACH POE you DEFEAT! 
Poe Sout #15 oF 60. . 
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ceremonial stone on 
the rocky promontory 
overlooking Fyer's 
cannon hut. Listen, 
and the wind whistles a tune through the hole in the 
rock. Watch the tune, then replicate it. The pitch is as 
follows: Low (hold), Middle (hold), High (hold), Low 
(long hold), Low (hold), High (hold). Use 6 to howl 

. high and ¢) to howl low on your ©. For mid-range 

Re howling, don’t move the stick. 


= 

















The White Wolf appears at the end of a leafy edge, near a 

huge, sand-filled stadium temple. You howl the tune again, 
and both of you continue to-yelp. When you finish, the 

White Wolf tells you “Let teachings of old pass to you...” 


You HAVE SUMMONED THE WuiTE WotrF! HE is 
CURRENTLY WAITING FOR YOU IN A SANDY RAISED 
AREA NEAR ARBITER'S GROUNDS, IN THE GERUDO 
_ MESA (WHICH YOU HAVEN'T EXPLORED 
» YET). YOU MUST HEAD HERE AS LINK AND 
LEARN YOUR NEXT HIDDEN SKILL! THE 
WALKTHROUGH TELLS YOU THE 
Sz, EARLIEST POINT THAT THIS IS 










> The time has 
come to revisit the 
dreaded Lantern 
Cavern II. This 
time you're 
hunting Imp 
Poes! Optionally 
catch the Fairy from the crate in the tiny pond near the 
entrance, then start your search! But first, inspect an 
area of ground in front of the Lantern Cavern entrance: 


Dis Cavan 
‘There’ a circle of grass 
near the entrance to 
Lantern Cavern II, 
so search around and 
dig in. Once inside 
another Dig Cavern, 
change to Link and shoot the Water Toadpoli in the 
pool below. Keep this up until you defeat them all; if 
you don't have Bomb Arrows, bouncing their spittle 
back at them works almost as well. 





When you 
finish off your final 
Toadpoli, a chest 
appears with an 
orange Rupee inside. 
Fish here if you wish 
(you can catch all manner of 
junk), then leave after opening 
the chest. 















O32 oor 
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after you battle past the Torcl 
, Slugs on the ceiling. Let your 
senses guide you, and take the Imp Poe out inside the . 


junction itself. = ~~ 


> © gt: La O28 
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You Gor tHE Por Sout! Coitect “ 
ONE FROMEACH POE YOU DEFEAT! 
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: SSE The second Lantern Cayern II 
4 Imp Poe is lurking in the very 
northern part of this maze. 
Simply follow the path and 
dispatch other beasts as you go 


before arriving at this junction. Put your Lantern away, 





then snuff your Poe foe! 


ops on 
( Por Sout i} 
You Got THE Por Sout! Cottect 
ONE FROM EACH POE YOU;DEFEAT! 
Por Sout #17 oF 60. 
4 } 


F > pesgoulais  “F 
The final Imp Poe is, as you'd 
expect, in the very last chamber 

of this cavern system! 
Be incredibly careful 
negotiating the 
planks, and then bound into the final junction, 
defeat the Poe, and leave via the light 
pouring onto the stone platform. 





29 a 
° Por Sout ¥ 
You Got THE Por Sout! Cottecr 
(2) ONE FROM EACH POE YOU DEFEAT! 
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: fe ee 
iCOOP MORE OIL FROM EVERY YELLOW CHU YOU ENCOUNTER. 


FOLLOW THE TACTICS PRESENTED PREVIOUSLY WHEN YOU 
‘COULD ENTER THIS AREA FOR THE FIRST TIME AS LINK. 


) STAY METHODICAL AND DON'T RUSH THROUGH ANY AREAS, 
































Tr THE LANTERN RUNS OUT, SLOW DOWN AND 
SWITCH TO YOUR SENSE VIEW. THEN YOU CAN SEE 
THE IMMEDIATE GROUND, WHICH HELPS. 


O39) 


Oe 


Be very careful when you reach this final chamber in 
Lantern Cavern II! The sheer drops and inky blackness 
mean a Lantern and extra oil are a must! We trekked all the 
way to this location, fell into the bottomless pit (meaning 
we had to begin from the entrance!), trekked all the way 
here a second time, fell into the bottomless pit again, and 
then stopped playing and starting whimpering. Don't let 
that be you! 





Hh 
Lake Byway Prumm’s Frum 
Pop-FucHiT ATTRACTION 


<< Once you've acquired 

the ability to transform into 
a wolf at any time, you can 
play a minigame for valuable 
> prizes! In wolf form, visit 

)) Plumm, a small, talking 

™ myna bird that hovers above 
a tiny island just south of Fyer’s cannon. Plumm hypes her “Fruit- 





Pop-Flight” and gives you a quick rundown of the rules. 







PLUMM WON'T SPEAK TO HUMANS, SO MAKE SURE 


Z, YOU'RE IN WOLF FORM IF YOU WANT TO PLAY 
WM Gr WER GAME. 


> It’s free to play Plumm’s 
game, but you need to calla 
Carrier Kargarok to begin. 
Move over to the patch of 
Hawk Grass that grows from 
the ground near Plumm, then 





} press ® to begin howling a 
tune. Howl four notes in the following pitch sequence: High, Low, 


High, Low. 


3x huge Carrier Kai 










































"4 ; 
rgarok swoops down and snatches you up. 
It carries you off toward Zora’s River, where Plumm’s “Fruit- ” 
Pop-Flight” minigame takes place. Check out the “Fruit-Pop- 
Flight Minigame” sidebar. 


BeuttPop-lelligint a 


This is one of the few minigames you can play for free, so don't feel 
bad if it takes you awhile to get the hang of it. 


(ae The rules to this minigame are 
DOOR 
Mae simple: steer the Carrier Kargarok 
A through the chasm along Zora’s River, 
. popping the giant fruit balloons you s 
by flying into them. Each type of fruit 
worth a certain number of points, and 
when you pop two of the same type in a row, your score doubles! Thi 
multiplier is cumulative (to a maximum of 10 times), so when you 
keep popping the same type of fruit, your score quickly skyrockets! 


Watermelons are the largest fruit, but they’re each worth only 
one point. 


Oranges are mid-sized balloons, and they’re each worth three 
points. 


Strawberries are the smallest, but each one’s worth a whopping 1 
points when popped! 


‘The challenge of this minigame lies in adjusting to how slow the 
Carrier Kargarok is at responding to your commands. This giant 
bird can’t make sharp turns at a moment's notice, so you've got to 
look ahead and plan out your flight pattern, making each move in 
preparation for the next. You won't have much luck at this minigam: 
until you learn to steer the Carrier Kargarok properly! 





i 








IF YOU RUN INTO A WALL OR ANY OTHER SOLID OBJECT, 
THE CARRIER KARGAROK DROPS YOU AND YOU MUST 
ge TRY AGAIN. 


})\ IF YOU'RE UNHAPPY WITH YOUR PERFORMANCE, PRESS 
TO START OVER FROM THE BEGINNING AND GIVE IT 


jj. ANOTHER GO. 
la) 


‘The secret to attaining high scores from this challenge lies in 
going after the strawberries. They're worth the most points when 
popped, and if you just keep popping them, the score multiplier 
soon reaches insanely high levels! Pop all the fruit you can until yor 
see the first strawberry, then stick with those sweet, sweet berries 
from that point on. 


THe Berry Best ROUTE 
The first strawberry balloon hovers 
just to the right of the second 
watermelon. Fly past and pop the 
strawberry without touching the 
watermelon. 














Soar past the wooden 
scaffolding and then dip 
downward toward the next 
string of strawberries. Nab 
all four strawberries in the 


row, banking left to grab the final one at the end of the 
string. 


‘The next strawberry is 
positioned very near toa 
giant watermelon. This is 
a tricky one, because if you 
pop the watermelon, your 
strawberry combo is shot! It’s not necessary to grab this 









strawberry, so don't go forit if your approach isn’t strong. 
Instead, focus on nabbing the easier-to-pop strawberry 
that’s just ahead. 









Keep to the right and avoid 
the giant watermelons as 
you approach the fork in the 
river. Pop the strawberry 





then line up for the next row of strawberries, which hover 
inside a small tunnel in the right wall. 


This is a dangerous row 
of strawberries, but with 
practice it’s possible to get all 
three. Line up your approach 
carefully so you're heading 
straight through the middle of the and, Theat press ® at 
the last second to execute a high-speed dash! Zip through 
the tunnel, popping all three strawberry balloons in the 
process. 








Pull up as soon as you exit (4 
the tunnel and drift toward 


the left wall. Spy a sneakily 
positioned strawberry way 
up high and pop it, then 
begin a steep descent. 


Skim the surface of the 
water as you go for this 
strawberry to avoid the giant 
watermelons that hover just 
above it. Quickly steer right 
ied then left to avoid the second watermelon, keeping to 





the center of the river so you don't accidentally hit the 
rock pillar or the orange balloon to the right. 











fecenres 0 © 
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After slipping between 
‘watermelon and the rock 
pillar, pull up to fly over a 
massiye rock, nabbing four — 
strawberries as you soar above 























_ The tunnel narrows 

drastically after you grab the 
fourth strawberry in the chain. 
Make a sharp decent and fly 
close to the water to enter the 
mouth of the narrow, keeping to the left to avoid popping 
the orange balloon to the right. 












WORRY IF YOU POP THE ORANGE. Just FOCUS 
ON MAKING IT THROUGH THE NARROW 
WITHOUT HITTING THE WALL! 


Pop the strawberry on the 
left side of the narrow, then do 
your best to nab the strawberry 
that follows without popping 
the watermelon. Go after the 
final strawberry that's just ahead to finish with a score to 
boast about! 





If you score 10,000 points or 
more, Plumm is overwhelmed 
by your balloon-popping skills. 
She graciously gives you Piece 
of Heart #24 as a reward. Nice 
flying, ace! 









) “FRUIT-PoP-FLIGHT” MINIGAME AND BEATING 
} THE HIGH SCORE YOU'VE SET. SHE GIVES 


Z YOU AN ORANGE Rupee (100) EACH TIME 





YOU SET A NEW RECORD! 











COLLECT ONE MORE FOR 


ANOTHER FULL HEART CONTAINER. 
Piece or Heart #24 oF 45.2) fe 
3 


D> Og 
. Piece or HEART 
You Got A Piece OF Heart! 
4 










* this area, and one 
is hidden in a most 
ee cunning spot: a 
ia i) ledge directly under 
© Falbi’s Flight-by- 
Fowl building, Use the cannon in Fyer’s hut to reach Falbi, 
"pay your 20 Rupees, grab your Cucco, and launch. Turn 
180 degrees around so you're facing north, and steer your 




























Cucco to this lonely ledge. 
















Steer your squirming 
Cucco onto the ledge 
and drop to the grass 
below. Immediately 
change to your wolf 
form, flick your sense view on, and defeat the Poe 
here. Don't leap too enthusiastically; you don't 
want to drop off the ledge! 








g a 
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) ox: FROM EACH POE YOU DEFEAT! 
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Poe Sout #19 oF 60. 





Your crazy ledge antics 
don't end there, either! 
Inspect the grassy circle 
for a dig spot, and 
scrabble down into a 
dark dig cavern. Change 
to human form, put on your Zora Armor, place your 
Iron Boots on your feet, and dive into the murky 
water. Four nasty Shell Blades are lurking down here. 
Defeat them all with horizontal slices. 








When you've sliced the 
final Shell Blade, a chest 
appears on the opposite 
island. Head up here, 
optionally smash a few 
pots and cut grass for 
a2 Se Rupees and Hearts, and then open 

carat the chest for a real prize! Now head 

Crest #56: 
Gance out of the cavern and fly or drop 
& Rupee (100), }. down into Lake Hylia, or warp. 












Pos Souil 20) 


Its time to claim your 20th Poe! This 
one is floating on the “Isle of Riches” 







platform. That means you could wait 
until this moment, and complete the 
Flight-by-Fowl minigame for all items 
(including the Poe) on the isle. Whatever your decision, an easy 
way to reach the Poe is to fly aboye the isle; then plummet down 
with your Iron Boots. Defeat the Poe as usual. 


@ 
” 4 


» CONGRATULATIONS! YOU'VE COLLECTED THE SOULS OF 20 IMP 
Pors! You CAN NOW RETURN TO JOVANI AT ANY TIME TO 
CLAIM YOUR PRIZE. THE WALKTHROUGH MENTIONS THE 
OPTIMAL TIME TO TRY THIS. 


OSS ima SOO) 


1. SPLENDOR IN THE GRASS 
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You may not have spotted this tiny 
island near the jetty to Fyer’s hut, 

but you should cut the grass here for 
Rupees and Hearts. There's a Rupee dig 
spot here, too! 





time to Clawshot up to the ledges 

and ornate overhang of the Spirit 

Cave, where the two chests (#27 

| 2a %® with purple Rupee, and #28 with 
: Ss orange Rupee) can be secured 


with your new weapon. The real 





adventurers would have flown here earlier, as the walkthrough mentions! 


> The final area you can explore 
again is the massive southeastern 
tower, which you can optionally 
climb. You meet an old man 
named Auru (who you spotted in 
the bar when you balanced across 
the rope as a wolf). He reckons 
this tower is part of the plague of evil, and a visit to the Gerudo Mesa is 





in order, Don't agree yet; visit Telma first! 






< Now ride 
south, toward 
Faron Province, 
passing under the 
giant tree roots, 

b) and crossing the 
small wooden 





bridge. Stop Epona at this point, and scan the left wall, 
where there's a Bomb Rock to explode. Behind it is a 
Clawshot medallion. Propel to it, turn and look across 
the gap in the rock wall, and Bomb Arrow a second rock. 


< There's 

a Clawshot 
medallion here, 
too. Propel across 
again, and then 

) once more to 





ona small ledge overlooking the wooden bridge. 


» another medallion 


09 
¥ 
Use the Clawshot to 


reach this ledge, and 
then immediately 
transform into a wolf. 
Remove a Poe up here 






and add him to your collection of souls. 


ow 
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< When the 
Imp Poe is 
defeated, you 
can search this 
area. First open 
} the chest on 
the ledge edge, 
and claim the 
purple Rupee 
inside. 
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There's a circle of grass (which 





you can obtain arrows and ~ 
Hearts from) in the’small 
alcove away from the ledge 
edge. Inside the circle is. a 

dig spot leading to the most 
fearsome cavern yet! This is the lair of the Bubbles! 
Methodically dispatch the 
different types of Bubbles. 
Once the final screaming skull 
has been defeated, a chest 













































appears on the opposite side 
of the chamber. Be sure you've 


ae oe 
‘Prewoasp smashed the pots, and cut the grass, then 
“(Crest #58: open the chest for a rare Rupee! 


ef ORANGE 
| Rupee (100)! 
os ad 
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‘Threat Meter 


met | | | 


These giant skull heads feature flapping wings protruding 

from each side. You've met these dark denizens on your travels 
before. Clobber them quickly with a spin attack if you're 
surrounded. Fight single Bubbles with simple slashes, but watch 
out for Fire Bubbles (as their damage can destroy wooden 
shields) and Ice Bubbles, that can freeze you. Attack at range 
with a Bomb Arrow or regular arrows, and don't try a finishing 
move ona skull that’s been struck and is lying on the floor. They 
usually hop, and you'll pierce the ground instead. 







<< Enough time has passed 
for you to return to the 
southern Castle Town gate, 
and check out the Goron’s 

» drilling technique. It is 

}) impressive, and you can 





move easily between here 
and the Hyrule Field to the south, adjacent to Faron Woods. 






~~ ro CHARACTERS 
any NTERED 


THE GREAT AyRULE 
AND) Poe) Huntz MAKING 
_ Donations AND Magic 


<< Return to the Malo 










and speak with Gor 
Ebizo to donate the last 

® of the 2,000 Rupees (or 

) 200 Rupees if you helped 
> build the bridge). Malo 
tells you to visit the new shop, once he’s set up. 



























YOU'RE ADVISED TO BUILD THE BRIDGE LINKING HYRULE FIELD TO 

‘CAsTLe TOWN (WEST) FOR THE FOLLOWING REASONS: 

@ You cAN EAsity REACH CastLE TOWN Now, FROM KAKARIKO 
VILLAGE. 


e YOU RECEIVE A REWARD FOR HELPING THE GORONS OUT. 


¢ Tue Macic ARMOR AND OTHER DISCOUNTED ITEMS ARE NOT 
AVAILABLE UNTIL YOU DONATE TO THE FINANCING, AND THIS 
WORKS OUT CHEAPER IN THE LONG RUN. 







@ Your torat DONATION To FINANCE MALO’s TOWN. 

=) store 1s 200 Rupees, Not 2,000. Cost witHouT 

7 IRING THE BRIDGE: 2,000 RuPEES (AND A LATER 
) OPENING OF THE STORE). COST WITH REPAIRING 
THE BRIDGE: 1,200 Rupees (1,000 FoR THE 
BRIDGE, 200 FOR THE STORE). 


When you leave Kakariko Village and headinto = 
your next area (either after warping or riding), 
expect an appearance 4h The Postman. He has a 





: letter from Malo, ao =a) 
who's making you a special braved | 
offer of Magic Armor in oS #8: “HEROES, COME 

the grand opening special 4 pap By a | 
(limit one). That was ops 
« quick work! 


< Race to 
the storefront 
where 
Chudley’s 
Emporium 
once stood. 
Malo’s mug is 
plastered all 








Mart in Kakariko Village, 


over the place, 
and the previously snooty attendant welcomes you warmly. Step 





A Once inside, it’s like being in one giant party! Groovy music is 
playing, patrons are excited, and the previously uppity Chudley 
has been transformed into the wacky costumed Malver, who's 
more than happy to sell you the same wares as before, but at an 
incredible discount! 


; Lx a 


Matver’s Marvetous MARKET— 
Mato Mart Caste BRANCH 


Ow New 
Irem_ NAME Price Price! 


y Arrows (10) 2,000Rupees 5 Rupees 


Errect 


{Nice Deal! Light, safe, and 
accurate! Equip these and 
you will NOT be sorry! 


!Act Now! A restorative 
elixir recommended for 
those who do not feel 100%. 
(Requires an empty Bottle.) 


fy Blue Potion 10,000 Rupees 50 Rupees 
qm, RedPotion 3,000 Rupees 15 Rupees Feature! Just one Bottle is 
Ww the perfect pick-me-up! 
2 (Requires an empty Bottle.) 
go Bombs 
Co. (set of 30). Only Malo 
Mart can deliver these 
% savings! 


es Water Bombs 6,000 Rupees 


3,000 Rupees 45 Rupees ‘Blast Deal! Made by Barnes 





45Rupees ‘Big Deal! For aquatic 
defense (set of 15). No one 


can beat this price! 





BY Pocket 


Bombling 


{Boom Deal! These 
endangered creatures have 
been successfully propagated! 
This is a special 10- 
Bombling set! 


9,000 Rupees 30 Rupees 


100,000 
Rupees 


Magic 
Armor 


598 Rupees ‘Special! This is quite a 
bargain when you think of 
how valuable your life is. 
What’ a few Rupees to 
stay alive? 












money can buy, but you're going to ; = Pea | F then bilrrowvin the comer. 























need a constant supply of Rupees on the other side ofthe a : 
keep wearing it! The ‘ signpost: You appear in s ts 
armor basically works the treasure-filled room Ve 4 
like this: - . = as you did beforeand | : co) } 
@ Putit on, and everything is the same. Go over and speak with Jovani. A) 
you're completely = i | , 
invincible! Jovani before the Poe hunt, and afterward: eg 


Gengle isnow no longer solid gold, and 
Jovani is gold, but no longer frozen! 






= 
— 















> Jovani begins to move! The 
20 Poes you've collected have 
allowed him mobility. However, 











becomes almost immobile. Take it off at once. _ he’s still golden. To help you 
@ Put this armor away and use it only when ; on your way, he offers you the 
: facing the fiercest enemies; the walkthrough most potent healing potion in 


the land! Use this to restore all 


will recommend when, Ff 
ve Hearts and briefly boost attack strength. Apparently there's more of 


this if you investigate a cave on the eastern edge of Gerudo Desert. 







AN ADVENTURE INTO THIS FEARSOME PLACE SHOULD NOT 
BE UNDERTAKEN LIGHTLY! 


29 Fa 
2B 
¥ Great Fairy’s TEARS ¥( 

You Got THE GREAT FAiRy’s 
TEARS! THIS SACRED WATER 
CONTAINS THE GREAT FAIRY'S 

4 PRAYERS. ol, 

° % 

















1a ee 
Nay 


< Purchase 
whatever 
you need, 
and return 
here as soon 


as you can 





= with enough 
funds to purchase that Magic Armor (you also need the 
Big Wallet from Princess Agitha before you can amass 
the 598 Rupees it costs to buy it). If you need to scrape 
together enough funds, head on over to the many other 
places in town and continue progress at the tent, Agitha, 
and Jovanis. Head to the western part of the city, and 
locate the cat-filled alley outside Jovani’s house. 


A Now head toward the tent on the same stretch of road as Agitha and 
Fanadi’ places. Step inside and speak to Purlo. Now that you haye the 
Clawshot, you can effectively dominate the “STAR Tent” minigame! 


ULOD"Ssaured: 


Ayo y 





“9 


K) 





. 
y 








After landing on the far 
platform, turn either left or right 
and jump up the stepped platforms 
to claim another white star. 


e trick to winning the first 
@ STAR Tent” 
igame lies in using a secret 
pon: the Clawshot! Steel 
esh encases the entire arena, 













































You guessed it: aim the Clawshot 
at the far platform across the arena 
and then fire to collect a neat row 
of white and blue stars. The girls 
can't get enough! 


and latch onto the steel mesh above the first platform to quickly 
reach the top, snagging the first star in the process. 










Immediately drop down onto 
the platform, then run and jump 
onto the platform to the right to 
collect your second star. 


Quickly aim the Clawshot carn at i] 
toward the platform that’s 





Finally, aim straight up at the ceiling and fire the Clawshot 
directly across the arena andthen at the central circle. The moment you reach the top, let go to 
fire to zip across, nabbinga whole _ fall straight down the center of the arena, collecting the final 

4} row of pink stars in the process. line of stars. Well done! 
Listen to the ladies cheer! 







< 4 
When you finish . YOU CAN DOUBLE YOUR AVAILABLE ARROWS AND BOMB 
’ 


the first stage within | ARROWS WITH THIS HANDY Bic Quiver! BE SURE TO 
the time limit, p~ STOCK UP ON BOMBS AND ARROWS AT THE CASTLE 
Purlogradgingly Zi Town MALo Mart! 


» congratulates you. 


i) It seems he won't be 6 TF W> OC ) 
taking you for a ride MisinsLngs 


o29 Be 
f Bie Quiykk 1, this time! He's a man of his 1. A Fan Favorite! 
G 








{ws You cor tHe Br word, too, and he offers you Once you complete this level of the 
gv Quiver! IT CAN HOLD this excellent prize. Purlo “STAR Tent” minigame, head outside, 
up 10.60 Arrows! . ye t 
iS b has another level of this and watch as Kili, Hanna, and Misha 
©” game for you to try, but it shriek and swoon over you! They 
requires the Double Clawshot! Return here with that when drop three Hearts, then skip away, 
‘you find it! disappearing en route to the fountain. 






Ths 7 Conus Tas TOU NOG tos 
Gabo 











RULE (AND Poe) Hunt: NortH Hyrure Fievp 


ee 


<_ Now continue to locate dig caverns across Hyrule, and learn where new monstrous entities 
are roaming. Begin in the north Hyrule Field, and you'll see that Lizalfoses are patrolling the 
« path here. Use the tactics you tried during Dungeon 3, or bite and hang on if you're in wolf form. 








Find the dig spot in this part 
of the field, and scramble 
down into another dig cavern. 
This has a few Baba Serpents 
to tackle, but remain in wolf 
form because the real reason 


for entering this place is to defeat the two Poes hiding here. 


Slay the Baba Serpents first. Then deal with the two Imp 


Poes. Then smash any pots and slice any grass you wish, and 


leave. Your only other prizes are some Deku Nuts! 


Defeat either Imp Poe by 
randomly targeting one and 


leaping, or trying to catch 
both-in Midna’s area-attack. 


2 
i Por Sour i} 
You cot THE Por Sout! Coutecr 
@ ONE FROM EACH POE YOU DEFEAT! 
{ Por Sout #22 oF 60. } 


Even if one Poe is already 
prone, finish the other to 
make grabbing the souls 


easier. 


f Por Sour 7 
You Gor THE Poe Sout! Goutect 

ONE FROM EACH POE YOU DEFEAT! 
is Poe Sour'#23 oF 60. + 


Your next dig cavern is in 











the same area, at this circle 

of grass. Drop down and 
immediately transform into 
Link. This chamber is filled 
with eight Red, and eight Blue 
Chus! This is a great place to stock up on the Red and Blue 
Potions you can scoop from them once you dispatch them. 


+ 


+ 


ONE FROM EACH POE YOU DEFEAT! 
Poe Sout #24 oF 60. i. 
: { 5 " 
Ie 
2 9 













long, the Blue an 

Red.Chus merge into 

a giant Purple Chu 

_ that takes a-very long 
time to dispatch! _ - : 

‘Try constantly Fr Rev Cu Jetty | 


cargeOny, : “You cot some Rep 
and slicing Cuu Jeuty! 
about to defeat Ne Wl, 
multiple Chus, = 2 


Bg 
but don’t waste Te Biur Civ Jeny Shy 
time bottling the 

You Gor some Bue 
Purple Chu, as the (i Cuv Jetty! 
health benefits 1 + 


are random, 


> 
and sometimes 1, 6 Ronee GHugeeg) 
harmful. 
; F You GOT SOME PURPLE 
Optionally strike Cu Jey! 
S ~) oY By 
ab 
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some pottery and 
grass for Rupees eo 
and Hearts, then leave via the lit stone. 


fa Ty 
F posSoulens =P 


wait at the bridge over 
the river for night to 
fall, and target another 
Poe that wanders the middle of the bridge. Add 
him to your collection. 


2 
Por Sout ) 
You Gor THE Por Sout! Cottect 

























~ GATES) 


Leave the North Hyrule Field, 
and journey to this gate, 
either via the large flat field, 

| oc through Castle Town. Once 
- the Bulblins at the gate are 
ated, watch for an incoming Kargarok, then leap and 
ance on the Poe wafting around on the bridge. 


ca 2 
] Por Sour j 5 
You'Got THE Por Sout! Cottecr 





> Now warp to eastern 
Hyritle Field (outside 
Castle Town) and 

dash around this area. 
Helmasaurs are now 

i roaming the landscape. 

| They are difficult prey as a 
| wolf, but not as a human. 





While you're in this part of 
the field, near the Castle Gate, 
look up at the vine-covered 
ledge on the outer rock wall, 
near where you caught a 
Golden Bug earlier. Use your Clawshot to propel up to 
the ledge here. At the end is a ring of stones. These can be 
thrown for Rupees, but the interesting area is the dig spot 
the stones surrounded. Drop in. 










Immediately change to Link, 
and defend yourself against 
four rampaging Helmasaurs! 
Stand near the wall and scoop 
the armor off each with your 
Clawshot, then slay them. Concentrate oeg ew 
on one Helmasaur at a time. When the Brenvoadp 
last one keels over, open the chest that Crtesr #59: 


i ORANGE }, 
appears. Then leave after smashing pots .Ruree (100), 
and cutting grass for Rupees and Hearts, O30 on) 































S WesSul3 (CP 


ee > 
a i 5 ONE FROM EACH POE You DEFEAT! 

! Ca. Por Sout #25 or 60. S 

} re f 

i C) <2 

i - } 
! 4 





Olas cme” 
Dis Cavan G10 














oes F ‘The next Poe on your list 
should be the fellow floating 
about the amphitheater in this 
field, just over the rise. With 
a view of Lake Hylia in the 









distance, head down the steps, tackle the Bulblin Warrior, 
- then drag the soul out of the Poe. 





9 2 
; j : PorSour _ i} 
‘ You Got THE Por Sout! Coutect 


“ONE FROM EACH POE YOU DEFEAT! 
@ Poe Sout #26 oF 60. s : 
q £ =: [ 
Ns oW,. 
PO 


THe Great HYRULE 
(anp Por) Hunt: Zora’s 
DOMAIN AND RIVER 


Pos Soul 927 + 


Warp to Zora’s Domain, 

and take a plunge down into 
the waterfall pool, before 
swimming between the rocks. 
Trot up the winding grass 


ramp, and locate another Poe in these parts, near where 
you found a Twilit Parasite earlier. 


Por Sour 
You Gor THE Por Sout! Cotect 
ONE FROM EACH POE YOU DEFEAT! 
Por Sout #27 oF 60. 5 
} 
%G 


Pus Seull 628 a 


While you're in Zora’s 

Domain, move around to the 

entrance to Snowpeak, then 

use Midna to jump to the area 

behind the waterfall. Another 
Poe is lurking here, and he's easy to miss. Tackle him, and 
then dig for a Rupee at his location. 


Og 


Q 
Por Sout by 


You Got THE Por Sout! Colect 


ONE FROM EACH POE YOU DEFEAT! 
Pot Sout #28 oF 60. 5 
oe 











Warp to Upper Zora River, 
and then find the small area 
of grass next to the torch-lit 
tunnel. Fight the current and 
swim across, then defeat the 





Poe on the small hill here. 


Xe on 


De Q 
id Por Sout 4 
2 You Got THE Por Sout! Cottect 
@ ONE FROM EACH POE YOU DEFEAT! 
Por Sout #29 oF 60: 
no 
PO OG 


THE GREAT HYRULE 
(AND Poe) HuNT: BRIDGE 
OF ELDIN 


<_ Now warp up to the 
Bridge of Eldin near the 
large flat field. You can 
now obtain another chest 
q (or save for later if you're 
By full of Rupees). Stand 
at the north end of the 
cc 22— bridge, and face south. Look up at the tiny vine 
{e) 









VERWORU on the north entrance, and Clawshot here. 
Cuest #60: UW tot 2 ? 
Ghana Then hand-over-hand to the opposite end o: 
@.Ruree (100), the entrance, where an impressively well hidden 
PO % 


chest can be pillaged! 


2000%. 


A Now that you've cleared the bridge of goods, it’s time to 
investigate the ledge where you plucked a Golden Bug earlier. 
Now that you have the Clawshot, shoot it at the medallion on the 
rock wall, and propel to this ledge. Run to the end, and enter the 


hole. You're about to step into the Lava Cavern! 








Conffime the stune ent Gro Gamo Desaxe © 







You can ractically feel 
the heat rolling off of this 
hostile place the moment - 
you step inside, Smash 
the crates and barrels 
near the Lava Cavern’s 
entrance for a Heart and some arrows, the latter of 
which soon come in handy. 


Walk to the end of the 
metal ledge and have a 
look around. You're at the 
top of a tall, cylindrical 
cavern, and the bottom is 
filled with lava. Needless 
to say, you don't want to fall into that stuff! 








It’s time to put those 
arrows to good use. Spy 
a collection of Bulblins 
ona ledge below you 
and defeat them all from 
here. Bomb Arrows 
work best if you've got explosives to spare. 





The magnetic beam 
that's directly beneath 
you is your ticket to 
reaching the cavern’s 
next ledge. Face south 
and line up with the 
beam, then run and jump off the ledge. Quickly don 
your Iron Boots as you plummet downward. When 





you pass through the beam, you're drawn over to the 
south ledge! 


If you wasted the 
Bulblins from the top 
ledge, there won't be 
much for you to worry 
about here save a few 
Fire Keese. If you 
decided to conserve your arrows, you'll find that the 
Master Sword makes short work of Bulblins, anyway! 





Use the next magnetic 
beam to reach the east 
ledge below. Do this just 
as you did before: line 
up carefully with the 
beam, then run and jump 
toward it, equipping the Iron Boots in midair to avoid 
splashing into the molten substance below. 


ODS ASA) 











6% 









































breath with your shield, 
cle ie to its backside and 


ea @_ slice into its tail 
Soe | 
4 Crest #61: 


to quickly defeat 
4 RepRuree }, it. Afterward, open the nearby Overworld 
is pe (20). 
Oo Ow 
Don't bother leaping off of the 


chest for a shiny red Rupee (20). 
south portion of this ledge; there's 
nothing below you but a lake of 
scorching lava. You're attacked 
by a couple of Keese here as well, 
so there’ little point in venturing 
over here. 


Instead, return to the middle of 
the ledge and face east to locate 


This one leads to the final ledge, 
where the real treasure awaits! 
Make a running jump and slap on 
those Iron Boots as soon as you're airborne. 





Made it! That was quite a ride, 
but you're not out of danger just 
yet; another fearsome Dodongo 
protects the treasure chest down 
here. Hack away at its tail until 
the Dodongo is no more, then 
open the chest to claim Piece of Heart #25. 


Jas OD) o8, 
ean Piece of HEART 7 
Chrsr #62: You cor A Piece oF HEART! 


PIECE OF oe YOU COLLECTED FIVE PIECES AND. 
Heart #25. FORMED A NEW HEART CONTAINER: 
Piece OF Heart #25 or 45. _oW/, 


< When you're 
completely 
finished with 
your Overworld 
} antics and 

, hunting, follow 
| the clues the 
Postman gave 
you, and head to 
)) Telma’s bar to meet the three adventurers she told you about. 












yet another magnetic beam below. 





po Mesa; An Au 


But wait, there's more! Did you 
notice two unlit torches nearby? 
Use your Lantern to light them 


982 af both and reveal 
¢ lOverworto 
Cnesr #63: 


a chest that 
OraANG! 
.Ruree (100), 
ORs lara 


contains an 
orange Rupee (100). Not bad for a day's work! 
You've raided this place dry, so 
it’s time to move on. Head through 
the nearby tunnel to exit the Lava 
Cavern and return to Hyrule Field 
(Bridge of Eldin). You've got a 
bit of climbing to do from here. 
Clawshot along the line of medallions to return to the surface 
(or have Midna warp you to a new location). 








Cut to THE Goon Part: To 
SIGNIFICANTLY SHORTEN YOUR 
TRIP THROUGH THE LAVA CAVERN, 
WALK HALFWAY OUT ONTO THE 
FIRST METAL LEDGE (AT THE VERY 
TOP OF THE CAVERN), THEN FACE 
EAST AND LOOK STRAIGHT DOWN. 
FROM HERE, YOU CAN SPOT THE MAGNETIC BEAM FAR BELOW YOU, 
NEAR THE BOTTOM OF THE CAVERN. 
LINE YOURSELF UP WITH THE 
MAGNETIC BEAM, THEN RUN AND 
JUMP OFF LEDGE. EQUIP YOUR 
IRON Boots As YOU FALL; WHEN 
YOU PASS THROUGH THE BEAM, 
YOU'RE AUTOMATICALLY SUCKED 
OVER TO THE CAVERN'S 
LOWEST LEDGE! PoP OPEN TREASURE CHEsT #61 
AND #62, THEN EXIT THE CAVERN THROUGH THE 
NEARBY TUNNEL. (YOU MISS THE RED RUPEE 
FROM TREASURE CHEsT #60 IF YOU TAKE THIS 











\UDIENCE AT TELMA’S 
The Postman is here, sitting in a quiet corner, 
mumbling about ordering some meat! Leave him to 
it. Where do you think he'll pop up next? 


RY < Head over to Telma, 







she insists you speak to a 






man named Auru. If you 






climbed the massive tower 






in Lake Hylia, you saw 






him at the top! Run to the 














back room, here three adyentut 
Speak to each of them. 


Cee Aor Nous 4 
ess (NG GTO Nous a 


That map looks familiar! 
Cartographers have 
recreated a complete version 
for your adventuring 
pleasure and attached it to 
this book! 


< Who is this masked 
man? It’s Rusl, who says 
nothing if you speak to him 
once, but speak again. He 
takes off his helm and talks 
about Uli, the fact that the 
children are safe, and that 
he's joined the resistance as he wants to help the cause. 





> Talk to the brown- 
haired fellow opposite 
Rusl. This is Shad, and 
he’s formidable—at book 
reading! He isn’t the 
combative type, but he can 
give you a quick history 
lesson. Here goes: 


@ He's ENTRANCED BY THE SKY BEINGS KNOWN AS Oocca. 


@ Accorvinc 10 LEGEND, HYRULE WAS MADE BY THE HYLIANS, 
WHO, AS WE ALL KNOW, ARE THE CLOSEST RACE TO THE GODS. 

@ But LONG AGo, A FABLE MENTIONS A RACE EVEN CLOSER TO 
THE GODS, AND THAT THESE CREATURES MADE THE HYLIANS. 


= @ THEY CREATED THE PEOPLE OF HYLIA, AND A NEW 
I) CAPITAL, A FLOATING CITY IN THE HEAVENS! 






@_ They weit THERE, AND SOME STILL BELIEVE 
bo = THE RACE LIVES THERE STILL. 
o— 


IARBITER:S 





ADVENTURING 
Midna tells you the magic 
wielders who tried to rule the 
sacred realm were banished to 
the Twilight Realm, and she’s 
a descendant of that tribe! The 
realm was peaceful until Zant arrived and obtained a great power. 
There is only one link left between here and her home, accessed via the 
Mirror of Twilight. It must be found! 














Ther & Loews iB EwMnNes vO 
GaoaDs 


G IN GeRUDO DESERT 





@) 
i SSENCoU a |S) 
; girl named. Ashei, ; Xe fi 
who grew up in? > 
the mountains, ~~ 
g) and was trained 
se as a'warrior, She's 
light on social graces, but handy in‘a scrap or fracas! She's 
researching Snowpeak mountains currently. 


JOURNEY To GERUDO 
Mesa: CREATING A, 
CANNON 









































= 


> Leave Telma’s 
Bar, and journey to 
Lake Hylia. Once 
there, ascend the 
long tower in the 
southeast corner, 
and meet Auru. 
Agree “yes” that you're 
going to the desert, and 


Auru's Memo D 
You Got Auru's 


Memo! Auru wrote 
THis TO FYER OF LAKE 
Hyua. oI 


you receive a memo 
to take to Fyer, at his 
cannon hut. 





> Head down to 
the old coot at the 
cannon hut (dive 
from the tower if 
you dare!), and 
present him with 
Auru’s Memo. Fyer 
mumbles something about an Oasis flight, and asks if 
you really want to go. Answer “yes” unless you have more 
hunting to do here. 


THe GERUDO MESA Is A 
FEATURELESS LANDSCAPE, 
WITH LOOMING DUNES 
AND CRAGGY ROCKS, BUT 
THE BIGGEST CONCERN 
ISN'T THE BURROWING. 

cee MOLDORMS, 
‘ BUT THE FISSURES BETWEEN THE SAND. LEAP 
] IN HERE, AND YOU WON'T FIND THE BOTTOM! 







YOu'RE PLACED BACK ON THE SAND WITH 


\ = 22, 
D Cathie i AN ENERGY. HEART MISSING. 












; 















‘ gc ee fs 
The creatures that are constantly 
mal Weta a burrowing about your feet 
*n leaping out at you for a quick bite are nasty little 


foldorms. They shouldn't be a major concern, as you can 
iply ignore them. Fighting them with a sword is simply 

possible; they're too fast to keep track 
of Dispatch them by @ targeting, firing 
your Clawshot and pulling them out of 
the ground, and then slashing them 
with your sword. 




















< Begin a methodical search of the 
Gerudo desert, avoiding the leaping 
Moldorms and looking for this small 
rock island in the map’s southwestern 
» corner. Aim your 2 oy 
Clawshot at the tree, Benoa 
Cuest #64: 





zip up and drop down, Rep RUBEE 

then open the small d (20) } 
fo) S 

chest. eC xp 


Golden Bug: Male Dayfly 
Collection: 22 (of 24) i 


Your insect collection of Golden Bugs is 
almost full, but a quick journey almost 
directly east of your starting position allows 
you to watch a Male Dayfly fluttering about 
onthe sand. 3s9 a 
Search this Mate Dayrty y 
ri es 5 fl You cauGHT A MALE 
area, then pick him up. No equipment is Da veivunterrmetoye 
needed except a steady hand! THAT GOLDEN coLor! 


ry 
08 Ny 
($> 

























Ne 
PO 





PS From your starting 
vhs 
5) 
8& 


* 


location, look northward 
during the night time, and 
you'll spot a floating lamp. 
There's a Poe out here in 





this southwestern edge of the desert! Snag his soul as 


you reach him. 
R 
Por Sout 
You Gor THe Por Sout! Coutect F 


ONE FROM EACH POE YOU DEFEAT! 
Por Sout #30 oF 60. 5 
mks 
os 





ie 






























floating above 
three skulls, Smash 
them and then 
burrow down 

into a dig cavern. 
Immediately transform to Link. You need your 
sword available to cut down a quartet of nasty 
Skulltulas! Shield attack, and leap to skewer them. 






















Once every 
Skulltula is 
defeated, begin 
to methodically 
destroy all the 
hanging pots (with 
Tees S<Q your Clawshot) and pottery on 
Brewoiasp the ground. Then head over to 

ORANGE the chest that appeared, and 

-Ruree vin claim your beautiful Rupee 

es = 


“prize, 


(leet em teen, 












A Head north from the Golden Bug location, and 
look for a horseshoe~shaped area of rock lying flat 
on the sand, with a small rock jutting from it. Look 
closer, and you'll see a chest to pry open for arrows. 


29 os 
im ap 
QOverworto} 
Cuest #66: 
Arrows (10) & 
es a 


og 





23. 
ARRows 
You Got ARRows (10)! 


f 
Use ARROWS TO SHOOT 
: ! . 
A FAR-OFF FOES! 5 
Ss 6] 
=) BG 


<< Skirt the 


fissure, just 






east of your 
starting 
location, 

a) and notice a 
small piece 


529 On. 
“Prcwond \ of solid flat ground. Follow the 
“U Crest #67: fissure around to a small chest, 


Rev Ruree 2 le 
y (20) and claim your prize! 
Be aks 





‘eC 









Golden Bug: Female Dayfly 


Collection: 23 (of 24) 


Continue eastward until you 
locate this trench, and peer 
along the southern wall, 
where your penultimate 
Golden Bug is nestled. 
Transform into Link, and 
wait for the Moldorms to leap at you. Defeat them with 
your Clawshot, then aim at the bug, and bring it down 


to your feet. You may af 
uf Femate Dayrty | 
need to follow it slowly 
You CAUGHT A FEMALE 


because it likes to fly off ee BUG FANS LOVE 
and up for a little while. f° THATIGOLDEN COLORS | , 

















< Continue to progress 
to the southeastern 
corner of the desert. 
You can begin to explore 
® the other areas, but 

it’s better to reach this 





~ spot, as it will soon bea 
warp portal. Run to the strange flat rock with the stone bridge 
section sticking up from it! 


<< Step to the lowest 
part of the flat rock 
plateau, and gaze up 

at the gnarled tree. 

» Clawshot up to it, and 

)) then wait and listen for 
™ a fluttering noise. This 
is the sound of a Peahat, a floating creature that’s completely 
harmless. It’s used exclusively for ferrying yourself to and from 
difficult-to-reach places. Clawshot onto it, then drop down to 





the plateau. 


Warp PORTAL 


x 


&. 
— - 
oon as you drop onto the plateau, the warp portal 
s fall from the 


your sword, slay the first one, then coax the 


ethos two together and launch into a spin attack that 


topples them ul can now warp to and from here 








Once the warp ce 
exists, moye to the far en 
of the plateau, and climb 
the small ledges to the 
. upper plateau area. At the 
top, transform'to a wolf, and defeat the Poe waiting 
up here. 






3 og 
$ a) 
Por Sour a) 
You Gor THE Por Sout! Cottect 
ONE,FROM EACH POE YOU DEFEAT! 
S 
3 


Poe Sout #31 oF 60. 
< As the sun rises 













over the Gerudo 
Mesa, you can take 

in the spectacular 
view, and odd stone 

y) protuberance. Midna 
sks you what it is and 





where you should warp it to. This is the missing portion of the 
Bridge of Eldin, so choose that area of your map. 





Midna departs from you, and summons her giant orange arm 
to lift the gigantic piece of stonework, and you both warp to 
the Bridge of Eldin. Midna lowers the piece, and the bridge is 
repaired! You can now cross easily between the Hyrule Field (west) 
and the northern rocky paths. 


OSS mstass 0) 


1. SKULL SMASHING IN THE DESERT 


SREaU@ss 





The Gerudo Mesa is littered with skulls, like the ones you've 
smashed before. If you're after a Rupee or Heart, search 
these out; they’re usually near a rock or an alcove. If you see 


three in a group, chances are there's a dig spot here. 


Tass 
Leente the suames to Anhites Gzomnils 




























| ~ ground, and search the eastern side of the desert. Notice 
_ a bottomless fissure with a chest on the other side. Stand 


r he bridge was protruding, 
I ok closer, and you'll see these 

are steps leading down to the 
eaded Cave of Ordeals! Refer to 


the 


Drop down from the warp portal area, but stay on the higher 





precisely at this point, and wait for a Peahat to hover over you. 
Then Clawshot onto it. 


Ride the Peahat over the 
fissure, and then drop down to 
~ the sand below, Run to the chest 
on the solid rock bed, and open 


= 22 it. Return to 
ne the main desert 


(PuRpte Rui using the same Peahat-riding technique. 
fo iS 
eo fags 


C22), a ~<20.9) 
S Dis Cavey OO 


‘Run around the rock that’s 

_ semicircled bya low rock 
wall north of the warp portal 
point, and dig between the 
three skulls, You discover 
a dig cavern here. Change 
immediately to Link, and engage three Chus in battle! Fight 
a Red, Blue, and Purple Chu. Chu Jelly is this cavern’s prize; 
there's no chest. If you want Red or Blue Chu Jelly, don’t just 
run around madly. Instead, stop as you drop, keep to one 
side, and coax one Chu at a time toward you. Don't let them 
merge, or all your Chu Jelly will be purple! When you're 
ready to leave, smash pots, cut grass, and lift small rocks for 
Rupees and Hearts, then stand in the light. 














ADVANCING ON THE 
ARBITER’S: GROUNDS: 
BULBUN ENCAMPMENT 


<< It's time to head 
north, and investigate 

the last part of the 
Gerudo Desert-As you 
head north, a small 
encampment of Bulblins 
spot you, and two Bullbos 
rear up as their riders head in to intercept your path. 











d Say 

A These Bulblin Riders are a real menace, as they charge you on 
their horned steeds and toss you onto the sand. They also shoot 
at you with flaming arrows. Fight fire with fire! Immediately 
switch to Bomb Arrows and @ target each foe as they charge. 
Quickly let rip, and they crumple with a single strike! No Bomb 
Arrows? Then use quick dodging and your sword’s spin attack. 


: - 


A When one or both of the Bulblin Riders have been removed 
from their mounts, you can inspect the encampment. There's 

still a trio of lookouts on the tall towers, so either shoot them 
from extreme range (using the Hawkeye and arrows), or better 
yet, ignore their arrows and clamber aboard a Bullbo! Control 
him just as you would Epona. However, when you want a burst 

of speed, be sure you're ready for a slightly uncontrollable gallop! 
The good news is that this extra speed smashes any defenses in the 
encampment! Try charging through all six of the lookout towers. 





a 





< Your plan 

isn’t subtle, but 
it’s simple: Use 
your Bullbo and 
charge every single 
wooden structure 
in the desert! This 
includes wooden 
barricades, blockades, and of course, lookout towers. This way, 
you can access the chests that the towers were built on top of. 
Single Bulblin Riders appear from time to time during your 
rampage. Stop, and fire at them from Bullbo-back, or get off for 
a better aim. 





Oat. 2 
ry < Complete your 

- destruction with this 

“wooden barricade, between 

the two stone towers. 

ThiSimarks the entrance 

to the Arbiter’s Grounds, 

and it is your next area to 









investigate—after you ransack the chests outside, of course! 


ADVANCING ON THE 
ARBITER’S GROUNDS: 


SNS 


ENCAMPMENT SEARCH 


> Begin your search 

by smashing this small 
barricade on either side of 
arock, in the northern wall 
of the encampment area, 
west of the stone pillars. 
Secure the Rupee from the 
chest inside. 


20 os 
‘Prwoash 
Cnest #69: 
Rep Rupee 

(20) ) 
co 


<< Now do the same at 

the small barricade on 
either side of a rock on the 
northern wall to the east of 


thestone Q 
VERWORLD| 
Cuesr #70: 


pillars. 


There's Reo Ruree 
J, (20) a) 
OG 


< Now return 

to the completely 
devastated 
encampment, and 










pry openthree chests 
around the campfire. 
The left, middle, and 
right all give you 
different goods: 


Eo 2 Eu 
( Bretvoap (OVERWORL (Overworu 
Cuest #71: Cnest #72: Cnest #73: 


PURPLE Rupee}, Reo Rupee }, “A 
f 60) i 4 (20) : gee 
‘PO Ge PO B« 

























A Your final exploration of Gerudo Mesa begins now! 
As evening falls, search the remaining area for any 
outstanding Poes, chests, and Peahat access points. Start 
by smashing the barricade to the south, allowing you 
back up into the upper two-thirds of the desert. Check 
the following information for available Poes and chests, 
and when you're done, head north through the two stone 
pillars. 


. 





Now that the encampment is clear of Bulblins, take 
a Bullbo to the far western edge of the lower part 
of the desert (don’t enter the southern exit), and up 
a large, shallow sand ramp. At the top is a gnarled 
tree. Clawshot up here, then run along a thin strip 
of sand to a wayward Poe. Tackle him! 


f Por Sout 
You Gor THE Poe Sout! Coutecr 
ONE FROM EACH Por YOU DEFEAT! 

a } 
oO 3 


Por Sout #32 oF 60: 







‘The Imp Poe (#32) that 
you just defeated was 
guarding a dig cayern 
flanked by three skulls. 
Smash them, then 
burrow down into a 
cavern surrounded by Bomb Rocks! Watch out; there 
are two more Imp Poes down here! 




































sense view on. As the Imp 
Poes float your way, target 

one and jump to attack, or 

: perform the area-attack courtesy of Midna. If the Poes 
» disappear behind the rocks, wait for them to reappear, 
change to Link, and destroy’a few of the rocks, then 
~ transform back. ? : 


Secs 
3 j Por Sour b 
- 5 You Gor THE Poe Sout! Coutect 

z (2) ONE FROM EACH POE YOU DEFEAT! 


{ Poe Sout #33 oF 60. 5 
es a S 


CD) en 
> 3 ee 
v Por Sour 
You Gor tHe Por Sout! Co.tect 
ONE FROM EACH POE YOU DEFEAT! 
q ~~ Por Sour #34 oF 60. b 
3 oe OS ) 
; 5 BS 


<< As well as the pottery 
to pulverize and small 
rocks to lift, there is 

a chest to uncover, 









§) too! Destroy all the 
remaining Bomb Rocks, 
then bring out your 


] Tee <2 Lantern. Light the three unlit torches. They 
oer sae are hidden in the shadows, and the last one is 


ORANGE}, on the raised rock where the chest appears. 
i} Rupee (100), 
fo - 
ou 





BS DURING YOUR ROMP THROUGH THE DESERT, YOU 
MAY NOTICE A SMALL STRUCTURE WITH PLATFORMS, 
AND AN ODD OWL STATUE. IGNORE THIS FOR 

ra THE MOMENT BECAUSE YOU CAN'T CLAIM 
& THIS CHEST YET. 






ADVANCING ON THE 
ARBITER’S GROUNDS: 


IS 


OurER KEEP AND 


DUNGEON ENTRANCE 


< When you've 
exhausted your search 
for items in the Gerudo 
Desert, head north past 












» the two stone pillars, 
_ and up the four small 
ledge steps. Take a left. 
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Run around to a dead 
} end where crates, barrels, 
pots, and a small chest are 
found. There are Rupees in 


Sy) everything, a Ey 
except the fOverworu 
- Cnest #75: 


chest! The 


tion of what's ahead. n ee oh , 
as om 
° 


Now head right. Providing you 
summoned the White Wolf, 
he's waiting patiently for you, 
although you won't access 

his knowledge until you're in 
human form. Instead, run to the right, to a second dead 













end, and fight an Imp Poe. Watch for Leevers emerging and 
surrounding you! Stop, wait until they merge, then spin 
attack or use Midna’s area-attack. Now defeat the Poe. There 
are three dig spots to unearth here, too, for a Rupee and 
Hearts. Find more Rupees in the crates. 


0 2 
* zy: R 
¥ Por Sour Ey 
You Got tHe Por Sout! Couecr F° 
(5) ONE FROM EACH POE YOU DEFEAT! 
fi Por Sout #35 oF 60. 5 
{ nt ef 
+4 PO oe 
BO 
&  WipeeNSeckMownDeay % 
4 Your exploration of this area : 
shouldn't end with the Poe hunt. The 
White Wolf waits for you to come, 
sword in hand! He growls at you, and 
you draw your sword. He pounces! 


You awaken in the ghostly ether. The Hero's Shade forms, and 
asks you if you wish to learn your next skill. The answer is yes! 


ate 
oe 


First, your teacher ensures that 
you learned the previous Hidden 
Skill correctly, and he asks you 
to show him you've mastered the 
helm splitter. Simply @ target and 
move your Nunchuk forward for a shield attack, then tap ® to 
perform the helm splitter, when indicated. 





“Very well!” utters the warrior, “let 
the mortal draw be hewn into your 
mind!” This technique is used to 
counter creatures who have already 
learned to guard against shield attacks 
and back slices. Sheathe your sword so you're unguarded, then 

,, look at, but do not @-target the enemy. As they draw near, press 
S- ®and execute the mortal draw! Now you try it: 






























Mortal Draw: Wait for an 
enemy without your sword 
drawn, and without targeting 
it. Wait for a foe to near you, 


Co quickly press ®. 


2 
HippEN SKILL 
YOU LEARNED THE 


FIFTH HIDDEN SKILL, 

THE MORTAL DRAW! 

HIDDEN SkiLt #5 OF 7. ¢} c 
lo) 5) 


<< With your Hidden Skill 
learned, head up the middle 
passage, and you arrive at the 
keep outside the Arbiter's 

q Grounds. Up ahead, you can 




















) see the glow of a campfire. For 
» the moment though, skirt the 
initial sandy area. There are crates to smash for Hearts. 


> Step through the first 
defensive wall, but stay alert. 
You can see a tower behind the 
main gate, and it has Bulblin 
Archers atop them. Not for 
long! Bring out your Hero's 
Bow and tag the lookout. Then 
run to the next wall and smash more crates for Rupees. 


> Enter the gate and turn 
left. Inspect the area under the § 
tower, where there's multiple 


gB2 Os ) scenery 
Porwvonth items to 
Cuest #76: 
break. 
oo vo Check the 
fe To OG 





corner for a small chest containing arrows. 


< Turn right, and stand near 


rs 





the arched entrance. Ahead 
by the torch, yowcan see a 
Bulblin guard. Either run in 
and attack, or bring out your 
bow. A Bomb Arrow provides 
an impressive takedown! Now 


run forward, trudge up the thick sand, and turn left. Try your new 
Hidden Skill out on this Bulblin! 












black: 3) 
Teenie tne satmmeatto Adbitrats Grom 


> As you step forwar 
intotheencampment, 4 
you hear a Bulblin yell. i 
Another lookout has - 
spotted you, so bring 
out the Hero's Bow. 
again, and hide behind the wall. Press 2) so youcan move 
and fire while manually aiming, and then sidestep out, fire, 
and duck back before his arrows strike you. Then clear the 
area. A barrel in the corner contains arrows, and crates in 
the opposite corner contain Rupees. 


<_ Head past both 
the small tents, into 
the back walled area 
of the keep. Multiple 
) Bulblins now attack 





OTe Nests 
Suu \) 
ENCOUNTERED 









you, so ignore your 
new Hidden Skill technique and begin to spin attack 
as if your life depended on it—because it does! After 
around six Bulblins fall, check this back area for crates. 
Some in the corner have Rupees inside. 


Run down the sandy ramp to the middle of this 
exterior area, looking for lit torches, and a Bulblin 
standing guard at a large but rickety gate. He's guarding 
a lock. Bring out your sword and attack. Another 
lookout spots you and sounds the alarm. 


<< You can step back, 
and aim at the lookout 
on the opposite side 

} of this area with your 
arrows, or just retreat 





® to the sandy ramp and 
defeat another six or so Bulblins in combat. Prioritize the 
one or two archers on the ground. As the battle rages on, 
more Bulblins appear, but keep your shield up and tackle 
them one at a time. Finally, return to the locked gate, 
remove any more Bulblins from the ground, then shoot 
the lookout archer. 


< Move to the 
western side of this 
keep, and ransack the 
crates and barrels to 
the south for Hearts 
and Rupees. Then turn 





north, and run to a Bulblin who's happily roasting a 
Bullbo on a spit. Wipe the smile off his face with some 
dazzling swordplay! He's joined by another four Bulblins 





with an archer, so tackle them all with your weapon of 


choice. Afterward, cy 
SMALL Key 1 
You Got A SMALL Key! 


locate the Small Key 
THis OPENS A LOCKED, 


that the first Bulblin 
DOOR, BUT ONLY IN THIS. 5 
“AREA. hy 
om 





was carrying. 



















nspect this area for 
{erates and other scenery 
~ you can destroy for Rupees 
and Hearts. Check the 
‘southeastern corner fora chest 
there. More interesting is the 
roas ing Bullbo, which looks succulent enough to eat! Target and 
whack the carcass with your sword, and a Piece of Heart spins out! 












<_ You've now defeated 
most of the Bulblins 
and ransacked the 
entire area except for 

§) the central tent beyond 
the rickety gate. Head 
there now, using the 
Small Key you found on the Bullbo-roasting Bulblin, and 
enter this tent. As you spot a Bullbo in the corner, a pair of 



























Bo on 2. 


PURPLE ie 
(50) I 


Piece or HEART 1 
You Gor « Piece or Heart! F 
COLLECT FIVE PIECES TO FORM 


ANEW HEART CONTAINER. 
Piece or Heart #26 oF 45. 


ted eyes appear out of the darkness. King Bulblin is back 
again, and this time he’s carrying a giant axe! 


Ee |e 






& 


Ring Bulli 


Step 1: The King of the Bulblins carries an axe that’s three 
times the size you are, so avoiding that is a high priority. To 
begin with, try some test sword slashing, and you'll discover 
King Bulblin use the axe to guard, too, All frontal attacks are 
useless. 





Threat Meter 


Step 2: The only way you'll 
mes | | 


take down King Bulblin this 
time is to @)-target him, and 
| roll around behind him to his 
exposed back. Make a 180- 
degree roll around, and then 
begin to slash, or better yet 
(as shown), execute the back 
slice Hidden Skill. Do this 
continuously. You could roll then spin attack if you haven't mastered the back slice yet. 





The massive King Bulblin is 
incredibly strong, but you're 
incredibly nimble! Get behind him 
and hack! 

After three or four good back strikes, King Bulblin 
drops his axe, and dejectedly shuffles away from you. 
You win this time! He closes a gate behind him, and you 
suddenly realize it’s a trap! The tent has caught fire! 
Quickly race to the waiting Bullbo, steer him toward the 
rickety gate, and ram your way out of here! 









> You can 
enter the 
Poe Saull $86 Weeds 
The Bullbo takes you to the steps of Arbiter's Grounds 


Grounds, but don't venture forth just yet. Turn 
around, and backtrack through the walled corridor 
you just smashed through, back to King Bulblin’s 
tent. There’ a cunningly hidden Poe here. 


now, as the 
area is almost 
completely 





free of foes. Move to the base of the ornate steps and 


run up them. The large and imposing entrance to 
Por Sout 


COLLECT ONE FROM EACH 
Poe you pereat! Por 
Sout #36 oF 60. 


Dungeon 4: Arbiter’s Grounds is just ahead! 









investigation. Move to 
the opposite courtyard ~ 
from the Poe (you can 
smash the skulls for? 


a Feast Hearts), and check the 
prepepend tren op cto your two unlit torches. Bring 


right. In the fenced stone out your Lantern, and light them both. A chest qe 2 
iS 


” Pr Poesour ~~ eed - emer forms between them, Ransack this, then it’s ‘HEsT #78: 
You cor THe Por Sout! pieces) finally time for the Arbiter’s Grounds! PURPLE me 


The area is almost 
completely free of foes, but 
not Poes! Climb up the 

















Coutect ONE FRoMEacH , before youenterthe f (50) 


Poe you peFEAT! POE dungeon. 





Now that you've spent some time exploring, you might wish to know where the best spots to catch fish are throughout the 
Kingdom. Well, you've come to the right chart! 






















































































GREENGILLS 

LOCATION Irem(s) REquirep _ First CHANCE To GET Notes 

Ordona Proyince; Ordon Village Fishing Rod Before Dungeon 1: Forest Temple In deep water 

Lanayru Province; Fishing Hole Fishing Rod After Dungeon 2: Goron Mines (After saving Lanayru) _Alll over the place 

Lanayru Province; Lake Hylia _ Fishing Rod After Dungeon 2: Goron Mines (After saving Lanayru) Outside Lanayru Spring 
Lanayru Province; Lake Hylia Fishing Rod After Dungeon 2: Goron Mines (After saving Lanayru) _ In main pool 

(Lanayru Shrine) 

Lanayru Province; Fishing Rod After Dungeon 2: Goron Mines (After saving Lanayru) —_In deep water (rough current) 
Upper Zora’s River 

Eldin Province; Kakariko Fishing Rod ‘After Dungeon 2: Goron Mines (After escorting Prince West pool 

Village (Graveyard) Ralis to Kakariko Village) 

Hyian LOAcnes 

LocATION Item(s) REquireD _ First CHANCE to Get Notes 

Lanayru Province; Fishing Hole Fishing Rod After Dungeon 2: Goron Mines (After saving Lanayru) _ North-most alcove, in lilypads 
Lanayru Province; Lake Hylia__ Fishing Rod After Dungeon 2: Goron Mines (After saving Lanayru) In main pool 

(Lanayru Shrine) 

Eldin Province; Kakariko Fishing Rod ‘After Dungeon 2: Goron Mines (After escorting West pool 

Village (Graveyard) Prince Ralis to Kakariko Village) 

HY.iaN PIKE 

LocaTION Irem(s) RequireD _ First CHANcE To Ger Notes 

Lanayru Province; Fishing Hole “Fishing Rod After Dungeon 2: Goron Mines (After saving Lanayru) _ Near arch-shaped rock formation 
Lanayru Province; Hyrule Fishing Rod After Dungeon 2: Goron Mines (After saving Lanayru) Southeast corner of central pool 
Field (North) 

Lanayru Province; Lake Hylia ‘Fishing Rod After Dungeon 2: Goron Mines (After saving Lanayru) — Outside Lanayru Spring 
Lanayru Province; Fishing Rod After Dungeon 2: Goron Mines (After saving Lanayru) _In deep water (rough current) 
Upper Zora’s River 

Hyrute Bass 

LocaTION Irem(s) Requirep _ First CHANCE To Ger Notes 

Lanayru Province; Fishing Hole Fishing Rod ‘After Dungeon 2: Goron Mines (After saving Lanayru) —_ North of west wooden bridge 
Orpona CatrFisH 

LOCATION Trem(s) Requirep _ First CHANCE To GET Notes 

Ordona Province; Ordon Village Fishing Rod Before Dungeon 1: Forest Temple Indeep water 





Lanayru Province; Fishing Hole Fishing Rod After Dungeon 2: Goron Mines (After saving Lanayru) _ Near west wooden bridge 
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Room LeGeNd Numer OF 
Entrance and Treasure Crests: 19 
Sand Traps ‘T Small Key (1st) 
Entry Crossroads. DZ die 
Stalkin Ambush Room 
Grand Ceremonial 
Hallway 
Circular Rotation ‘Compas 
Chamber Fenire 


of Heart #27 (of 45) 
3”. Dungeon Map j 


il 





Lantern Chamber Small Key (4th) 
Chandelier Chamber 

and Statue Room Red Rupes (20) 
‘The Ruined Corridor Red Rupee (20) 
Lair of the Ghoul Rat Bombs (5) 
Chandelier Chamber I 
Star Chamber of 

the Stalfos 
Shrine to the 

Shake Dei Bombs (10) 
Chamber of the Red Rupee (20) 

Rouen of Heart #28 (of 4 

inner Cog Room 
Circular Pit 
Spike and Sand Trap 
Poison Mite Alley BigKey 
Trems 


Wn MidAd NINN 


Spinner 


Yellow Rupee (10) 
Yellow Rupee (10) 


Chamber of Traps 
The Domain of Fairy ina Bottle 
Death Sword Poe Scent 

Spine! 

Big Ki g 

‘The Great Spiral Shaft 
Boss Battle! Twilit Py Sie 

tallord Death Sword 


Ooecoo 


Lantern Oil Bowl 

















Defeat Death Sword; Obtain Spinner i ig Key nd the Great Spiral Shaft 





[BLU ete) Bai vast) 





Pieces: 
1 (26 Total) 









Hero’ Clothes Zora Armor Magic Armor 






Oe 


BigWallet Big Quiver Golden Bugs: Hidden 
23(of 24). Skills: 5(of7) 


OG GG 
IliasScent Poe Souls Fish Letters 8 
37 (0f 60) Journal (of 16) 











Poe'sScent Piece of Heart 
#27 (0f45) Map 


990000 











Staltroop 





Small Key  SmallKey Poe Soul #41 Small Key 
(4th) (Sth) (0f60) (6th) 















Ooceoo Spinner Fairy in Heart |e - - : 
Y #28 (of 45) aBottle  Container#4_ < J ~ 
Mid Boss: Big Boss: Twilit 


Death Sword Fossil Stallord 


















Clawshot _Hero'sBow _Iron boots Gale 


Boomerang 


Lantern Slingshot Fishing Rod 








Hawkeye 





















2 Bombs Bombs Bombs Bottle #1 Bottle #2 Bottle #3 Bottle #4 
te (Bag #1) (Bag #2) (Bag #3) 












added to your Jovani soul collection, but they also light the way to the second part of these catacombs. Then you must [7 
negotiate some fearsome new enemies, inelixding the horrific Redead and Stalfos. Only after you defeat them, and a giant 
ethereal spirit carrying the biggest sword you've ever seen, can you obtain your next major item: the Spinner. Once you've 
figured out how to travel on this device, you'll use it to gain access to the final chamber: a gigantic pit, where the remains 
of a Stallord lies. Let’s hope Zant doesn't arrive and hinder your progress... 





CHAMBER’ 1; ENTRANCE 
AND TRAPS) 


BEFORE YOU ENTER THESE DECREPIT CATACOMBS, YOU MIGHT WISH 
TO BRING ALONG THE FOLLOWING: 


@ A Borne rite with A Biue Potion 


@ Your HERO's Bow POSITIONED ON P SO YOU CAN CLICK IT ON 
AND OFF QUICKLY 


@ A Lantern AND GALE BOOMERANG WITHIN EASY ACCESS 
@ Tre Ciawsnor set AS YOUR MAIN & ITEM 


@ Tre Hyun Siievp BOUGHT FROM KAKARIKO 
. VILLAGE 








@ THe Macic ARMOR FOR RARE OCCASIONS YOU 
MAY NEED IT (BUY IT IN CASTLE Town) 


> Enter the massive 
squared-off entrance 
and head north 
down some steps. 
You appear in an 
ornate chamber. The 
ground has already 
given way, and two 
Moldorms are burrowing through the sand. 


> Your best plan 

is to ignore these 
critters, but if you 
must defeat them, 
launch a @ targeted 
Clawshot to hook 
them and then slash 
away. Don't try this 
on the edge of a sand trap (as shown) or your slashes cause you to 
fall into the trap! 





determined to locate the Mirror of Twilight that’s supposedly hidden inside. You should be more concern with 
the sinking sands that suck you down. This dungeon is the home to four Poes. These priest-like ghoulish foes get 








black i) 
=- ty 


we 


Samm acat 
JENCOU SEEREE 


THE WHIRLING SAND IN THE 
MIDDLE OF THIS CHAMBER IS 
DEADLY! WADE IN HERE, AND. 
YOU'RE SUCKED IN TO YOUR 
DOOM. THEN YOU MUST 
RETRY THE ROOM WITH ONE 
ENERGY LESS. 

YOUR MOVEMENT IS ALSO IMPEDED WHENEVER YOU 

__ STEP ON SAND, AND YOU'LL SLOWLY BE SUCKED 

. DOWN INTO THE SAND. KEEP MOVING, AND 
use LINK’s FORM BECAUSE HE ISN’T AS LOW. 
TO THE GROUND AS THE WOLF 1S. HEAD TO 
FLAGSTONE AREAS AS SOON AS 


— =) You can! 











> When you've 
finished looking over 
this entrance chamber 
scan the walls. Over 
on the right side is a 
Clawshot medallion. 





Use it and drop down. 


You land on a jutting stone platform that's positioned above 
the sinking floor. If you fall off this platform, you can’t make it 
back to the stone floor safely, so make every step count! Begin 
by smashing a few skulls; there’ a Heart in it for you. 
<< Now turn and face 
the rooms interior, 
and position the 





camera so you're 
facing the next floating 
platform directly and 
leap. Don't rush, or 
you might land right 
in the sand trap! From 
here, there are two 
other platforms. You 
* can turn right, leap 
} across, and ignore the 
me platform in front of 
you, or take the long way around and jump to the outer platform. 
Smash the skull on the outer platform if you wish, then leap over 
to the section of firmer ground with the skulls on it. 









CAN T LF AT ANY POINT DURING THIS 
)UNGEON. ‘EXPLORATION. (OU WALK THROUGH THE SAND FASTER, 
BUT UNFORTUNATELY YOU SINK FASTER TOO! 






< From your stone floor with skulls, 
smash a few (for a Heart), then look 
across to the north. There's a gate ahead, 
so wade across the sand to it, and up 

2 onto the safer ground. But the gate is 





> Turn and check out the chamber’s 
northwestern corner. There's a chain to 
pull to open this gate, so wade past the 
skull stakes to another stone floor. Smash 
pots and skulls for Rupees and Hearts. 

| Then watch as the earth stirs! 










a a 
“Something's stirring in the sand. It’s a group of four 
Stalkins—animated bones still guarding the chamber's 
entrance, They are easily dispatched with any attack you 
like, although if you have dozens of them congregating 
around you, the spin attack is by far the most impressive and entertaining 
[X. _ way to defeat them. 


CES Missive Lngs DGD) 


1. SKULL SMASHING, AND POTTERY PULVERIZING 
Skulls and pots are scattered about the floor, Skulls usually give you green 
Rupees (1) and Hearts. The pots here reveal a blue Rupee (5). 

























< Look at the chain tethered to the 
north wall. This opens the gate. Aim at 
it with your Clawshot, pull it in, then 
grab it and heave southward. The gate 
creaks open! 


on q 
HAMBER 2; ENTRY CROSSROADS: 
<< Pass through the open gate, climb 
up some steps, and stop at a crossroads 
junction. The door ahead is firmly 

j, locked. There's a small chamber to your 
& right with a chest at the end. 
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~ ‘Treasure Chest: Bring out your sword, and quickly 
destroy the wooden planks blocking the doorway, 

step into the chamber. Run along the right side onto 

a stone platform, then quickly cross the sand. Head 


“up to the chest, clearing the skulls (and grabbing a 


Heart), and open it. 


gB2 3 
P TREASURE 
Chest #1: FP 


co 
Ratsom WGtte 
Threat Meter As you 


PN 
the sand you're attacked by a 


ca 


SMALL Key 


o 
You Got A SMALL Key! ; 
THIS OPENS A LOCKED. 
DOOR, BUT ONLY IN THIS 
iS AREA, 
& 3) 


RY 


eV, 
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swarm of disgusting Poison 
Mites. There are dozens of 
them! They 
don’t harm 
you, but they 
slow you 
down, and if 
you're wading 
through sand, 
this can spell 
doom! Don't 
stop and fight 
or you'll sink! Struggle to solid ground then bring 
out your sword and execute a spin attack. 





Or, you can shine a Lantern and 
the Mites retreat in fear, leaving 
you alone. 





A Run across from the chest chamber and check out 


the small alcove. Smash a couple of pots for Rupees, 
and inside you'll find a ceremonial bowl of lantern 
oil. You can return here at any time to refill your 
Lantern, and any empty Bottles. Only a Lantern’s 


owg oe 


On 


g 
e 
; 
YOu GOT O1L IN YOUR 
g LANTERN! a 
8 A 
3 
=13) x: 


worth of oil is 
needed however. 
Now move to the 


door and unlock it 










< The Lantern is 
necessary in this 
chamber, as portions 
of the floor are 

& covered in sand to 

) suck you down. Bring 
> out the Lantern, and 
as you progress, you'll see disturbances in the sand. A whole 


squad of Stalkins rises up! 





A This calls for a spectacular retaliation! Run around the 
stone floor areas of this room, coaxing Stalkins from the 
sand in the four different areas, and when all of them are 
almost upon you, execute a vicious spin attack. The entire 
room is filled with explosions and flying bones as you 
disintegrate them all! 





A When the Stalkins explode, gather the Rupees and 
Hearts they expel, and look for skulls to smash for Hearts. 
Then follow the narrow stone floor paths and light torches 
on either side of the north door. Then enter the grand 


chamber to the north. 







BEFORE YOU HEAD NORTH, YOU MAY WISH TO 
REFUEL YOUR LANTERN ONCE MORE. 





















CHAMBER 4; GR 


Z Bie Gexenies ie 
CEREMONIAL HALLWAY, — . 


ENCOUNTERED & 

















<Youentera grand —~ 
hallway with doors tothe 
left, right, and straight 
ahead. Flanked by statues, | 
four large torches with 
the Hylian crest carved 
beneath them stand on 
either side of the exit door. 
Four lamps appear, the 
door closes, and the lamps 
circle you menacingly! 


Threat Meter 

me | | 
Poes inhabit the same ghostly plane as Imp 
Poes, but these cowled figures are far more 
imposing! Defeat them using your wolf's 
biting attack, @ targeting, 
and then leaping on the 
Poe and biting it until the 
specter throws you off. 
Remember, you can only 
strike a Poe when they are 
glowing. Do this twice, and 
the Poe completely deflates, 








Four fearsome fiends can be seen 


A and attacked only with your 
and you can claim another é i 


; keen senses. Grab these gruesome 
soul for Jovani. 2 


ghouls, and add their souls to your 
collection! 








Your next Poe is in this 
chamber, and he attacks you 
immediately! Retaliate and 
take his soul quickly, after 





some biting tactics instead of 
the regular leaping attacks or area-effect takedowns. e $ 


250 gis 


OF a 
& Por Sout y 
M You Got THe Poe Sout! Cotlect 


@ ONE FROM EACH POE YOU DEFEAT! 
a a Por Sout #38 oF 60. s 
se ak? 
0 orn 

















Once you ve vanquished 
the first Roe the light of its 
lamp drifts-and'settles on 

one of the four ceremonial 






















torches. However, if you 
sniff the area where the Poe departed, you'll discover a 


new scent; 


YOU LEARNED THE Poe's SCENT! 


o 





Poe's Scent 











< Treasure 
Chest: Before yor 
sniff the air for 
more Poe trails, 


this area. Step to 
the western side, 
next to the main 








to Clawshot there. 
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Crest #2: F* 
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Piece oF HEART 

You Gor-A Piece oF Heart! 

COLLECT THREE MORE FOR ANOTH 

FULL HEART CONTAINER. PIECE. 
Heart #27 oF 45. 
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Ek AES, 
<_ Head down into 

the basement level of 
the Circular Rotation 


Chamber. In sense 






, View, you can see that 
he Poe's Scent trail 
© disappears up into a 
square hole in the ceiling. First, savage a Bubble. Then 
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GSS Mametass SO 


1. PoTTERY PULVERIZING 

This chamber has three pots in the southern corners, with 
Rupees, Hearts, and arrows inside. There are also some 
skulls here; the ones in the western and northwestern parts 
hold a Heart. 


thoroughly inspect 


stairs, and peer into the gloom. There’ a chest ahead, it’s easiest 


CiRCUIAR ROTATION CHAMBER: 


smash all pots and skulls for a few arrows and Rupees. 












Prvck Z 


> Now that you're 
by the treasure chest, 
check the room out. 
Look at the sand 
falling fromthe upper 
level, and the large 
chandelier above you. 
Don't try wading back 
through the sand; aim at the medallion on the outer wall, and propel 
to this point instead. 





ro, 










> Treasure Chest: Moye 

over to the opposite side of the 
staircase and draw your sword. 
Two Bubbles are flapping 
around so swipe them or bring 
them in with your Clawshot. 
Then walk north, onto the 





stone floor that sinks into the sand. Keep moving forward and you 
reach another chest. This contains the useful Dungeon Map. As 
before, use the Clawshot on an exterior wall medallion to avoid the 
sinking sand. 


ca o2 g a b 
* Treasure |) ¥ DunGEon Map 
Cuesr #3: 7 
DUNGEON f~ GoT tHE DUNGEON 
Map 
= PO 


> Now follow the Poe's Scent 
trail around the chamber. It 


Og 


Map! 


RS 
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yu 


disappears into a small sandy 
opening in the stone floor. 

Dig at this point to uncover 

a buried handle with a chain 
attached. Pull the handle back, 
and a staircase appears in the floor! Although you can choose to open 
either the east or west door, the scent path is visible at this lower 
level. Descend. 
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AE) - 1F) 
R (BF to 1F) 
MAKE SURE YOU KNOW 
WHICH FLOOR YOU'RE 
ON, AS THIS CHAMBER 
} LOOKS THE SAME 
~ ON MULTIPLE 
























< Check the room thoroughly and — > 
you'll find a large'stone lever on the 
central pillar. Shove this clockwise; 













and the entire room shifts, exposing a 
small antechamber in the north, Uh-oh! 
) What's that?! 


Redlead| 

‘Threat Meter The Redead, a mummified 

a foe brought back to life, is a 
terrifying entity to behold. He attacks with a paralyzing 
scream, which stops you in your tracks. Then he cuts you 
down with a nasty sword pound. Step back, @ target, and 
then fire two Bomb Arrows into the monster. If you don’t 
have any of Bomb Arrows, leap onto the corpse in wolf form, and bite it 
until it yields. 








<< Treasure Chest: The Redead was 
guarding a tiny chest. Inside is a Small 
Key, which you need to continue. Now 
look up through the gap in the ceiling. 
This has revolved too, and there's a 
Clawshot medallion up here. That way, 
you don’t have to shift the entire room 
to leave. Propel yourself up into the first 
floor of this chamber, slice some Rats, 












§ and switch your sense view on. 


CHAMBER 6; First RETURN TO 
Circular ROTATION CHAMBER 

(1F to BF), to Firsy RETURN TO 
GRAND CEREMONIAL HALLWAY 

<_ You must return to the Grand Ceremonial 

Hallway so the light can float into the 

® ceremonial torch. Head south, back to the 





rotation chamber, and drop down to the 
» basement level. Rotate the pillar and head up 
§) the stairs. Two torches of the four are now lit! 
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ONLY IN THIS AREAL CY, 
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CHAMBER: 6; © 
LANTERN CHAMBE 














From this chamber, head north, and 
open an unlocked door while in wolf 
form. This leads toa Lantern Chamber 
with a few Bubbles to fight and some 
debris to smash for Hearts. Your 
larger concern, as the scent has led you 
straight here, is a Poe that’s hiding. 
Look for the lamp in the east wall that's 
not attached and is bobbing slightly. 
Turn on your sense view, and bite! 

Por Sour 
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You Got THE Por Sout! Cottect 
ONE FROM EACH POE YOU DEFEAT! 

q Por Sout #39 oF 60. [ 
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‘i 
>) 
CiRCUIAR F gia 
v : At 
CHAMBER (1F) 

3 fh < Look around 
the hallway, and 
you'll see scent 
from the last two 
torches. Follow the 
trail that leads westward, back to the Circular 
Rotation Chamber. Dash around the pillar 


and then use the Small Key you found to open 
the locked door. 
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& 4WANID IER ask : So Qutteastire Chast: Batlle toma 

We S: one a 5, ; the top of the stairs, into a 
AND) STATUE f ‘ small chamber with a statue 
IE 10 2F) 


ona pedestal. Check the tiny 
4 
®) southern alcove for a treasure 
4) chest. Open it to discover the 
ee, 
Compass. 
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gq < Enter the large 
chamber and switch on 
your sense view. The 


wae oe e 
)) Poe's Scent trails off to Pree is Compass 3 
} the south, through the VU Cuesr #5: You cot THe Compass! 


This HANDY TOOL SHOWs YOU 
i) entrance. Step forward Compass WHERE TO FIND OBJECTS HIDDEN 
D 4 
and make a sweep of Z - IN THIS DUNGEON. ol, 
er : oe © rr) 
the area, smashing pots and skulls. Then use your Clawshot 


to extract the Moldorm from the sand so he won't bother you » Head north, backto the 
during the objective to come. statue and pedestal, and 
isan north, t the rotate it 90 degrees. The 
Sader fetall stone whole room moves, and a 
tile pieces, and proceed 
westward toward the low 
stone platform ahead. 

As you reach a gap in the 
sand, four spikes spring 










passageway to the east and 
west is now revealed! The 
Poe's Scent drifts off to the 
east but don't follow it yet. Check the small dead end—or should that 
be Redead end? One of these feared foes shambles to life, attack with 
biting grapples as the wolf. 





up. Stop and turn, and maneuver around these spikes as they 


lead'you in an erratic course to the edge of the platform. < Treasure Chest: Inspect 


> Once on the the room thoroughly. Redeads 
platform, head to the usually drop a red Rupee (20), 
cube-shaped cellblock so steal that, then the arrows, 


blocking your path. Pull » Rupees, and Hearts from nearby 





it back, then slot it into ) pots. Finally, pry open the chest 
the gap between the for another Small Key! 
upper stone platforms to ’ eae 2 oy i g - a 
f hy a 
! the’side. This reveals a Clawshot medallion, which you can use ae vali eis ci Key! Tus F 


if you decide to return here. OPENS A LOCKED DOOR, BUT 
= SMALL Key ONLY IN THIS AREA. q 
> Now head up the ff i } t eb. 
\ as : eg 


steps, and your path 

Bt tant: CHAMBER 8: THE RUINED 
c elier. Turn right ae g 5) a) 

and climb up onto the ~ CORRIDOR (2F)) 





upper stone platform. 
Ignore the nasty-looking 
spike log and locate the chain handle. Wrench the chain back 
until the chandelier has risen off the ground. You need to stand 
on the cube you just pushed to fully extend the chain. 
> Make sure the chain Bick 

is fully extended before 
you let go, or you won't 
have time to exit this 
chamber! As soon as you 





E Ga < Head back to the pedestal 

f @ statue, and go around to the 
locked door in the opposite wall. 
h Use the key and step through 
into a corridor with ruined 






floors. The scent wafts through 
here. Follow the corridor 
around, using your sword to 
defeat the Stalkins wobbling 
toward you. Turn the corner to 
drop the chain, sprint . face north, and you see a Redead 
}) up the steps and then behind these Stalkins, so keep 
§ run south and reach the stairs. Or better yet, stop in the middle ™ your distance, retreating a little 
of the walkway, in the lit circle, and let the chandelier drop until all the Stalkins have come to you. Then aim and fire two Bomb 
around you. Then climb over it, and drop off. Battle up Arrows at the Redead, or attack in wolf form. Continue around the 
the stairs to the second floor. next corner, and repeat the plan on a second Redead! 








Arbiter’s Grounds 


Pos SonllkAo - 

i This reveals the thitd Poe's ing spot, Bh 
ie doesn't even appear on the’ map! Bare your — 
fangs and attack! Once you defeat the Poe, 
he deflates, and the torch light returns to the” 
Grand Ceremonial Hallway. Check this secret 


ei room for a pot with a Heart init: 


0 
] Por Sout i 
YoU Gor THE Por Sour! Cottecr ae 



















A When the tattered foes have fallen, 





























smash pottery for items, and then stop for a 
2 ; ONE FROM-EACH POE YOU DEFEAT! | © 
moment. Keep your sense view on, and you'll Poe Sout #40 oF 60..- \ 
see the Poe's Scent disappears into the floor. qd. Os ne } 
Dig to discover a handle, Pull that chain, and a5 oa 


the entire adjacent wall slides back! 







< Treasure Chest: 
After that fraught » After the Ghoul 
fight, you need a Rats exit via the 
breather, so head door in the opposite § 
northward totheend —_ wall. The Small Key 
5). of the corridor, and. you just acquired 













“= open the door. This lets you through. 
leads to a circular room with a stepped area. Everything is You return to the 
eerily (and suspiciously) quiet! Smash a few skulls and pots Grand Ceremonial 
then look south. There's a chest in the southern alcove. Hallway, only this time you're looking out on the second floor. 


The third torch is lit! Now leap across to the chandelier, as the 


>> wi 
Frew f SMALL Key 7 Poe's Scent shows that the Poe passed through the door opposite. 
Cuest #7: Wau GOT SMALL Key! THis Leap again, and leave via this eastern door. 
A SMALL Key OPENS A LOCKED DOOR, BUT 
Net 2 lo ONLY IN THIS AREA. 4 C LE < ; 1) 
bb a CHAMBER 1 


Ghoul Rat 


Threat Meter Step back into 

os the center of the 
chamber, and you realize you're covered with 
gruesome Ghoul Rats. They don't actually 
harm you. They just slow you down, leaving 
you open to other creatures! Transform to 
the wolf, turn Senses on, and spin attack to shake them all off. 
Then pounce or bite to finish the stragglers. 








> You appear 
ona balcony 
overlooking 
another large 
chandelier and 
sand. The scent 
is wafting south, 
through an 
opening on the far side. To get to it, turn and head down the 
steps, and then leap to another gated cube with a stone top. Drop 









down and push it eastward until it slots into place. 
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: scrabble up and onto 


the cube and yank 
achain, but don’t 
} attempt this yet. 
- Moving the cube 
allowed you to enter a small passageway with a chest just 
ei The passageway leads back to a couple of Bubbles, 
and some scenery to smash, and then to 
the Grand Ceremonial Hallway. You could 
have opened this ‘chest earlier, but this is 
the most optimal path, so open it now. 
































< Now return to 
pulling the chain 
out from the wall to 
lift the chandelier. 


maneuver, you're 
attacked by some leaping Moldorms from the sand below! 

Drop down to the small stone floor on the other side of the 
“cube, and Clawshot all the Moldorms. Once all the enemies 
are defeated, try the chain once more! 


> Treasure Chest: 
The chandelier slowly 
ascends from the 
stone platform, and 
once you've pulled 

as far as you can, 
release the chain and 
run south to the edge 
of the room, where 
you can break opena 
chest for more Rupee 
prizes! To return to 
the chain (because 
you're stuck—the 
chandelier has blocked your path), aimat 
the Clawshot medallion on the western 





















wall, drop down, head up the passage, and 
climb back onto the cube. 


HAVE YOU FILLED EVEN THE BIG WALLET WITH 
YOUR RUPEE HUNTING? THEN PUT YOUR MAGIC 
), ARMOR ON, LESSEN THE BURDEN ON YOUR 
WALLET, THEN OPEN THE CHEST AGAIN, IF 
YOU MUST OPEN AND SUCCESSFULLY STORE 
EVERY ITEM IN THIS DUNGEON! 
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TREASURE 
Cuest #8: 
Reb Rupee 
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» However, when you're 
halfway through this 
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Freaser 
Cuest #9: 
Rep Rupee }, 
,~ (20) - J 
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Sieg, eS 
, £ fe aes 
> When the chandelier is fully 
extended, run and stand in the 
middle of it (the lower stone 
square indicates where this 

is), and let the chandelier drop 
around you. Then climb on it, 
face east, and move to the edge. 
Leap across the gap, and exit via the unlocked door where the Poe's 
Scent is drifting through. 









_ IF YOU LOOK CAREFULLY, YOU SEE AN ADDITIONAL CLAWSHOT 
M MEDALLION ON THE NORTH WALL. THIS IS FOR ADVENTURERS 






CHAMBER 111; STA 


CHAMBE 
OF THE STALEOS ( 
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¥ 
Threat Meter Hack the wooden planks 
ae | aside, and step into a 


star-shaped chamber with many alcoves. As you 
investigate this chamber, what appears to be a 
fallen foe rises up from the ground, bony hand 
gripping a large and vicious- 
looking blade! This is the fabled 
Stalfos, and he's invincible! Well, 
nearly. Just @) target him, fire a 
bomb arrow, and he drops in a 
second! Simple, effective, and 
the only way to stop him from 
reanimating: defeat with 
bombs only! 









This fearsome warrior keeps 
coming back for more! That is, 
until you explode him! 


i. IF YOU DON’T HAVE BOMBS, SEARCH THE ALCOVES FOR THEM, 
THEN SHIELD ATTACK, KNOCK THE STALFOS DOWN WITH A 

BARRAGE OF SWORD STRIKES, AND LAY A BOMB ON HIS 
, REMAINS. THIS IS THE LONG WAY TO DEFEATING HIM! 


< With the Stalfos defeated, 

you can inspect the room. There 

are two chests in this area, 

and both house bombs in case 

you didn’t have any when you 
arrived. Spend a few moments 

* smashing pots and skulls for the 

usual items, and then open both chests. The bars on the exit door were 


removed when Stalfos fell, so exit. 
2 
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TREASURE | Y TREASURE 
Crest #10: Cnest #11: You Got A SMALL Key! Ti 
OPENS A LOCKED DOOR, BUT 
Bomas (5) b Bomas (5) ; ONLY IN THIS AREA. 
4 < - mo ha = 








SMALL Key 








<< Head south up the 
staits, following the scent 
trail, which floats right, and 
disappears into a wall in the 
western part of this shrine. 
A giant statue sits with a 
snake wrapped around her. 
In front are five unlit torches ina line, and one in front of you. 
Light any of the back torches, except the one on the far right, anda 
dozen Stalkins rise from the sand, and advance! 


> There's some sort of 
order to this torch-lighting 
business, so switch to your * 
sense view, and you'll see 
the Poe's Scent wafted 
against the front torch, and 
the back right one. Light 
these two torches only, and the wall rumbles open. 









CHAMBER 10: First RETURN 
-TO CHANDELIER CHAMBER Il] 
(2F to 1F), to TiRD RETURN 

TO GRAND CEREMONIAL 

HALLway, TO CHAMBER 14: 

SPINNER Coc Room 








< With the last 

Poe defeated, 

you can use the 

Clawshot medallion 

in Chandelier 

9) Chamber II and 
propel yourself back 

) to the door leading 





to the Grand Ceremonial Hallway. The north door opens, and you 
can bound through, into a strange, circular chamber. Attack the 
Fire Bubbles and regular Bubbles, then inspect the ground. There's 


a strange circular groove in here... 
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- Arbiter’s Grounds 


CHAMBER 1 
4 a > Tew J ENCOUNTERED 
OF THE FOURTH) POE ATEN 


Pa Head into the chamber . 
where the last Poe's 
Scent took you, and look- 
at the four lanterns. 

" One‘s swaying alittle 
differently, so face southwest and challenge this 
entity to battle! He splits into four identical forms, 
who circle and attack! Fortunately, the real Poe 
shines brighter than his three clones, so @ target 
him, and launch into a bite. Do this again until the 
Poe deflates. Then smash some scenery and leave by 


the north door. 
ee 
Q 
Por Sout st 
You Got tHe Por Sout! Cottecr 


ONE FROM EACH POE YOU DEFEAT! 
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< There are two 
exits, but the one to 
the right leads to a 
small thin room with 
a giant chest at the 
end. But you can't 

™ reach it yet because 
a sand trap prevents you. Instead, turn and exit via the 
doorway opposite. 


CHAMBER 15: CiRCUIAR 
Pir (15, BF, B2)) 


<< Enter a circular 
} pit with a long 
drop to the bottom 
of this dungeon. 
However, check 

he small corridors | ' 
™ dotted throughout a ® 
the drop. Look over the edge, and fire your Clawshot at the s ‘ 





medallion you can see on the south alcove. Crack a skull for 
a blue Rupee (5), but otherwise, spikes prevent you from 
continuing. Continue down to the B2 level, either dropping 
or using the Clawshot. Only Rupees from scenery can be 
stolen at the moment. Fight the Bubble when you reach the 
bottom. 
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7 t Q asure 

4 behind the spikes 
A in these alcoves, 
©} raise the central 





) pillar by turning 
> the giant handle 
the base of this pit. Turn it and raise the platform 
one: |. Then enter the alcove in the eastern wall, run 
und, and open the chest cunningly hidden here, You 
| an now taise the platform another level, and enter 
) another alcove, but you find only pots and skulls to 
smash, Now return to the handle, and push the platform 
all the way to the bottom, unlock the door, and exit via 
the south. 
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f Crest #12: 
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CHAMBER 16: SPIKE 
AND SAND TRAP (B2) 
< Exit through 
the southern 
door, and run 
into a long room 
>» with columns 
stretching 
e throughout the 
middle. Change to your wolf form, as Ghoul Rats are 
about! Canter forward, and move along the right wall 
until spikes appear, preventing your progress, Turn left, 
move across, and around more spikes, across the sand to 


os on. 
Y SMALL Key i) 
You Got A SMALL Key! THis 


OPENS A LOCKED DOOR, BUT 
{ ONLY IN THIS AREA. R 
IS 


Er) 























TURN YOUR SENSE VIEW ON. THAT WAY YOU CAN SEE 
WHEN GHOUL Rats HEAD YOUR WAY, AND 
SHAKE THEM OFF. ALSO, EVERY TIME A SPIKE 
RISES, A GHOSTLY RESIDUAL IMAGE REMAINS 
1F YOU KEEP YOUR SENSE VIEW ON, SO 








> Proceed south 


until spikes block 
| your route once 
more, then turn, 
shake off some 
HM Ghoul Rats, and 
| work your way 
across to the right wall again. Turn south, and pass over 
¢ the sand—the only gap without spikes. Then turn left, 
@ and head to the other side once more. Stop and defeat all 
the Ghoul Rats you can see! 



























; 5 

<< Turn and charge southward, so 
you're in the southeastern corner of 
this chamber, Then @ target a Redead 
and clamp yourself to it, biting it 
» twice until it falls. Now shake off the 
final Ghoul Rats. This is much more 
> difficult if ‘you're not in wolf form! 


> With the Redead defeated, 

turn and head north, then west, all 
the way across, then south to the 
opposite corner, where you need to 
pull a chain. Then retrace your steps 
to where the Redead was, and head 
for the middle of the southern wall, 
which is closing rapidly! Squeeze through before it closes, or you'll have to 
pull the chain again. 


CHAMBER 17; POISON 





Mire Autey (B2) 


> Head into a connecting chamber, J 








stepping on and off some sinking tiles, Faiee 
and then turn east, and run ontoa 
stone path flanked with two spiked 
Spinners. These traps hurt you and 
push you into the sand if you're not 
careful. On the way, you're attacked by 
Poison Mites. Produce your sword and spin, or light your Lantern and run! 


< Continue to the end of this alley, 
and check the door to the north, then 
swing around and head to the skulls 
and pot. This one contains more than 
just Rupees: Ooccoo is here! 





Ooccoo 


ow 
is 
You ARE REUNITED WiTH Ooccoo! 


THIS KIND CHARACTER CAN LET YOU 


QUT OF DUNGEONS AND RETURN YOU, 
TO WHERE YOU WERE. o| 
oy 


i: 


CHAMBER 18: CHAMBER OF TRAPS; 


Za 


WVEDER 
> Head north through this door, | a 
and roll to increase your speed as you Agee my |/ 
pass by a rotating spike log. There's Ne WE fs 
G 


a gate to your left, and an alcove prs 


opposite that you can roll to and 







smash some scenery. 


§ IF YOU WANT TO REMAIN IN COVER, BUT STILL BASH SOME SKULLS 
| FOR THE ITEMS INSIDE, STAY IN THIS ALCOVE, AND AIM WITH 
YOUR CLAWSHOT. SHOOT IT ONCE TO SMASH THE SKULL, 






A Enter the next chamber, and ready yourself for 
some fraught combat. A true adventurer would 
be armed with Bomb Arrows, and as soon as the 
two Stalfos awaken, shoot them both twice to 
finish them off. Or, use the back sli 

they collapse, drop a bomb. Make 

defeated before you continue because when you 
turn west, there's a third Stalfos hidden in the 
alcove area! Bring out a Bomb Arrow for this guy, 
but first run over to him so he rises up. 


A When the third Stalfos falls, the gate near the 
spiked log trap opens. Backtrack here, and head 
around to a long, thin passage filled with small 
tiles of stone and lots of sand. You can actually 


run up here, wade through the sand, and climb 
up on the other side, despite the Poison Mites. 
Or, use your Lantern to fend them off. Or, use the 
Clawshot medallions. Or, use your spin attack! 


leads to a gap where the third 
lumped. Leap over it, then run 
upper stone floor toward an exit door 
with pots and skulls nearby. Open this, and enter 
a massive circular chamber, with a huge and 


ominous sword in the middle. 





































ie Step 4 three more times until Death 
rd yields. If Death Sword produces 
e purple poison balls, simply shield 
ack them, pushing them away, and return the favor with an arrow. If 
} you aren't quick enough with an arrow, Death Sword turns invisible, and 
} you must complete the combat from Step 1. Act fast, and be accurate 
with that bow! 

















® After you deal 

your final 

blow to Death 

Sword, he lets 

out an inhuman shriek and falls back. The sword explodes, and the entity 

dissolves into dust. The Arbiter’ Grounds is.a slightly safer place for future 
adventurers! : 







and you can’t (for cae d 
periods. Stay in this chamber and ‘practice riding 


the Spinner. 









































‘WHEN USING THE SPINNER, HEED THE FOLLOWING 


ADVICE: 
<< Treasure Chest: Once 
g ALWAYS LOOK FOR GROOVES, AS THEY SPEED YOU UP. 


Death Sword has been 
detentedetiend north @ Press © WHEN ON A GROOVE TO LEAVE 1T, IDEALLY 
yr i HEADING TOWARD ANOTHER GROOVE. 
into the long hall beyond 
hi H Gnd @ Purce tHe SPINNER ON @ so YoU CAN EASILY 

pear cha.n cre reg an ACTIVATE AND DEACTIVATE IT, LIKE THE IRON Boots. 
achest with one of the 


‘ 3 ; @ Pressinc © cives You A SHORT BURST OF SPEED, 
most impressive devices BUT DON’T RELY ON IT! 


ever constructed by 
ancient boffins! Behold, 
the Spinner! 


© 0 Es 9 0 <2 
; is 
Y TREASURE © SPINNER 
Cuest #13: Ga You GOT THE SPINNER! It's AN 

UY ANCIENT MACHINE DESIGNED TO 

SU NNER FLOAT OVER LAND. 

a 2 i l 

PO a = 


@ YOU CAN STILL GET CAUGHT IN A SAND 
TRAP IF YOU'RE TRAVELING TOO SLOWLY! 






B® Make sure You'Re TRAVELING IN THE 
CORRECT DIRECTION AS YOU JOIN 

A GROOVE, OR YOU'LL RIDE THE 

2 OPPOSITE WAY. 





a © 


AMBER 18: First RETURN TO CHAMBER 2! 
CHAMBER OF TRAPS) \RADISE 
< Exit the domain ) i TO 1F) 


of Death Sword, and 
inspect the previous 
chamber. Look carefully, 
and you'll see a groove in 
the left wall, so produce 

» your Spinner and ride 

it around. As you reach 
the eastern sandy part 














< Enter this 
giant chamber 
and you can 
uncover the 

) Spinners full 

), potential! Here's 
the quickest 
route out of here: begin by speeding east on your 


you haven't explored before, press 8 to jump off the groove, and steer it to Cramton eine treleimeree cobeunce becneral 


the opposite wall. Ride this up the slope, to the exit door. 


I 








ground, Prboverthelowe 
“groove wall, and open this 


ae 
Y TREASURE | 
Cnest #14: 
£ Bomes (10) ae 
















}> Spin across the sand 











to the next chest, on the ~» Stop the Re inher, and 
second stone tile area. Open land on the small slightly ; 
this too. domed island in the 
: i af chamber’ southeast corner. i ) 
ae #15 Stand on the Spinner Det / 
Rep Rupee : y } again, and this time ride 
eo) be in the opposite direction, 
clockwise around the 
<< Now get back on the chamber’ outer perimeter. 


Spinner, and head between At the end of the groove, 
these two low groove walls. drop to the northern 
Continue in an easterly section of this area. 


direction. > Land in this northern 
area, which is one long 

< Then follow the sloping —_ grooved chamber, and 

wall with the groove in ride the Spinner to the 

Py) asemicircle until you're west, locating this chest. 

| traveling west. Drop offthe | Drop down, then engage 
endandlandinthesecond two Stalfos in battle. Fire 
part of the floor below. off two Bomb Arrows to defeat each one, ae nmap 
















then pry open this chest. Yeuow 
> Continue to stand on Spire io 
the Spinner until you 
reach this upper area, and ok din a 
optionally knock into the ? 
Stalfos. Get off the Spinner, scored mecuon, toa 
then engage the Stalfos in ramp in the middle. 





Ride the Spinner 


combat, ideally with Bomb 
westward now, staying 


Arrows. Then pry open this chest. This one’s a keeper! 


on each groove until you're about to be struck by a spiked 


3 Spinner, then leaping across with ®. Dodge the Spinners 
TREASURE " Piece oF HEART 4 : 
Fires a You Gor A Piece oF Heart! until you reach the exit door. 3 
Piece oF Ox TWO MORE FOR ANOTHER ; 
Heart #28 | FULL Heart CONTAINER. PIECEOF t Cu HAMBER 2 ZA: B BIG Key : 4 

4 OG 


LA OL ANS CA), 


Heart #28 oF 45. 


Ga 








PASSAGE 
< The exit from Spinner’s 
Paradise dumps you 

back in the midst of the 

% dungeon, in the small thin 
| chamber where you saw 
>the Big Key chest so you 









<< Turn and stand on the Spinner, 
then face east and ride along the left 
» groove wall, timing the move so you 
aren't struck by the rotating spike 
trap. When you reach this point, as 


the wall runs out, press 8 and hop 
across to the other wall, then back can claim this most important item. Then use the Spinner 


again. This leads to another leap to head back to Chamber #14. 


across to a circular groove track. S 
8 ‘Frew - Bic Key + 
‘Yee #19: You Gora BiG Key! Use.it 
TO GAIN /ACCESS'TO THE IAIR OF 
{ , Bic Key. } { THis DUNGEON'S BOSs! 4 
D> Ba ~ a 








Wioosoueseuliad. 





pe 





bY 
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—sal.w 
ce) 
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<< Now ride down the 
perimeter groove until 
you reach this jagged 
stone ledge on the third 
floor, and stop. Walk out 
to the edge, and you'll see 
~ a central platform that's 
cut off from the surrounding area. Line yourself up, jump from 
this ledge, and grab the edge of the central platform. 









HAMBER 147 First RETURN 
1 SPINNER CoG Room: 







53 FAR 7 << It now becomes clear 

e what the circular groove in 
the floor was for; insert the 
Spinner by standing on the 
groove, and then begin to tap 
quickly to activate a series 
© of cogs under the stone floor. 
This eventually causes the entire room to shift. Head north, into the 
chamber that’s been revealed. 


CHAMBER 22: THe GREAT 
Spiral Sarr (1F to 2F To 


‘3F 10 4F) 






















A Pull yourself up onto the platform, and bring out the Spinner. 
Slot it into the circular groove, and begin to rapidly tap © to 
spin the device. A massive grinding noise signifies a giant spiral 
grooye appearing from the sand below! 


> Hop on the groove at 
any point, and ride it up 
to the fourth floor. The 
i. spiral groove leads you 

A Enter this chamber by Spinner, and locate the groove on the outer to a short ramp with a 
| wall, Ride this to the very top, to a small crumbling ledge with iron _ door at the end. Use the 
) bars protruding from it. Drop a= =. Big Key to open the door, 
| down, and smash the pots. One Poe N ABO TaRERD! head through, and face your final foe! 
has a Fairy in it. If you don’t have You'cor 4 FAIRY INA : 


| one already, grab it and place it in 48 bese tb 
a Bottle. D oa 
St Thar Os Dara Tw ROscL: SUAMIORID IN oS 


CHAMBER 23: Boss Battie! LAr oF Twitir Fossit, STALLORD 

















g 
\ < You're in a giant circular arena, with a rim of stone 
q around the circumference, and a large sinking dip in 

the middle. In the sand is a gigantic skeletal beast. 

















As you run down to inspect the bones, Zant appears! He 


is surprised that you are still living, but the reunion is 


bittersweet! He summons a shard of twilight and stabs 


it through the skull of the giant beast. The eye sockets 
flicker! It rises up and roars! 


Form 1: GIANT STALLORD 


HALF-SKELETON 
Step 1: The Stallord is still 


emerging from the sand, and he 


seems to be sealed in the dirt. 
This means he can turn but is 
otherwise stationary. Take 
your Spinner, and race around 
the groove in the outer 
ledge. Jump with ® when a 


spiked Spinner closes in on Be 


you, or you'll be struck by 
it. Two are zipping around 
this groove with you. 






Threat Meter 


eee | 





j) THERE ARE PLENTY OF HEARTS; JUST MOVE 


__ TO THE OUTER RIM OF THIS ROOM 











AND SEARCH THE SMALL POTS. 


Step 2: The Stallord 
searches the room, 

turning around 
on the spot, and 
then rearing up to 
belch a disgusting 





concoction of purple spew. Run in either direction 


if this happens, or steer your Spinner away from the 


jet. It stops in a few seconds. 








Use the rim of the arena as a groove to accelerate, and then jump 
off the groove and steer directly into the Stallord’s spine. As you 

head into the middle of the arena, dodge the Staltroops and then 
press ® just as you reach the spine. It cracks, and the beast roars! ” 


























STALTROOP 


The Staltroops are the Stallord’s minions: 
resurrected warriors with no intelligence. 
They are simply obstacles to your goal, which 
is striking the Stallord’s weak spine. Avoid 





them, and if you're standing on the sand 
Threat Meter 


i A 


(because your Spinner slowed down too 
much) roll back up to the grooye, and avoid 
the Staltroops. 


The Staltroops are simply 
automatons, with no aggressive 
tendencies. Simply avoid them, 


or you ll slow down and sink! 








Keep steering down to the Stallord’s spin, executing Step 
3 two more times, until the Stallord collapses under his own 


weight! He sinks slowly into the sand that begins 
to fall into a large pit below. You 
drop down. Run around 
the perimeter of this pit, 
smashing pots and collecting 
Hearts. 











vuvesevees 








As youstrike the twilit shard in the skull for the second or third series of blows, the shard finally ruptures and sends the skull flying up into 
the arena roof, before it tumbles down to the ground, rolls away, and explodes. The shard lands at the top of the cylinder and explodes, A ihe 
Heart Container appears, and a bridge extends to your exit, 4 22 Rion! ene 


< Midna is impatient for you to leave; but first head/over 
to the Heart Container and claim it. Your energy is now at 
impressive levels! Now exit this place. 


Heart CONTAINER ¥ 
You Got A HEART Container! Your f° 
LIFE ENERGY HAS INCREASED BY ONE 


AND BEEN FULLY REPLENISHED! HEART 
Container #4 (oF 8). 


% 


S_ 


GY! 
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% 
f 
6 
ge 


D-saluese tad gee 





ULO. 
























APIAGHIGDSGS } 
VoeVUeuUITs 
; es | oh 


ERED a4 BYX/KCWDWKK/CAawE Te? 2° e TRAP TA! C. 











RNY oh \ 74» 2G Ve Wy, | Ow ini ra Ri 





ashes Hidden 
Skill #6 

42) A4 : 

Spinner 43 

Wall Groove 


Yeto 












e Reekfish 
Scent New Warp 
Portal 


Snowpeak 
Ruins 






Spinner 
Wall Groove 


Shortcut 









Hidden 


Skill # 6 Spinner 


Wall Groove 


Prince Ralis 
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CLIMBING SNOWPEAK MOUNTAIN: OVERVIEW 
"a fter the trekking you've done so far, the preparations for your next dungeon are 
not as intense, but the knowledge you learn from the Sages at the Mirror Chamber 
is shocking! It seems that Ganondorf, the leader of a band of thieves and using 
powers only two others possess, has influenced the evil King of Shadows, Zant. While you 
ponder these ramifications, tour Hyrule searching for Spinr F are a couple 
of Pieces of Heart in it for you. Check in with the resistance. Telma informs you that you 


7 


must climb Snowpeak, providing you can sniff out a path. On the way, howl with the 
White Wolf, and chase a Yeti down a treacherous mountain slide! 


He 
fis 
| 






307 
Learn the Scent of the Reekfish Climb to Summit of Snowpeak Mountain Gain Entry to Yeto’s Abode 






TRAINING AL WEAPONS & EQUIPMENT & FRIENDS & FlenDs 2s 





Heros Clothes Zora Armor Magic Armior 


Big Wallet Big Quiver 
Se ni Skills:5 dtes(t7) 7) 

Poe's Scent Poe Souls Fish Letters 8 E 
41(of60) Journal (of 16) 



















Bombs (5) $* Piece of Heart Piece of Heart 


#29 (of 45) #30 (of 45) 


Reekdfish PoeSoul #45 
Scent 


Thors Ts Loca Ant Ammimnns Ines 
SRS SARGTER 


PAsr TERROR AT THE MIRROR 
OF TWILIGHT 


<< Leave the Arbiter’s Grounds, 
and you appear at the base of 
some stone steps. Leap up them, 
avoiding the gaps, until you 











< Move to the 
central statue 
in this Mirror 
Chamber, and 
» inspect it. It 

)) doesn't take 

™ long to figure 








out that you can ride up that grooved channel using 
® reach a curved corridor with 


i) arched alcoves along each side. 
Follow this until you reach the 


your Spinner. At the top, stop, reposition yourself in the 
massive statue’ center, and tap ©. 





impressive Mirror Chamber. Walk forward. 





Warp PORTAL 
Five Twilit Messengers 
drop out of the sky, and 
you can attack them in 
either form, although wolf 
is preferable, because the 
area attack has the widest 


range. Defeat the initi 

two Messengers, then turn 
left and bite the third, 
before finding the last 

two and dispatching both 


agers descend on 
you. The wide combat area allows 
you to coax the last two together 


ly—let rip! 
ya 





together. s 
seismic disvatage as a giant Be harnessed =iby the 
chamber, from the ground. Steps appear too, and 
the Mirror of Twilight is at the top of them: Midna 
floats over to look and is shocked. The Mirror of Twilight 


iscracked! 






















inais startled as ghostly figures form at the top of the chamber’s spires. These are 
~ Sages, who have guarded the Mirror of Twilight since ancient times. The Mirror has 
“been i fragmented by mighty magic, dark magic that only one possesses—Ganondorf! 





ATeader (and demon thief) of a band of thieves who invaded Hyrule to hold 
dominion over the Sacred Grove, Ganondorf was a powerful magician who used his 
powers to thwart and terrify. But he was blind to danger, so he was subdued and 
brought to justice. 


By some divine prank, he too had been blessed with the chosen power of the gods, his 

hand glowing with a symbol few had seen, and of which fewer had knowledge. Ripping 

free, he cast aside the ceremonial sword and was quickly banished into the twilight 
world. 





x 


Perhaps that malice and power has been passed to Zant! But Midna thinks its too 
late. However, only the true leader of the Twili can destroy the Mirror. Zant has 
simply broken it into pieces. One is in the snowy mountain heights. One is in an 

ancient grove. And one is in the heavens. 


Sage: 
' Vie 50 years old, but with a strange ethereal 


ing their true es there 


warrior magicia 
with a ceremonial blade, they FYacon yee 


of Hyrule at peace. They don't po: hysical bodies, and they have 


graceful, poetic movements. EEN 


SN 


Warp from the Gerudo 
Desert area. Your task is 
clear: you must search for the 
Mirror of Twilight's second piece (the 
first is in the frame). Warp to the Hyrule 
Field; ideally the Bridge of Eldin. 













































” PREPARATION F FOR 
SNOWPEAK: THE 


R x Hun ig 


SPINNER 


warp 
toa place 
with a pathway, 
expect a letter 
delivery from the constantly breathless Postman. 
It's from Barnes, who is letting you know he's 

got a rare type of bomb in stock. However, this 

is only the Bombling, which you've already 
inspected. This letter arrives to prompt you if 





you haven't SS om 
checked the i Lerter #9 Ks 
Bombling SS You cot Letter #9: 
% SG] “RARE ITEM IN STOCK!” BY | 
out yet. K BARNES. 
Ss 
a ue) 









< Head to the 
winding rocky path 
that runs from the 
Bridge of Eldin to 
the north Hyrule 
Field. When you 
reach the small wooden bridge holding the Bulblin 
Archers, halt and defeat all the foes you wish to. Look 
for the Spinner track groove in the rock wall here. 


GE Dus Cavan a4 sco 


Ride along the 
Spinner track 
until you land ona 
remote and rocky 
ledge. Don't jump 
from the Spinner 
or you'll plummet 
into the gorge! 
Inspect the ring 

of grass (there 

are Rupees and 
Hearts), then dig in the middle. You land in a dig 
cavern. Change to Link and arm yourself with 
Bomb Arrows. Three Stalfoses are advancing 

on you! Defeat them with a Bomb Arrow (ora 
bomb if you have no arrows). 









If you have 
no bombs, don’t 
despair. There's 
a small chest 
partially obscured 
by grass in the 
eastern part of 
the chamber. Kick 
it open to find 
five bombs. Once 
the Stalfoses are 
defeated, you can smash pots, cut grass, and then 
open the chest that’s appeared. The reward is 
worth the fraught combat! Once you claim it, 
exit and ride the Spinner back to the path. 


THE EASIEST WAY TO BEAT THE STALFOSES 15 
SIMPLY TO RUN UP TO THE GROUP OF 
THEM BEFORE THEY SPLIT UP, AND 
y LAUNCH A BoB ARROW. YOU'LL 
LOSE HALF AN ENERGY HEART, 
>~ BUT COMBAT IS OVER IN 


= SECONDS! 
55 O 3 2a oS 
WF cS Nan Bomes 7 
lOveRWORLD} 
Cuest #79: 


You cot Bomes (5)! 
Bomss (5) 
q 6 } : , } 


22.) 


29 a 2 
ve 4 
‘Porsavont per oF ue 
Cnest #80: i eae: ECE OF 
Piece OF }, ART. COLLECT ONE. 
|, Hearr #29 MORE FOR ANOTHER 
- a FULL HEART CONTAINER. 
ot s Piece or Heart #29 oF 45. 
4 } 
ro st 


pene nares acemcamemnmene 









leads to the Great Hylian Bridge. As you 
reach this part of the path, stop and ride 


© Ride it up. ‘ 

< Ricochet left and right along the broken 
sections of marked wall, high above the: 

-} pathf A Lizalfos prowls the path below, 

but ignore him, and press ® as you reach 
theend of the wall section youre on, and 
bounce to the opposite C} 


side, You reach a high RWORLD| 
ledge with a lone chest. ae Ady 
TECE OF 
Open it! { Heart #30 } 
Er) Om~ 
Pon 


oBg 
i Piece of HEART Sh) 
You Gor A Piece oF Heart. You f° 
Qu FIVE PIECES AND FORMED 
ANEW HEART CONTAINER! PIECE OF 
Heart #30 oF 45, | 
ra) 
< Move to southern Hyrule Field just 
outside Castle Town, where Agitha 


was sitting in the flower bed, and the 
Goron smashed a rockfall for you. 





} the main gate, where you previously 
opened Overworld Chest #51. 


> This time though, you're not going 
to be walking the tightrope or moving 
hand-over-hand to the other tower. 


You can use the Spinner track here. 


e ef When the Spinner 
QOverwortop reaches the middle of 
Cnest #82: 


OxANcE }, the track, jump with ® and steer yourself over the stone 
Rupee (100), ). wall to the chest above the pool. Open the chest. 
Bs 


CES 


“8 Ther2lomieScaarerubitasmes os 


PREPARATION FOR SNOWPEAK: HEADING TO THE TUNDRA, 


< Ifyou're 
unsure of 
your next 
actions, visit 
Telma’s Bar in, 
Castle Town 
and speak to 
her. She explains that Renado is a talented man, and 
Ilia’s memory will return. She mentions that Ashei is 





checking out Hyrule’s northern mountain. You can 
now visit the heroes in the back room. Shad isn’t much 
help, but Auru tells you that the Sages served by royal 
appointment, and tutored Princess Zelda. 






You CAN MARK ASHEI'S LOCATION ON YOUR MAP BY LOOKING 
AT THE PARCHMENT MAP ON THE TABLE. 


» After you discover where 

you must go, you can warp to 
Zora’s Domain, and tumble into 
the waterfall pool. Look for the 
eastern wall’s cave entrance, and 
head through, into the icy wilds of 
Peak Province. 





































“Oh r eat the ice flow, you're startled by a frightening visage! Actually, its jast Ashei, wearing 
ah Yeti mask. Apparently, the beast who lives somewhere on the mountain has been seen 
frequently in Zora’s Domain. She gives you a sketch. The beast is holding a red fish. 


ox 
~VAsuel's SKETCH ei 
» You cor Aset's SketcH! 


“THIS HASTILY DRAWN PICTURE 


= i o SHOWS THE CREATURE ASHE! SAW if 
pwiiey HOLDING A RED FISH. BS 
DO Be 


> In Zora’s Domain, talk to the first Zora 
you see, and show him Ashei’s Sketch. He 
instantly recognizes the beast, and the fish 
is a Reekfish, It's called that because of the 
smell! Nobody besides Prince Ralis was able 
to catch this type of fish; the Zora tells you. 








ASHEI WARNS YOU NOT TO PROGRESS 

. FARTHER WITHOUT A PLAN! Don’t 
_HEAD INTO SNOWPEAK YET, OR 
You WON'T BE ABLE TO REACH 
THE MOUNTAINTOP. 







































A Warp to Kakariko Village, ajo Fetthey across the graveyard to the Zora pool of 
remembrance. Prince Ralis is still standing by his father’s tombstone. Show him Asheis 
Sketch and he tells you the Reekfish only feeds on coral, and that's the only way to catch 


it. The prince has an earring made from the Es 
i Corat EARRING 4 
& You Got THE CoRAL EARRING! 


stuff, and he gladly gives it to you. He is now 
ready to return to his village, too. His final TPS Mave OepeecigueCURE 
advice is where to fish: near the Mother-and- FROM ZoRAS DOMAIN. I'S IN 
Ne THE SHAPE OF A FISHHOOK. 3] 
a0 op 


Child Rocks in the waterfall basin. 





< Bound up to the edge, then 
off the side into the snowy 
ground ahead. Use your sense 
view in wolf form to check the 
Reekfish trail, and begin to 
carefully maneuver across the 
broken ice platforms of a half- 
frozen lake. Keep flicking back 
and forth to check where the 
fascent is going, and look for easy jumps rather than directly following the scent. 








SNOWPEAK Cums: FOLLOWING TH 








A Warp to Zora’s Domain, and take another 
plunge into the waterfall pool. Follow the prince's 
advice, and select the Fishing Rod. The coral 

lure is on it, but you must find the correct place 
to fish. It is directly across from the entrance to 
Snowpeak, near the large and small Mother-and- 
Child Rocks, Cast your rod, and in moments, 
reel in the Reekfish. Phew! That smells! 


< Change 
to your wolf 
form, and 

B) learn this 


== Dive into 
“ Cée the water, 
i REEKFISH SCENT ‘ 5 
and swim to 
‘0 You cot THE Snowpeak's 
REEKFISH SCENT! 4 § entrance, and 
£ B} ” head through. 





E REEKFISH) SCENT 


< When 
you finish 
crossing the 
ice, you begin 
a treacherous 





journey up 
Snowpeak mountain. This is the area you were 
unable to reach previously. You encounter two 
White Wolfos, and they attack you. React by 
striking them twice with a leaping attack. 





A Move east through the blizzard, while more White 
Wolfos leap at you. Stop and execute a spin attack if 
they're being aggressive, and @ target and leap at them, 
or ignore them if they're not. You eventually reach a 


small gap between two icy rocks. 


As you emerge from 
between the rocks, 
have your sense view 
on, as an Imp Poe 
floats about in this 
weather. He's to the right side of the trail as you 
emerge from between the icy rocks. 








Por Sour 


ex 
You Gor THE Por Sout! Cottect 
ONE FROM EACH POE YOU DEFEAT. 
6 ), 
Ox 


Le 4 


Por #42 oF 60. 


Pos 243 


Break away from 
the trail and 
investigate this 
blizzard’s southern 
edge. You're looking 
for a lone pine tree ona small hill half-buried 







in snow. There's an Imp Poe waiting here; 
Por Sout 


defeat him! 
> og 
You Got THE Poe Sout. Cotect 
ONE FROM EACH POE YOU DEFEAT! 
Por #43 oF 60. 
Ng i 
> or 
ab I 
oe Oa 





‘The Imp Poe is also guarding — 
a dig spot by the tree itself, ~~. 
Scrabble down to a small, cold 
cavern, where an Ice Keese 
(which attacks and ‘can be 
defeated in the same way as 

a regular Keese) flaps about. The chamber is filled with icy 
boulders, which you can't destroy, Remember to come back 
here later, after your visit to Snowpeak is over! 2 

































<< Head back onto the path. 
The blizzard is clearing slightly 
as you climb farther up to the 
top of the mountain. You're 
looking for these icy ledges to 
scramble up. 


5 Dos Cavan 216 sco 


Continue up the mountainside, 
following the path of the 
Reekfish scent, then veer off toa 
large, sloping plateau area with 
a great view of the surrounding 
mountains. Head to this tree, 
which has a view of the Reekfish trail in the distance. There's 

a dig spot at the tree's base. Inside, fight off a few Ice Keese, 
then destroy the Bomb Rocks against one wall. A Red Chu is 
hiding here, and you can claim the Jelly if you wish. Leave after 





smashing more pots for Rupees; you've uncovered everything 


in here, 


creates aur ding colors! Wait by 
the pine tree where you dug down 





just now, and an Imp Poe appears 
at dusk. Defeat him, and add his soul to your collection. 
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shouldn't get 

@ lost if you keep 
i flicking back 
® between your 


ense view and the environment. Climb up a ledge and 
asnowbank, and you reach the mountaintop. 


- Howunc ror THE 
Wiraire Wor 
> Before you 


continue, it’s 
important that you 
investigate that 
Strange ceremonial 
Stone onthe snowy 
promontory you're 
nearby, Listen to 
the wind whistling 
»a tune through the 
hole in the rock. 
You must now 
recite the tune. Z 
Watch the tune, then replicate it. The pitch is as follows: 
high, middle (hold), low, middle (long hold), low, high, 
middle, low (hold). Use © to how! high and Q to howl 
low on your ©. Mid-range howling, don’t move the stick. 















































You appear as a wolf, in the 
heavens atop snowy peaks. 
The White Wolf appears 

at a leafy edge’ end, on the 
world’s opposite side. You 
howl the tune, and both of 
you continue to yelp. When 
you finish, the White Wolf 
tells you "Let teachings of old 
pass to you...’ The wolf leaps 
down into the land, 





YOU HAVE SUMMONED THE WuiTe WotrF! He 1s 
CURRENTLY WAITING FOR YOU IN THE 

B GRAVEYARD AREA OF KAKARIKO VILLAGE. 

|) HEAD HERE AS LINK AND LEARN YOUR NEXT 

HIDDEN SKILL! THE WALKTHROUGH 

TELLS YOU THE EARLIEST POINT 

©) THAT THIS 1S POSSIBLE. 


















end of the Kakariko Village Graveyard, 
near the small tunnel entrance. The 


White Wolf waits for you to come, sword in hand! He growls at you, 
and you draw your sword. He pounces! You awaken in the ghostly 
ether. The Hero's Shade forms, and asks you if you wish to learn your 
next skill. The answer is yes! 


First, your teacher ensures that you 
learned the previous Hidden Skill correctly 
and asks you to show him that you've 
mastered the mortal draw. Put away your 
weapon, don't @ target, wait for the Heros 
Shade to advance, then quickly press ®. 





"Very well!” utters the Shade, "let the 
jump strike be hewn into your mind!” 
The Shade notes that the jump attack 
is effective against multiple foes, but 
surrounding enemies that are hit lose 
less energy. For the jump strike, focus 
power in your blade. The surge that you release can hit enemies all 
around you! Now you try it: 


& 








Jump strike: Lock on with @) target and hold ® until just the right 
time to release your strength: after the blade finishes shining. 


GIs Od 
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E HippEN SKILL 4 

YOU LEARNED THE SIXTH 


HIDDEN SKILL, THE JUMP. 
PB J suice! HIDDEN SKILL fe 
4 } 
3 On 


#6 OF 7. 









< Return, and progress to the 
mountain peak. Follow the trail 
through tree-lined hills, following 
the Reekfish scent to a dig spot in 
the rock wall. 


1. DIGGING FOR vicTORY 
The Snowpeak has a few dig spots, where 
you can find Hearts and Rupees. Try 
digging to the side of the Reekfish scent 
trail, west of the icy lake. 









> Enter a cavern thick with 
cool air. The Reekfish trail 
continues to a ladder. If you're 
in wolf form, dig for Hearts 
and Rupees at the multiple dig 
spots, then transform. Watch 
the icy boulders at your sides; 
they can freeze you. Clawshot to the vine ceiling. 


A This takes you to a long stepped cavern heading upward. Defeat an 
Ice Keese along the way, then smash the crates, skulls, and pottery for 
the usual prizes. There are dig spots up here, too. At the vine wall atop 
the steps, watch for another Ice Keese, then use the Clawshot to reach 
the top passage, leading to a door. Exit. 





Warp PORTAL 6 


As you reach the summit, 
you see a dozen Ice Keese 
flittering about. Run to 
them, and then watch as 
a portal opens, and three 
ngers descend. 
strike Keese 
‘ombat, huddle all the Messengers together and 
in attack or Midna’s area strike. 











Once THE Warp PORTAL FORMS, THIS 1S THE OPTIMAL 
TIME TO VISIT THE WHITE WOLF IN THE GRAVEYARD 
% AND LEARN HIDDEN SKILL #6. 








the Twilit 
Messengers 
dispatched, 
night falls, and 
you.can see a 
large hunched 
fellow standing next to a tree with some giant frozen 
leaves attached to it. This is where the Reekfish trail 
leads you, so head up to this small platform. 








You meet Yeto the Yeti and 
he tells you a hilarious 
joke. He mentions that 

he has seen a shard of the 
Mirror for which you're 
looking. He invites you 

to his house, then bashes 
the nearby tree, leaps on a 
fallen leaf, and slides down 


the mountain! 


CS Memetns~ OO) 


1. Rare Cotor oF Wo tr! Tasty! 
If you approach Yeto 
as a wolf and listen 
to him, he looks at 
you and waggles his 
fish. Although you're 
tasty, he’s having 
Reekfish tonight! 













About 40 years old, Yeto is 

a male Yeti, with a massive 

frame. He's cheerful and 

happy, and Yeta’s husband. 

They live in an old mansion 

on a remote and snow 

clifftop. Yeto was out hiking one day and 
found a shard of Mirror. He didn’t know it was 


cursed, and he gave it to Yeta, who has been 


feeling ill ever since. When you meet Yeto, he’s 


carrying a fish home, hoping his cooking will 
improve Yeta’s health. 
























































LIDING 10) YETO/s) HOUSE 


<_ You must follow Yeto 
to his home, and the only. 
way to reach it is via an 
icy leaf slide. Roll into 
the tree to dislodge a leaf, 
then stand on it. You're 
about to slide down a 
mountain on this leaf, so 
prepare yourself! Step 
on, draw your sword, and 
let's go. 

SUDING DOWN ON THIS LEAF IS EASIER IF YOU KNOW THE FOLLOWING 
TECHNIQUES: 


@ Draw your sworb. IF YOU EXECUTE A SPIN ATTACK NEAR YETO AND HIT 
HIM, HE WILL SLOW DOWN. 


@ Like river Boamine, iF vou press © you Go FASTER, BUT CAN'T TURN AS 
QUICKLY. 


@ Turn © anv © To cHANGE DIRECTION, AND 9 TO SLOW DOWN. YOU CAN'T 
STOP, THOUGH! 





@ You can jump with ®, AND THIS CAN SPEED YOU UP, TOO. 


e FOLLOW THE MAIN ROUTE OF THE MOUNTAIN THE FIRST TIME 
THROUGH. 








@ There ARE SHORTCUTS, AND THESE ARE REVEALED WHEN 
Jp~ YOU RACE YETO AFTER COMPLETING DUNGEON 5. LOOK FOR 
AD) THOSE TACTICS THEN! 


< Speed down 

the slope, and you 
automatically launch 
over the precipice 
that stopped your 
journey on foot. 





> When you reach 
this point, you can 
leap onto either 
snowbank on the 
side and collect the 
Rupees. This isn’t 
necessary though. 














A When you reach the bridge with the gaps in it, 
don’t jump! You may land in a gap and have to race 
again. When you pass the Keese, try a spin attack to 
defeat them. 





A When you launch off this hill ramp, keep straight, 
and land on three tiny platforms on three trees. Each 
has a valuable Rupee on it: blue (5), red (20), and 
purple (50). Hit all three and keep your speed up. 





~ A Watch out for icy shards! They stop you in your 


tracks, so slide to the side of them, then spin attack to 
destroy them. 





A Leap at this point, on the right side of the course, if 
iP Pi 8) 
you want to take a frightening shortcut! 






















< It leads up a bridge” 
holding Rupees, and ; Ge 
off onto a series of thin 
ledges with a bottomless 
cliff on each side! Slow 
down and take each 
ledge straight on, or go 
the slow route, which is 
less dangerous. 


> Ifyou stay on the 
slow route, go under the 
bridge, then smash this 
ice shard, and slowly 
glide around the course, 
staying away from the 
drop on your left. Before you enter Yeto’s house, 
transform into the wolf, and run over 
the bridge to check out the plateau 
rock. Climb up the ledges to the top, 
and engage an Imp Poe in combat. It 
appears here no matter the weather. 
Defeat it, then scrabble for Rupees 
and Hearts in the dig spots. 











<< Stay straight as you 
reach this gap in the 
course. With Yeto’s 









house in the distance, 


ae AP 
coast along. 1, Por Sout a 
q You Got tHe Por Sout! Coitecr f° 

ONE FROM EACH POE YOU DEFEAT. 
Po#45 oF 60. } 






A After winding around a long, flat, ledged rock, 
you arrive at the bridge to Yeto’s house. Get off 

your leaf, run up the steps, smash the pottery, and 
explore Dungeon 5! 
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Room Lecenp. 
Dilapidated Hallway 
Bottomless Pit 

Storage Room 
Yeta’s Hearth 
Kitchen 
Cold Storage 

Crate Ro 
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Courtyard Passage 
Central Outer 

Courtyard 
‘The Short Gallery 
“The Empty Study 


The Armory 
Dilapidated Drawing 
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Freezard Pens 
and Alcove 


The Icy Reception 


ilfos Chapel 
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Locate Bedroom Key (First Attempt) { Defeat Darkhammer, Claim Ball & Chain 


NUMBER OF 
Treasure Cuests: 17 
* Red Rupee (20) 
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Small Key 
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Red Rupee (20) 
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Red Rupee (20) 
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ece of Heart #31 
Small Key 
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Bedroom Key 
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Good Soup Small Key 
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Map ofthe — Ooccoo 


| Mansion 


Simple Soup 





_Freezard _/ Bombs (5) Compass  Bombs(5) Balland + Ordon Goat Superb Soup Piece of Heart 


; Chain Cheese #31 (of 45) 
| ‘ Small Key Piece of Heart © Small Key Bedroom Twilight’ Heart 
| D #32(0f 45) #48 (of 60) Key Mirror Shard Container ¢ 
: Big Boss: Twilit Ice | : <Q { : 
> \_ Darkhammer Mass Blizzeta ~~ i > 4 


























Clawshot 


Gale 
Boomerang. 


Spinner Heros Bow Iron Boots Lantern 


Hawkeye Bombs $ 
: (Bag#1) (Bag #2) 


Slingshot Fishing Rod 


Bottle #1 Bottle #2 Bottle #3 Bottle #4 Ih] 
af 7 nal |h \\ 








Defeat All Imp Poes 
















itha crumbling mansion and a forgetful and strange Yeti wife, old Yeto has his problems, but he manages to 
4/ concoct numerous broths to help heal his wife’s malaise, which suspiciously started when she received a shard 
; of the Twilight Mirror as a gift. She happily points out where her bedroom key is, so you can see the mirror 
; ‘for yourself. However, she is quite forgetful and sends you all over the mansion, where you face several new foes, most of 
which can freeze you in seconds! The real challenge comes during a battle with Darkhammer, a fully armored Lizalfos 
‘with a vicious ball and chain. Perhaps if you can beat this beast and claim the weapon for yourself, you can finally reach 
eta’s bedroom, see the source of her illness, and take the mirror on behalf of Midna—but expect a little resistance. 


<< After you deliver 
the final blow to the 
Imp Poe, explore 
the hallway. It's 

® preferable to be 
Link at this point, 

~ as there's a Purple 
and Yellow Chu (one is under the stairs; the other is on the 
. @ Purchase THE HYLIAN SHIELD FROM KAKARIKO middle of the steps). You can’t move any farther up a floor, 
Bieace: so check the door to your right. It leads to a bottomless pit! 
@ For RARE OCCASIONS, PURCHASE THE MAGIC On the other side is a chest, but you can’t reach it yet. 


» A R FROM CASTLE TOWN. 7 wy 
slg - CHAMBER 3: YETA’S) 
THEARTH) 


BEFORE YOU ENTER THIS DILAPIDATED MANSION, CONSIDER DOING 
THE FOLLOWING: 


@ Have a Bortte Fittep with Bue PoTion, Fairy TEARS, OR A 
Fairy. 





@ Have THe Hero's Bow within EASY Access. 





@ Carry THE CiAWSHOT As YOUR MAIN © ITEM. 






> The initial hallway has 
fallen into disrepair. There's a 
massive hole in the roof, and ice 
is coating the floor. Check the 
alcoves near you; there’s some 
armor that wobbles when you 
strike it. Perhaps it will shatter 
with’stronger force... 


< You enter a once- 
grand chamber with 
a female Yeti sitting 
by the fire. Go over 
» and talk to her; this 
} is Yeta, wife of Yeto. 
= She knows you want 
+f to look at the mirror. After she obtained it, monsters have 
oh” 














appeared, so they keep it locked on the third floor. She gives 
you a marked map to help you find it. She also unlocks the 


Transform into your wolf form, door to the kitchen. 


and trot to the chamber's middle. 


A waving lantern announces the 


















arrival of an Imp Poe. Switch on 
your sense view and leap at it, or use years and 
Midna’s area attack. Then claim its soul. if 
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Sy meds Sometime She isn’t her old s 
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cH her time resting near the fire and ea 


prepared by Yeto. 


























You'GOT THE =Map OF 


‘A ‘es THE MANSION! 
SO 


to enter the mansion’s 
expansive kitchen. Yeto is 
busily preparing a giant 
cauldron full of fish and 
other ingredients. He tells 
you the soup’s for Yeta, 
but you can have a taste. Head there and check out the room. 


<< There is a pantry area 
to the south. Run around 
the shelving and locate 
the pottery at the far 

» end. One of the pots is 
shaking, and you know 
what that means! Your 
friend from the skies has arrived. Pick up Ooccoo. 


20 o8 
F Ooccoo i ) 
You REUNITED WITH 
Ooccoo! 
Is 
S 
5 





" U N = <a 
CHAMBER 5, 


> Exit the kitchen via the 
north door, and enter a cold 
storage room, complete with 
a gate that's sealed you in. 
To move the gate, you must 
place a heavy object on the 
floor switch to keep the gate open. 






Don’t TOUCH THE CRATE OR THE MIDDLE FLOOR 
N, SWITCH, WHICH ARE ENCASED IN ICE, AS YOU'LL 
__ BE FROZEN FOR A COUPLE OF SECONDS. 
— = 3, THAW THEM OUT LATER IN YOUR 


SZ WWM ADVENTURE. 








5; Cop STORAG GE CRATE Room) ¥ 




















idk Portery PULVERI ZING 
Yeto doesn't allow sharp blades 
other than the ones he yields in 
his kitchen, so you must smash 
any pottery by picking it up. 
The few Rupees aren't peer 
your time. 


<< With Ooccoo in your 
inventory, check out 

the chef’s concoction, 
Climb the crates in 

» front of the cauldron 







into the bubbling broth. 


¢ og 
= “f° The broth restores only two 
if Simpte Soup a ee 
Hearts! Of course, Yeto is still 
You put SimpLe Soup 
IN your Botte! Ir 


. ! working on the ingredients 
k SMELLS LIKE FISH PROD and consistency. 
mh 
io: 


20 3) 









ALTHOUGH THIS SOUP 1S LOW ON ENERGIZING 
PROPERTIES, THERE'S AN INFINITE AMOUNT TO 
DRINK. IF YOU NEED. ENERGY, COME BACK 
HERE, DIP YOUR Bore AND SWIG. 


&. THERE'S ANOTHER REASON FOR BOTTLING SOME 

), SOUP—THERE ARE NO HEARTS IN THIS MANSION 

TO REFILL YOUR ENERGY. THOSE YETIS NEED TO 
REKINDLE THEIR LOVE! 

















A You must shove a crate over the floor switch to unlock the 
gate and door. Start by pushing this crate in the southeast 


corner, across to the southwest area. 


= 
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Loonie the Deihoom May Cts Attar) 










it touches the 
ice-encased crate. 
Stand behind the 
same.crate and 
push it south. 
Then run and 

% push the crate 
west one space 
so it hits the first 
crate. Now you can push the crate one more time south, 
onto the floor switch. Exit via the door in the southeast 
corner, 


CHAMBER, 6; WESTERN 
~ WALLED COURTYARD 









< Step out into a 
confined passage 
with an ice block 
in front of you. 

» The only area of 
interest is a low 
arch to your side. 
Transform into the wolf so you can dig under this wall. 





CHAMBER 7; CENTRAL 
OuTER COURTYARD 


== 


> On the other 
side of this dig spot 
is a three-level 

3 outer courtyard. 
For now, stay in 
wolf form and 
tackle two White 
Wolfoses. Then, another appears; target and defeat them, 
and don't touch the wall of ice blocks on the right side. 








di THERE'S DEEP SNOW IN THIS CHAMBER'S 

. SOUTH AND NORTH. AVOID TRUDGING 

Fa) THROUGH HERE AND ATTACKING FROM HERE 
exp, 'F POSSIBLE, AS YOUR MOVEMENT IS 


a 
DUET SEVERELY SLOWED. 
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corner across so — 








Treasure Chest: With all the 
White Wolfoses defeated, check 
the southern area, near the wall, to 


find a small chest. 29 
® Open it to claim f TREASURE J) 
a 











HEST #1: 


your Rupee prize. Reo Rupee 
(20) “h 
po 6: ‘} 
> Treasure Chest; There's another (* oe eo =a 
treasure chest in this area; it’s half- = , 
buried and not immediately visible, i 
e 


so dig around it until you uncover a 
= 
one 


















it. The reward is worth your time. 
Then exit via the door you can oO 
unlock, into the next part of the 

courtyard passage. 


E 2 © 
Z 2 a hy 
° TREASURE | SMALL Key 
Cust #2: You Got A SMALL Key! THis 
OPENS A LOCKED DOOR, BUT 
| SMALL KEY ONLY IN THIS AREA. 
SO os = 


6G 





n 


CHAMBER, 6; 1s RETURN TO 
WESTERN WALLED COURTYARD 


PASSAGE 


Mini teeeaareal 


‘Threat Meter As you enter this long 
meee || passage, watch the icy 
ground; you can’t make agile moves here. Be sure to 

block with your shield, and then try to engage two 
Mini Freezards who bounce around and can encase 
you in ice when they strike you. This 
isn't very damaging (you lose less 
than one Heart energy), but you are 
exposed during this time. 

It’s best to crush them with a Ball 
and Chain, but unfortunately, you 
don't have this weapon yet, so make 
do with a sword strike, then block, 
and a second to finish. Multiple 
Mini Freezards are a problem, as 








Without a Ball and Chain, 
defeating the slippery Mini 
Freezards is a mixture of shield- 
blocking and quick sword strikes. 


they can bounce around and behind you, so stick to defeating one at a 
time, and strike them so they ricochet into a wall that's far from you; if 
you don't, you'll be frozen after a quick bounce back, as shown! 





door, into a frozen chamber containing 


three Mini Freez Block them © 

and strike one at a time so you aren't 
overwhelmed. After you defeat them all, 
a gate sealing the door in the northwest 


corner slides open. Enter it. 


> You enter a square-shaped chamber 
with a window in the south wall. You 
can see the chest Yeta was talking about! 
Race to the door, but be warned: it 
shuts tight with a barred gatesand two 
icy threats materialize. These are the 
fying Chilfoses, whose spears have 


shattered many an adventurer's destiny! 


A Treasure Chest: With all the Chilfos 
threats abated, the gate opens, and you can 
move south, to the room that contains the 
key to the Twilight Mirror. Open the chest 
there. The key is distinctly 2 2 
different than your usual 

—it’s orange 












ER 3: 1sy RETURN TO 
Yeta’s HEARTH) 
<< Leave the kitchen and return to 


Yeta. Since you haven't found the key, 
she marks another chamber, in the 
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~< Midna appears 
and isn’t very happy! 
Yeta must have 


northernmost part of the mansion, for 

» you to explore. Exit via the door in the 
) rooms northeast corner. 

) chests mixed up. You 


Bee as CHAMBER 7: 1s7 RETURN TO 
to Yeta, so exit via the door to the south, back to the CENTRAL OUTER COURTYARD 


Cold Storage Crate Room. There’s another entrance 
in the chamber's northwest corner, on the second 
floor, but you can't reach it yet; a crate is blocking 
your way on the upper ledge. Drop down and exit yia 
the unlocked door to the south. 













gotten her treasure 


> You appear on the side of the —e - 
outer courtyard opposite the one you 





were on during your first foray here. 
However, the enemies are still the 
same; there are two White Wolfoses 
@ru IAMBER 4 ley 4 that jump at you, and another then 
CHAM (BER Ay Isr appears. Take your time defeating 
RETURN TO KintCHEN them all, and stay on the shallow snowy areas so you aren't bogged down. 


resend 
‘Threat Meter After you dispatch the 
has | White Wolfoses, head to the 
courtyard’s northern section. A large Freezard stands in 
front of a door. He shoots out a freezing breath that saps 
energy and freezes you. Defeating this monster requires 
P P quick targeting with the Ball and Chain or some other 
Yeto is still preparing his soup, so head over to him. He thick round object to smash into him. Retreat from him for the moment. 
Sees you have a pumpkin and gladly grabs it from you to fn wei 

add to his broth! 


























they're aggressive with their 
freezing breath, allowing others to 
strike you while you're immobile, 







< Treasure Chest: Thoroughly check 
the ground in this area, as there’s 
a chest hidden in the snow in the 
courtyard’s northeast area. Dig it out. 


= » It contains 2 all Ki Cc se t 
A Before you leave, pumpkinless, you might as well taste Soa uie ena ees yourcan use to 





5 en the door to your right. However, 
the new soup. Climb onto the boxes near the cauldron, H zh : \ 


eo E: : © -esist the temptation for the moment. 
a 4. then dip your Bottle P 
S Goop Soup Ms ¢ 


» er coat Cx) es geo 
vou rig Gocu Sour in. This is the Good ae Q aR Snes 
1 F | 
| @ iypeebome: Ir.) Soup, whichtestores Cuesr #4: F You cor \ SMALL Key! Tus 





SMELLS SWEET, LIKE 


four Hearts. Zl r WILL OPEN A LOCKED DOOR, BUT 
J SMALL KEY ONLY IN THIS AREA b 
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PUMPKINS. 


















} < Inspect the rest of — 

_ the chamber. In the 
“middle of the chamber 
isa cannon, but it's 
usel€ss without a 
projectile. To the right 
is a locked door with 
an iron holder next to it. You can use the Small Key to unlock 
it, but for the moment, hop through the open window in this 
chamber'’s northeast corner. 


CHAMBER 11; CONNECIING 
PASSAGE 





> Clamber over the 
windowsill to enter a 
tiny, square-shaped 
chamber with only one 
exit—the door ahead of 
you. Open it and enter 
the mansion’s armory. 


CHAMBER 12: THE ARMORY 
< The armory is a 





treacherous place to 
roam, as there’s around 
seven Mini Freezards 

» you must dispatch one 
at a time. Also, the 
entire floor is icy, so 





Keep your running to a minimum. Defeat the bouncing Mini 
Freezards in the initial icy portion of this room, and then 
carefully walk forward, avoiding the ice blocks, which can 
freeze you. 


<< In front of you is a 
heavy iron cannonball. 
Pick it up; you'll need it 
momentarily. Turn and 










head north, around the 
shelves of weapons, and 
face left. Another Mini 
Freezard is heading your way, so drop the cannonball, bring 

out your sword, and defeat him and the others in this vicinity. 











INSTEAD OF PLACING THE CANNONBALL DOWN, YOU 
) CAN THROW IT (1F You’RE MOVING). IF YOUR AIM 
5 1S TRUE, IT CAN SMASH A Mini FREEZARD. 


q CANNONBALLS APPEAR AS RED DOTS ON YOUR IN- 
}} GAME Map. IF YOU CAN’T FIND A CANNONBALL, 
Y. (CHECK YOUR MAP FOR THE NEAREST ONE. 


TG é x 
Se Re pres oe aS j 
> Continue winding — | 
, ISENCOUNTERED: 








m4 


around this‘armory Niwa 


until yotwreach the <- 
room's northeast,corner. | 
There's a cannon hete. © 
Ensure you've defeated 

all nearby Mini : : 
Freezards, and inspect the faded parchment on the wall. It ~ re 
reads: “Insert...iron...continue...put in...explosion..launch? ~ 






















TIFITIIL 9 | 


A This clue is easily understandable; you need explosives to 
fire the cannon, so try it out! Leave the cannon where it is, and 
place the cannonball inside. Step onto the wooden plate and 
then place (don’t throw) a single bomb (or Water Bomb) into 
the cannon’s hole. 


< Treasure Chest: 
The cannon blasts the 
ball across the armory, 
and an icy block in 

& the northwest corner 
explodes. Check out this 
» newly accessible area 
to find a treasure chest next to the cannonball. Break open the 
chest, then carry the ball back to the cannon. 


a 
Firs 5 

Cuesr #5: P 
A Bomes (5) 


» Place the cannonball 
inside the cannon, then 
turn the cannon to face 
south. There's a line 





> og 
7 9 


L 


Bomes Mi 


You Got Bomes (5)! 
a 
OG 








of ice blocks you can 
shatter. This creates a 
pathway leading south, 
all the way to the exit door. 





. THERE ARE ADDITIONAL ICE BLOCKS THAT ARE STILL 
INTACT IN THE ARMORY. DON’T WORRY ABOUT 
THEM OR THE ITEMS BEHIND THEM; YOU CAN 
RETURN TO SHATTER THESE LATER. 
















Drawing Roo) 
nter the next 
aber. This 
tricky room 

‘to negotiate, so 

carefully step to the 
eft; and onto this. ° 
wooden piece. Stop 
at the edge, and deliver a blow to two Ice Keese. 


> Stay facing 
south, and you'll 
see a Mini Freezard 
blocking your path. 
Knock the Mini 
Freezard back with 
your Clawshot; 

he slides off into a'second Mini Freezard, and both drop 
into the murkiness below. Now run and jump over to 
where the Mini Freezard was, and slide between these two 
| pillars. Then stop! 




































THERE ARE NUMEROUS SLIDES, SLOPES, AND ICY PATCHES IN 
THIS ROOM, AND ALL OF THEM CAUSE YOU TO 
Mm, PLUMMET DOWN INTO THE DARKNESS BELOW. 
y Move SLOWLY AND ON AN EXACT PATH TO 
AVOID THIS EMBARRASSING TEMPORARY 


< Be incredibly 
careful now. Turn 
and face west. 
Position yourself 
and jump to this 
jutting wooden 
beam. Then turn 
west again and leap to another beam. These beams don’t 
have ice and aren't sloping. 


> Treasure 
Chests: Now turn 
right and walk 
toward the small 
treasure chest at the 
edge of the beam 


you're on. Ransack . 4 

the chest for a red Rupee (20),thenturn = = 

left and walk carefully to the sturdier floor Q TREASURE 
Cuesr #6: 


}) in the room’ southwest corner. Inspect Rev Rupee 
p), this second chest for the Compass. 4 (20) } 
a SO or 





PRIMACOTH 
















2 
2 + = 
Compass ] 
You Got THE Compass! THis 


aig 
“HANDY TOOL WILL SHOW YOU 


a 
+ peas Sais 
Oba Oe 
Y TREASURE ‘}) 
Cuest #7:" 
ef Compass 
{ | WHERE TO FIND OBJECTS HIDDEN 
a oy, lo, 
o or) th. “h 


IN THIS DUNGEON. A 


> Now turn north and locate 
the Clawshot medallion next to 
the exit door. Propel yourself 
back here, and enter the armory, 
and head back to the Outer 
Courtyard. 


CHAMBER 12: Ist RETURN 
TO ARMORY, TO CHAMBER 1)1) 
(1sr RETURN TO CONNECTING 
PassaGe) To CHAMBER 7 (2ND 
RETURN TO CENTRAL OuTER, 

COURTYARD) 











<< With the Compass and the 
knowledge of how to fire a 
cannon, you can now unlock 
the door to the Eastern Walled 
® Courtyard Passage. 





CHAMBER 142 EASTERN WALLED 


<< Once inside this chamber, grab 
one of the three cannonballs lying 
@ here and placing it on the iron 
scooped holder. Before placing the 
cannonball, you must tug the lever 
) so the holder is down. 





/, 

CENTRAL OuTER COURTYARD 
> Exit via the same 
door you came in 
from, and inspect 
the lever next to it. 
Tug on it so the ball 
holder descends, and 
the cannonball rolls 
out and stops in the 
holder. Grab the ball, 
and ferry it over to the cannon in the middle of this chamber. It’s time to 
crack some ice! 








Gaia) 
\  Creseoamcnt 
ENCOUNTERED: 






A Slot the ball back into the cannon, then rotate the entire - 
device so that it’s pointing north. Drop the bomb into the 
cannonyand watch as thé ball flies across the courtyard and. 
straight into the Freezard! It shatters, leaving only a Mini . 
Freezard to contend with. Now head north and open the door. 


_ You're hopefully near the key! 
. uy ‘ 5 
zs Keep the cannon facing satis and drop the cannonball CHAMBER 1532 JA Ja IL, Oo 
into the cannon. Drop a bomb into the cannon and watch as 
the ball blasts through an ice block to the south. Behind it is DARKH HAMN Uva! ER, 
a chest, with more bombs inside. Claim them, then take the ( winlitd 
ball and put it back into the cannon. 


f 











































> 2 
oe. = Bonne % You run to the chamber’s forth end, and Gilden the door ahead 
sel shuts and seals! You listen as the clanking of chains announces the 


ime ts) You cot Bomss (5)! arrival of a huge armored knight swinging a deadly Ball and Chain. 
4 ‘f : He smashes a suit of armor and aims for you next! 


Da 









‘Threat Meter 
ceapeappecten 
Step 1: Darkhammer isn’t carrying a hammer, but he is 
incredibly dangerous. You have two different options to 
try. The first is to immediately switch to your Clawshot, 
and aim at one of the medallions behind and above 
Darkhammer before he strikes you. Be sure to aim at a 


medallion, or you won't be able to hang off the ceiling. Step 3: Be patient, as rushing in only saps your energy 
When you achieve this, drop down when Darkhammer's completely. As Darkhammer advances, roll under his 
back is to you, or after he throws the Ball and Chain, and —_totating Ball and Chain, and when he’ close to you, he 
slash him. attempts to throw the Ball and Chain. Roll out of the way. 


It is at this point that he’s prone to your sword. 


Step 2: If you can’t use 
he Clawshot, step inside 
Darkhammer's Ball and 
Chain whirls for the 
moment. Here you'll see 
he's almost completely Step 4: Run say behind him, and @ target his tail. 
armored except for an exposed tail. Use this knowledge to Then bring the full force of your sword down onto that 
your advantage. exposed scaly hide. Try a spin and two slashes, then back 
up before the Ball and Chain strikes you again. Then 
repeat either Step 1 or Step 2, and then Steps 3 and 4 two 
more times until Darkhammer loses all his energy. 


























used to smash objects and enemies that 
are in your way. The first is whirling it around your 
in this viewpoint. ‘The way ya tip the Wii Remote 






When Darkhammer has had enough, he 
staggers and collapses, disappearing in a puff 
-of black smoke. Fortunately, he leaves his” 
weapon behind. Quickly run over and take 


your newest piece of equipment: the Ball and 


Chain! 
BALL AND CHAIN be 
You Got THE BALL AND 


ce} 
Cxain! Set it To © 












Watch out; you're prone after the throw, before 

you gather the Ball and Chain back up again, This 

technique is great for hitting enemies at range and 
smashing ice blocks. 







eC) AND'SWING TO CAUSE 
NB GREAT DAMAGE.._ eV, 





Ny Unuize THE Bau AND CHAIN IN YOUR ¢P SETUP. PLACE THE BALL AND 

) CHAIN AT 92, AND THE Hero's Bow (with BomB ARROWS) PLUS THE 

CtawsHor AT 4? AND SP RESPECTIVELY. YOU'RE NOW READY FOR 
ANYTHING. 











CHAMBER, 16; JAILER’S Room! 


< Treasure Chest: Enter the room 
to the north via the now-unsealed 
door. Inside is a wall of ice, two suits 
of armor, and a bookcase. Bash the 
armor, then whirl and smack a Bubble 
)) that appears from the armor. Then 
disintegrate the ice wall, the table, and 
all other scenery, until only the chest survives. Open it up. The key is certain 
to be... 








> ..mot in here! 
Yeta has stored 
some Ordon Goat 
Cheese in here 
instead. Midna 
appears and takes 
the news well. 
Time to retrace 


your steps. 
<f a 
TREASURE 
f CHest a 
RDON GOAT 
-_ cms sb 


ORvON Goat CHEESE 


S 
You Got THE ORDON Goat 


”) Crseese! THIS CHEESE IS MADE 


GOATS. 2 
D 



































CENTRAL COURTYARD 


= < Head south, 
back through the 
jail to the Central 
Outer Courtyard. 
: You can now begin 
= destroying the ice 
barricades throughout this area, giving you easy access 
between the mansion’s west and east wings. 


> Treasure Chest: 
Before you head 
back to Yeta, you 
can visit the armory 
again and smash the 
ice block along the 
east wall. There’s a chest behind here 
that contains a red Rupee (20). 











” TREASURE % 

Cnest #10: 

qn Rupee 
jos 4 








> Return to Yeta’s 
Hearth. She is puzzled 
that you received Ordon 
Goat Cheese instead of a 
key. Perhaps her husband 
moved it? Whatever the 
case, return to the kitchen 
in a moment; first there’s some searching to do in the entrance 
chamber. Head south. 
CHAMBER 


=e 


1; Isr RETURN TO 


LAs! 


DiaPipATED HAtLway 


< Return to the 
mansion’s entrance, and 
search the southern 
passage, where the eight 

» suits of armor stand. They 
can now be destroyed, so 
begin demolition with 
your Ball and Chain. The northeastern suit has a Bubble behind 
it; smash it! There’s an orange Rupee (100) in the debris. 





< Treasure Chest: One 
of the eastern suits of 
armor, when struck twice, 
crumples away to reveal 

a chest. Inside is a red 

) Rupee (20). Grab it and 

™ continue your smashing. 


9 on 
” TREASURE j 
Cnest #11: 
Rep Rupee 
, (20) 
Se il 
20 oe 


Poe Soul #47 


Now turn and smash the 
armor on the corridor’s 





es 
“> S 


western side, and keep’ 
pummeling the pile of 





remains until an Imp Poe 
appears from the debris. Transform into a wolf and 
defeat this Imp Poe now. 


2 
( j Por Sout t 
You Got THE Poe's Sout! 
@) Couect one FROM Exc Poe You 
DEFEAT. Por Sout #47 oF 60. 4 
{ fos =) 
re PO Ga 
BO 













A Treasure Chest: You should be almost 
cleared up here, so smash the northwest suit 


5 q 
f TREASURE "| 
Cnest #12: 
YeLLow 
4 Rupee (10) 4 
a 
PO Oa 


SMASH EACH SUIT OF ARMOR WITH YOUR BALL 
AND CHAIN UNTIL IT DISINTEGRATES, AS THERE 
1S AN ORANGE Rupee (100) IN ONE OF THE 
SUITS. THIS IS MORE ENTICING THAN THE 


of armor twice, and locate the chest behind 
here. Inside is a small reward. 






(2S cuests! 
CHAMBER 3: 3RD RETURN 


TO YETA’S HEARTH TO 
CHAMBER 4 (2ND RETURN 
To KircHEN) 





A You must discover where this key is, and Yeta suggests you. 
meet Yeto. He takes the Ordon Goat Cheese from you and 
adds this to the bubbling brew and lets you scoop as many 
Bottles of it as you wish. This is Superb Soup, which acts in 
the same way as a Red Potion, restoring eight Hearts, Return 


to claim more whenever necessary. 


oBg og BS 
7, 1 . a 
r Supers Sour I 4 
You Put SUPERB 3 
Soup In your Bortte! iy 
IT SMELLS DELICIOUSLY 
6 CHEESY! ) 
4 CHEESY! 
20 oc 





~ 





(GHARACTERS 
eer eet 
JENCOUNTERED 


HAMBER 32 47H Reepones 
TO) YETA’S) HEAR 


ad back from the kitchen and 
into Yeta’s Hearth. She suddenly 
remembers that the key must be in the 
northeastern chamber, on the second 
floor. She opens the door in the eastern 
wall to let you through. 














CHAMBER 17; (1F) FREEZARD 
PENS AND Atcove 


} Open the door to the east and enter 
the first floor of the Freezard Pens. 
Ahead, you can seea Freezard ina large / 
circular pen, unable to escape. Ignore 
| him for now and face north. There's a 

) door with a cannonball holder. Open 
the door. 


CHAMBER 14 Isr RETURN 
TO EASTERN WALLED 





COURTYARD PASSAGE 


) < Enter the walled courtyard area 

where you picked up a cannonball. 

Ahead is the crate you couldn't shift 

} earlier. Push it so it drops into the 

» sloping ground below. Then run north, 

), pick up the nearest cannonball, and 

© bring it back to the door. Pull the lever, 
place the cannonball on the holder, and head back into the Freezard Pens. 

}| Turn and press the lever again, and grab the cannonball. Place it on the floor. 


CHAMBER 1:7; (1F To 2F) 


: Isr RETURN TO FREEZARD 
| PENS AND ALcove 


| > Ahead of you isa large cage, and 
inside is a Freezard. Watch as the 
Freezard breathes an icy blast left and 
right. When he is turning away from 
you, quickly run up, turn westward, aim 








through the gap in the cage, and smash 
him twice with your Ball and Chain. 


> Run to this 















chamber’s second 
floor, and you'll 
encounter another 






Freezard breathing 
his freezing plume. 
Wait until he turns completely to the right, then 
run onto the small ledge opposite the open part of 
the cage. Back up so you aren't caught by the blast 
as he turns right to left; then run to the opening and 
smash him twice before he turns back toward you. 


< With only Mini 
Freezards bouncing 
about in the cage 
now, you can smash 
them up for Rupees 
(use the Clawshot 
to grab the Rupees), or leave them be. Return down 





the slope for the cannonball, and bring it up to the 
second floor, Deposit it next to a wall of ice, then 
smash the ice with your Ball and Chain, revealing a 
cannon in a turret alcove. 





A Quickly switch to your sword and slash the two 
Ice Keese that swoop in from the alcove. Pick up 
the cannonball, place it in the cannon, and turn the 
cannon to face west. Don't fire it yet; a couple of 
metal crates block the trajectory path. 





A Instead, move into the adjacent room, which has 
a red carpet and a locked door. Check the floor. The 
section in the southeast corner looks unstable. Place 
a bomb on the cracked floor and it splinters, creating 











RETURN TO Bortomues s Pir 
STORAGE Room 


< Treasure Chest: Drop 
through this hole; it leads back 
to the second chamber you 
encountered in this mansion. 
You're on the other side and can 
easily walk to the chest. Open 
it, take the Piece of Heart, and 
then use your Clawshot to return to the second floor. 


( ° TREASURE * i - 
Fi wh bi You Got A Piece OF ee] 
mh oer 
A oe, oF Heart #31 oF 45. ~ bes 
CHamBer. 17; (2F) a 
RETURN TO FREEZARD Pen 
AND ALCOVE 


<_ Return to the alcove area 
and the red carpet. There's still 
no way to open the locked door 
yet, so move north, past the 

. fm cannon, and open the door in 

= > the north wall. 


Cwamper, 13: (2F) Isr 
RETURN TO DiLAPIDATED 
DRAWING Room 


> Open the door and step into 
the upper floor overlooking 

the dilapidated drawing room 
downstairs, where you found 
the Compass. Immediately run 
across the wooden floor and 
slice into a Chilfos. You can 
use your sword and spin attack, sending it flying off the side into the 
bottomless pit below. Or, you can smash it with your Ball and Chain. 


CSS Miametns 00) 


1. BALL AND CHAIN BASHING 

Now that you have the Ball and Chain, you can smash almost any 
piece of scenery, such as tables, chairs, sofas, and barrels. Although 
fun, only barrels ever contain anything, usually Rupees (like the 
yellow Rupee (10) in this barrel). Bash through every room in the 
mansion if you must destroy everything in sight! 





Piece oF HEART 




















Camper 2; (2F 10 1P) Isr 











eaveverede, 
2ee, 


vs ‘ . 
A Look across the room to see’a chest on the 
north ledge. In the middle of the ceiling is a metal 
chandelier; use this to reach the ledge, Bring out your 
Ball and Chain, and smash the ice block on the left 
wall; this reveals a Clawshot medallion. Now strike the 
chandelier. As soon as it begins to swing, quickly put 
your Ball and Chain away, and wait for it to swing near 
you. Then leap onto the chandelier, and hop off onto 
the ledge. 


IF YOU DON'T HAVE ENOUGH MOMENTUM, THE 
CHANDELIER SLOWS AND YOU MISS THE 
yumP. MAKE SURE THIS IS SWINGING 

\ VIGOROUSLY BEFORE YOU LEAP ON, AND 
LEAP OFF AS QUICKLY AS POSSIBLE. IF 
YOU'RE STUCK, CLAWSHOT TO THE 
MEDALLION YOU JUST UNCOVERED. 


Frac] a You Got A SMALL Key! = 
{= oh a oa | 
0) Gh 

CHAMBER 17: (2F) 
3RD RETURN TO 

FREEZARD PENS) AND 
ALCOVE, E, TO CHAMBER, 
A ((2E] 2np Return 70 
DiwaPipaTeD HALLway ay) 








Smatt Key 


> Use the 
Clawshot 
medallion 

to reach the 
wooden ledge 
on the opposite 
side, and exit 
back to the Freezard Pens and Alcove. Now run to the 
area with the locked door and the hole you just made 
in the floor. Open the locked door, and step back into 
the first chamber you visited. This time, you're on 

the second floor. Smash the ice block to your right to 
reveal a Clawshot medallion. Then fire a Bomb Arrow 





at the Chilfos across the way. 


adses 
































S ecaitt > ys ken REcerTion Room 
Yi, DOWN TO THE FIRST FLOOR. << Use the Clawshot to return to 
the second floor, then cross to the 
door the Chilfos was guarding. 

It leads to a room completely 
encased in ice. Immediately bring 
out your Ball and Chain} as there 
» are eight Mini Freezards heading 
your way. Whirl attack, keeping your weapon twirling close to you, then 
advance slowly while holding @). Keep this up until you shatter all the 
Mini Freezards. 


r Pos Soules 


Move toward the ice wall on the room's 
west side. An Imp Poe floats out before 
you can smash the ice, so transform 
into the wolf and snag his soul before he 
floats back behind the ice. 


























A Treasure Chest: Although you can smash a Ball and 
Chain into the chandelier and cross to where the Chilfos 
was standing, you should instead leap to the first swinging 
‘chandelier and face south. There's a second and third 
chandelier, with a chest on a high ledge at the opposite end. 
Bash the first chandelier twice, leap on quickly, then bash 
the second twice, leap onto that, then off it and grab the mo og, 
ledge the chest is on. The prize is worth effort! TE PorSout + 


You GOT THE Poe's Sout! 
j Coutect ONE FROM EACH Por you 
My, Remember To @ TARGET EACH CHANDELIER k DEFEAT! POE Sout #48 oF 60. 
AND MAKE QUICK BALL-AND-CHAIN ¢ os 


S 
THROWS AFTER ONE ROTATION. BE a } 
quick! ©O [orn 


oo 2 2 280 
PT akeune® f Piece or HEART 1 ¥ 
Criest #15: You Gor A Piece OF Heart! 
Pitceor CoLtect 4 PIECES TO FORM A, 
{ Hearr 32 b q NeW HEART CONTAINER, PIECE b 
Se & 6 or Heart #32 oF 45. eV, 
o 3 DO Om 









ol 






THERE'S A LOCKED DOOR IN THE EAST WALL OF THIS ROOM. 
] REMEMBER THIS FOR LATER! 


Crate Room 


< While in the reception room, 
you can smash the rest of the ice 
at the alcove, but there's only Ice 
Keese to defeat. Instead, turn and 
exit via the north door, back into 
the Cold Storage Crate Room. 
Now you can shove the metal 





crate along the ledge and down to 
the ground. This allows you access A Time to solve another sliding puzzle! 
into the room from all floors. 


I@Pescend to the first floor, and smash the ice from the metal crate and middle floor switch. pushing this crate from the north to the 


south, 





You need move only two crates: Start by 


Opa tt 
WAL 

TYARD) PASSAGE 
< You emerge onthe battlement 
“outside and above the courtyard 
passage. Quickly aim your Hero's - 
Bow at a Chilfos, striking it twice 
with Bomb Arrows. Do the same 
‘with two more Chilfos in the 
chamber'’s northwestern corner. 





=e. 














A Now run to the south, face north, and shove 
this crate up the middle of the puzzle so it passes 
over the middle floor switch. 







































You CAN DROP DOWN FROM THIS AREA'S SOUTHWESTERN 
| SECTION AND SMASH THE ICE BLOCK SO YOU DON’T HAVE TO 
) TUNNEL BETWEEN CHAMBERS 6 AND 7. 


> If you don’t have long-range 
capabilities, run along the top of the 
broken wall and smash both Chilfos 
with a whirling Ball and Chain. 





A Now shove the first crate west and then north, 
so it's sitting adjacent to the middle floor switch. 
> There's a cannon overlooking the 
courtyard, above the cannon you 
used to reach Darkhammer's jail, 
but you can’t reach it yet. Instead, 
walk to the top of the broken wall 
to where the two Chilfos were 
standing. Your way onward is tricky 
to find; look north through the ruined wall, into the room beyond: there’s a 
Clawshot medallion you can aim at! 


A Bum to the wee that’s ihe farthest issih in the CHAMBER 1) 9: (2F) THE 
rele and as cece seunddeane’’s Gray Room, 10 CHAMBER, 9 
((2F to 1F] 1s RETURN TO THE 


Empty Stupy) 





s 


< Treasure Chest: You land ina 
stone chamber. Leave immediately 
via the only door. This leads you 
into the room where you first 
fought two Chilfos, shortly before 
you discovered your Pumpkin 
prize. Begin by smashing the ice 
on the wall to reveal a Clawshot medallion (so you can return here if you 
fall). Then smash some barrels for Rupees. When you're finished, bash a 
chandelier, leap onto it, and turn south. Bash a second chandelier, leap 
to that, and across to the ledge opposite. This holds some destructible 





A Finally, face north and push the crate against 
the one adjacent to the floor switch. It lands on the 
switch, unlocking a door on the second floor. Climb 
onto the crate you pushed off the second floor 
ledge, and exit through this newly unlocked door. 





furniture and a small chest. 
Treasure J) Suan Z ae p 
Crest #16: You cot A SMAUL Key! THis _ 
WILL OPEN A LOCKED, DOOR) BUT 4 Sa 
SMALL Key { ONLY IN THIS AREA. > b i Ee 
eo 






























i 2b) 
RETURN 10) Col STORAGE 
GRATE Room, to CHAMBER: 
118 (ley Recerts on Room) 


> fake the door on 
the'south wall back to 
q this Cold Storage Crate 
Room. Climb the crates 
in the southeast corner, 
and run across the icy 
ledge, back to the Icy 
Reception Room, 


<< The gaggle of Mini 
Freezards have returned. 
Break out the Ball and 
Chain again and defeat 

» them all. When you're 

) done, slide to the eastern 
» wall and unlock the door. 


CHAMBER 20: FREEZARD 
LAIR To CHAMBER 117 (2F’ 


Lao ASS 


47H) RETURN TO FREEZARD 
PENS AND Atcove) 


> The next room houses 
two large Freezards. Run 4 
toward them until they 
begin spraying their icy 
breath, then back up. 
‘The Freezards spray ina 












circular motion, so dash 
in when they turn away from you, and bash them with two Ball- 
and-Chain strikes. Tackle them one at a time, as Mini Freezards 
are created after you shatter each Freezard. Then bash any 
barrels for some Rupees. 













Now you know why 

this chamber is known 

as Chilfos Chapel. Just 
pray you can emerge 

E victorious! 








> Move to the chamber's 
eastern section and inspect the 
two metal crates. Push them 
from this direction, and they 
fall into the Freezard Pens! You 
can now easily access the pens 
and the Freezard Lair, whichis perfect, as you require a eanronball 






and can easily carry the cannonball up to the second floor without 
being frozen. Head to the alcove where you placed a cannonball 
earlier, turn it to face west, and fire! 








), IF YOU HAVEN'T PREPPED THIS CANNON YET, HEAD TO 
} CHAMBER 14 ON THE FIRST FLOOR AND GRAB A 


Gh CANNONBALL, THEN FERRY IT TO THIS CANNON. 


Cran 
TO CENTRAL Qu TER R: COURTYARD 


MBER. 7; (2F) 5a) RETURN 










where it landed, and slot it into 
the holder next to the north door. 
Open the door, and head onto the 
§ ledge above the Central Outer 

@ Courtyard. You're now in the 
same place as the cannon. Turn and pull the lever so the cannonball 
rolls out. Also, smash the ice on the wall to expose a Clawshot 
medallion (useful if you wish to return here from the lower ground). 


> Run with the cannonball 

to the cannon on the circular 
ledge, and deposit the ball into 

it. Place a bomb into the cannon, 
and watch as the ball smashes 
the Freezard, allowing you to 
continue on your way. Now drop 
down, enter rotate the cannon to 
face the northeast, enter through 
the door to Chamber 14, and 
climb the ladder. At the top, block 1 ‘S 
with your shield, then use the Ball a 
and Chain to crush the remaining Mini Freezards. Open the door 
on the east wall. 









A As you enter the chapel, the doors seal, and a total of six Chilfos 
welcome you. Draw your sword and begin to advance; there's some 


OOF Fo 


5 
oe ene 
NCOUNTERED. 




















try a leaping strike followed by a spin attack; the spin is excellent for damaging 
multiple foes. Concentrate on one Chilfos ata time, and eventually, with some 
rolling, shielding, and a little luck, you'll prevail. 


<< Once you've smashed the final Chilfos ~ 
into pieces, the doors unlock and you're _ 
free to move about the chapel: The pews 
can be hit, but nothing is in them. Enter 

» the chapel’s north section and open the 


2 E 2 
G treasure) | O° “BeDRoom Key 
Cuest #17: You Gort THE BEDROOM Key! 
SoRROON ft, 4 THis WILL LET YOU ACCESS THE unlock Yeta’s tower bedroom. In fact, she 
, Key 4g BEDROON TPN IEOUSES THE meets you on the curved stone balcony that 
i Ms MIRROR SHARD. ol, 
PO O@ 20 (ozs 


leads to her room. Follow her here, and 





A Finally! This metal key is designed to 


unlock the door, 






Boss Battie! Twiurr Ice MAss Buizzera. 


‘Tivillis les Mass Blizasta 








be > a, 
Yeta leads you into her bedroom and waddles over to the Mirror Shard. She looks 
, at the mirror lovingly. The room darkens. “NOT TAKE MIRROR” she growls, and 
THeeAE Meter transforms into a terrifying ice mass; behold Blizzeta! 


mes | | 








Step 1: Blizzeta can control the element of ice. She encases Step 2: As you strike her, her ice casing gets progressively 
herself in a giant ice-doll sculpture. She slides toward you; smaller, and she sheds a load of Mini Freezards; whirl 
bash her back with the Ball and Chain. your Ball and Chain to deflect them. Continue this style 


of attack until all the ice layers fall away and you see 
Blizzeta. 


























f Step 3: Blizzeta wiggles and floats upward, creating an ice 
palanquin to sit in and surrounding herself with ornate 


Step 5: The remaining shards form a circle, as shown, and 
descend, pinning you in the middle. This is when your 





shards. They follow you around the room. Look at their smashing skills used in Step 4 come in handy; the gaps you 
reflections, and when they start to descend, roll out of the made by bashing shards should be used to escape, or you're 
way multiple times. flattened by Blizzeta’s falling palanquin! 





Step 4: As soon as the shards finish falling, quickly bring out Step 6: The final step is to turn while you're out of the circle 

your Ball and Chain and smash as many of them as possible. (ideally when there's only three or four shards left), and 

‘Try to split at least two apart. bash Blizzeta’s palanquin after it drops. Repeat Steps 3-6 
twice more, and Blizzeta yields to your amazing ice-bashing 

. A HEART IS LEFT BEHIND AFTER EACH MINI prowess! 

B FReezarp (Sters 1 AND 2) ANDICE SHARD 

(Steps 3 - 4), SO GRAB ANY HEARTS THAT 

ARE AVAILABLE WITHOUT IGNORING THE ¢ 

RAINING ICE ABOVE YOU! 









Due to some horrific Fairy mismanagement earlier in the 
Dungeon, we approached this boss battle with only one 
Heart's worth of energy! Fortunately, we managed to defeat 


Blizzeta the first time, with this miniscule amount of 
energy. How about an extra challenge? Why not finish this 
dungeon while wearing your Zora Armor? 











After her palanquin is smashed, Blizzeta is thrown against the wall and slumps on her bedroom carpet. The Twilight Mirror Shard. falls ~ 
into your hands. Midna promptly takes it and creates a warp portal 303 ofh here. 


cy * ; 
f Twiticut MirRoR SHARD . : a 
\ You HAVE THE SECOND 2 
{ TwiticHt MirRoR 
rd SuHarp! H 
0) 










Yeto comes hurtling into the chamber and cradles Yeta. He’ shocked at her demeanor: “Look in reflection of Yeto’s eyes. There true beauty!” 
he yells. “Who need mirror?” he asks as they hug, and dozens of Hearts surround them. The Yetis are in love. Finally, a Heart Container 
pops out of their embrace! Take it, and warp from here. 


Bo E 
Heart ConTAINER y 
You Gor A Heart ConTAINerR! Your J” 
LIFE ENERGY HAS INCREASED BY ONE AND 
{ HAS BEEN FULLY REPLENISHED! HEART [ 


CONTAINER #5 OF 8. 





Hidden 
Skill #6 


Piece of Heart 
Giant Wallet 


Golden Bug 


Hunt for Items Around Snowpeak 


Snowboard 
Race 


New Warp 


portal Temple of 


Time Entrance 


Rusl and 
Cucco 


Exit from Skull Kid 
Sacred Grove Battle & Spinner Groove 
Entrance 


= ee, 340 
Find the Golden Cucco 








RETURN TO THE 
SACRED GROVE: OVERVIEW 


a Ne your fifth dungeon completed, and 
providing you're attempting to obtain 
everything at the earliest 

possible juncture, you can cross 
some major accomplishments off 

your “to do” list during this part 

of your Overworld adventuring. 

For a start, you can clear your final 
dig cavern and collect your last 
Golden Bug to claim the grand prize 
from Princess Agitha. But your main })y 
objective is to rendezvous with Rusl, gy) 
who is convinced an old ‘temple lies 4» 
somewhere within the Sacred 
Grove. Journey there, find a novel 
way to enter the grove, and head 
back in time...with Ooccoo! 


AFTER SNOWPEAK RUINS? 
Mint GAN e: Stunaae 
TO Vier VICTORY 


9999999090 
292% 


A After you leave Snowpeak Ruins, don’t immediately warp 
away to the Hyrule Fields. Instead, climb to the top of the 


mountain and talk to Yeto, who asks if you want to race him. 


Agree to this challenge. 


Enter the Temple of Time 

















Reekfish Poe Souls Fish Letters 9 Mirror of Twilight: 
Scent 48 (of 60) Journal (of 16) 2(0f4) 
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Big Wallet Big Quiver 
erie a 










Piece of Heart Piece of Heart. Poe Soul 
#33 (0645) #34(0f 45) #51 (of 60) 


Female Snail Giant Wallet 














A Begin your race, and follow the route as you did when you 
slid down here previously, Learn the shortcuts, and how best 
to take them, or even take the regular way around. You should 
easily beat him if you don’t fall! When you win, speak to Yeta, 
and she'll tell you the best time. 


Return to the top of the mountain, and speak to Yeta this time. 
She wants to race you too, and she's incredibly skilled! Learn the 
following route to beat her: 














We managed a reasonably respectable time 

of 1:16 to beat Yeta, but we've heard tales of 

skilled sledders managing a time of 1:12! Can 
‘ou beat that? 





DOrB1 07 








Pes orm a spin attack as you both meet 
“) = after the first jump. 


os 


Press © and make smooth, subtle turns 


through the first snowbank, heading to AFTER, SNOWPEAK, 


the broken bridge. Ru INS? THe Fi NAL. 
RECONNOITER 





==S 


Sar’ , 
Launch off the middle of the ramp, and. 
hit all three tree ledges. 





Crouch and leap onto this right 
snowbank here, preparing for the 
shortcut. 





Backtrack into the cavern with the ladder 
that you climbed to reach the top of the 
mountain. Open the round door with the 
hand prints on it, head down to this point, 
where a couple of ice blocks remain, and 
smash them. One contains a Poe, and the 
other an unlit torch. Change to wolf form 
and bring that Poe down! 


Stay crouched and press 6, but don't & —e 


; ‘ y Por Sour s 
strike the sides on the last bend. ot couse: 
Perform a spin as you finish, so you @) ONE FROM EACH Por You DEFEAT! 
don’t get beaten at the post! i Por Sout #49 oF 60. } 

“= —(] 
Foo 


i 





Jump off the edge, onto the shortcut, and Stay on the right, high snowbank as you 
stay on course! spot the mansion in the distance. 


OSG 


< Providing you 
beat Yeta, she tells 
you how impressive 
you are and gives 
you a gift: a Piece 
of Heart! Add it 

to your collection, 








a and wave good-bye 
o 4 
+] to the Yetis! 
© 
8 Se A Now inspect the unlit torches. a2 oy 
Bs Piece or HEART 7 There are two, and as you'd expect, Povemvontp 
©) You Got A Prece oF HEART! ioe I vee “U CHesr #83: F° 
% COLLECT TWO MORE FOR ANOTHER lighting both of them produces a ORANGE 
\ FULL HEART CONTAINER. PIECE OF R reward in the shape of a treasure |.Ruree (100), 
Heart #33 oF 45. o| sate To. 5 
x) chest. Look inside for an orange PC ¢ 





Rupee. 































NING ah. WEAPONS & EQUIPMENT 









= ; 
Now return to this dig cavern, on the way up Snowpeak Mountain (follow the Reekfish trail 
toa snowy plateau), looking for the lone pine tree and dig spot nearby, Once you drop in, ~~ 
22) gs, smash the Ice Keese‘and then destroy one of the ice blocks making up the 
‘Porowonsh, wall ahead of you. There are four Freezards here, and if you had bashed 
eet ‘ all the ice blocks, you wouldn't be able to use them as cover! After some 
(j.Ruree coo freezing fun, bash the last Freezard into pieces and open the chest he was 


Sb 






sitting on. 






ER SNOWPEAK RUINS: THE CRATE 

Brock Puzzie CAVERN 
<< Next warp back to 
Hyrule, and head to 
the north field, and the 
north section of the 
field. Enter the cave 
whose Bomb Rock you - 
destroyed a while ago. 6. Push the same block to 
Now that you have the Ball and Chain, you can enter this area. the west. the north. 


Att 





5. Shove the same block to 


Ice Brock PuzzLe 


You must smash 
through a giant block 
of ice to reach the Ice 
Block Puzzle Cavern’s 





7. Slide the northernmost block 8. Slide the same block to 





first room, and the only 
way to do that is with a to the east. the south. 
little help from the Ball 


and Chain. Smash through the ice, then enter the first room 
and prepare to use your noodle. 

Room 1: Tuis Ain't So Bap! 
Here are the steps to solving the first room: 





9. Push the same block to 10. Finally, shove the same block 
the west. to the north. 


The block 
lands on the 





1. Push the southwest block to 2. Push the same block to 
the north. the east. 


room’ pressure 
switch, 

opening the 
north gate. 





3. Slide the southeast block to 4. Shove the northeast block to 
the west. the south. 


FS aman 















wes ar Ss 


1. Push the southwest block to 12. Shove the northeast block to 13. Slide the southernmost block 
the north. the south. to the west. 









The second room’ far more 
pela. Here’ one way to 


solve it: 





{ g y 14. Push the northernmost block 15. Slide the southwest block to 
or 2-Slide the northeast block to — - 3, Push the southeasternmost to the south. This releases the the north. 
the south. block to the west. northernmost pressure switch. 





4. Shove the east block to 5. Slide the same block to J 17. Shove the same block to 
thenorth. the west. to the west. the north. 

















6. Push the middle west block to 7. Push the same block to 18. Push the same block to the 19. Slide the easternmost block to 
the east. the south. east. The room’ southernmost the north. 
pressure switch is now depressed. 













8. Shove the same block to Ce tect 
> the west. north. The room’ northernmost 20. Oops! Slide the same block to 21. Shove the same block to 
& pressure switch is now depressed. the south. the west. 





10. Push the northernmost block 11. Slide the southwest block to 
to the east. the east. 


22. Push the northwest block to 23. Push the same block to 
the east. 


the south. 








tI per 





Sey E os i 
24, Slide the southwest block to _ 25. Slide the same block to the 7. Shove the same black to 8. Push the east block to 
the east. north. 2 the-west. the north. 





26. Shove the same block to the 27. Finally, push the 9. Push the southwest block to 


10. Slide the northeast block to 
west. southwesternmost block to the the north. the west. 
S north. 


28. The room's two pressure 
switches are now depressed. The 
north gate swings open. 





11. Slide the same block to —_—‘12. Shove the northwest block to 
Room 3: GAAau! My Brain! the south. the east. 

> The third room . 
seems simple at first, 
with only one pressure 
switch to activate. Yet 
it’s surprisingly tricky! 
Here's one solution: 














13. Slide the southernmost block 14. Push the northeast block to 
to the east. the south. 


1. Push the northeast block to 2. Shove the southwest block to 
the south. thenoran 15. Finally, slide the northeast 16. The room's central pressure 
block to the west. switch is now depressed. The 
north gate opens up. 





< Excellent work! Now 

hurry into the north 

chamber and crack 

open that Overworld 

chest to claim Piece of 
Heart #34! 


> og fee? BY 
Q RB 3 

GOverwors} 7 Piece oF HEART 
V Cuesr #85: 4 You Gor A Piece OF Heart! 
Piect'or w COLLECT ONE MORE FOR'ANOTHER. 
Hearr #34 FULL HEART CONTAINER. PIECE OF 

se NS. Heart #34 oF 45. 9 
lide the middle block to 6. Shove the southeast block to 2 oa 6 
the west. the north. 





3, Shove the same block to 4. Push the same block to 
the east. the south. 





ee 





wn 
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<< Warp to the North Faron Woods, 
near Trill’s Shop, and run northward, 
to the area where you first took Midna 
and bounded across to the Sacred 

® Grove. Rusl is waiting to tell you there's 
) an’ancient temple deep in the woods 

® that guards a sacred power. To reach 
the Sacred Grove, he offers you his flying companion: a golden Cucco! 


} Grab the Cucco, and launch yourself cS . 
off the ledge you're standing on. Fly Pi 
across to the tree root in the sky, and 

the next, before swooping in on the ne 

entrance to the Sacred Grove. Run to 


the edge, and use your Gale Boomerang 
to flip the bridge so it faces north- 





south, 


RETURN TO THE SACRED 
Grove: SkuLL Kip/s; 

LANTERN GAME 

_As YOU ENTER THE SACRED GROVE ONCE 

i) MORE, USE THE MAP PROVIDED IN THIS 


TOME SO YOU DON’T GET LOST, AS 
THERE'S NO IN-GAME MAP! 












Imp Poe 
Evicag 
Temple 
of Time 


A Chamber 1: Enter the initial chamber of the 
Sacred Grove. You'll find that the Skull Kid is 

\ back, and he’s brought his Puppets! Spin attack 

B the four that arrive, and exit via the opening to the 
s = north that Skull Kid created. 





RETURN 10 THE SACRED Grove: Rus 











ws; NEW PARTNER 


ae 


> Float down 
to this bridge, 
then drop the 
Cucco, and 
spin the bridge 
onto the next 
ledge. Grab the 
Cucco, then position yourself southward, facing the 
swinging logs. Soar past them to the tiny platform, 
and again onto the ledge leading to the main Sacred 





Grove entrance. 


OS Neemetars OO) 


1. GoLtDEN Cucco CHAT 

Remember that you can transform into your wolf 
form and chat with the Cucco. What does he say? 
We're not telling! 





Skull Kid 
Hid 











> Chamber 2-3: The 
Skull Kid leaves a trail 
of light in this gloomy 
grove, so follow him into 
the second chamber, and 
make a right. Check the 
tunnel in this direction 
as there's light coming from Chamber 3. Follow it up there. 












. IF YOU GET LOST DURING THIS HUNT, 

A. BACKTRACK AND CHECK EVERY TUNNEL 
ENTRANCE. THE ONE WITH LIGHT 
GLOWING IN THE CHAMBER BEYOND 
1S THE WAY TO HEAD. 


< Chamber 
3: Skull Kid 

is hiding in 
this chamber, 
behind the tree 
on the upper 


give him a friendly thwack. He opens up a tunnel and moves 
into Chamber 4. Follow him there. 


Bus Soules 
‘ Chamber 4: Skull Kid takes 

a left and runs up the tunnel 
to Chamber 5. Meanwhile, 
explore this area, heading 
through the archway on 
the pond, and around and up the tree platforms to the 
stump overlooking the tunnel. There's a Poe up here to 
add to your soul collection. 








3 <2 
Por Sour i 
You Got THE Por Sout! Cotlect 


ONE FROM EACH POE YOU DEFEAT! 


ae 


Pot Sour#50 oF 60. 





< Chamber 5-6: Head 
to Chamber 5 now, 
with the posts coming 
out of the water, and 

» ignore the Skull Kid 

for the moment. Head 





= ™ to the next chamber 
aaa (Chamber 6), and light both the torches in 
Cust #86:F here. A chest appears. Grab the bombs and 


Bowes (30 h continue your hunt back in Chamber 5. 





where the Skull Kid is 
amusing himself, Aim ~ 
a Bomb Arrow at him, 

| and he flees the seene! 





> Chamber 5-2, 
then 7: The Skull Kid 
takes a romp all the 
way back through 
the chambers you've 
previously visited, to 
Chamber 2, and then 
opens a tunnel northward, to Chamber 7, with the tree trunk 
platform and bridge. Take the shortcut via Chamber 6 if you wish. 


> Chamber 8: Skull 
Kid heads under the 
tree bridge, to Chamber 
8, and then passes 
through a tunnel to 
Chamber 9. Optionally 
light the torches if you 
wish (nothing happens), deal with a few more Puppets, and 
continue onward. 





< Chamber 9 to 
6 to 7: The Skull 
Kid now flees 
toward Chamber 
b 7, via Chamber 

© 6. Follow him 

) and then climb 

~ the steps and go 








around to the tree bridge. That's where he’s hiding! Climb 
onto the middle of the bridge and look left. Deal with any 
Puppets, then fire a Bomb Arrow at Skull Kid. 


vuvebgenew 
errr) 


¥ 


6009 





A Chamber 7 to 8 to 10: The Skull Kid now opens the 
tunnel on the bridge that leads to the balcony overlooking 
Chamber 8. Head here, drop down, and then run to the 





ruined arena for another fracas with this fellow! 


Puros souresecurad 








_ Youcannow 
~ faceSkull Kid 
BS in a battle you 
may already be 
familiar with, 
except this time 
youre fighting 
in human form. Begin by defeating the Puppets that Skull 
Kid sends to waylay you. Look for Skull Kid's location (he’s 
standing on one of the many ledges). When all of the Puppets 
are defeated, fire a Bomb Arrow at him. 





| U S ey _ 
RETURN TO THE SACRED 
w, » hase Xan PP 
Grove: THe WAYWARD PoE 
$F) < This hidden exit isa ramped 
path leading to an upper balcony 
overlooking the Sacred Grove square 
» where you acquired the Master 
) Sword. The temple entrance must be 
around here somewhere. Head across 








the grass, optionally smashing skulls (for Hearts). You can even creep 
up on the birds as a wolf and try to speak with them. Then head to 
the large block with the Hyrule crest on it, and push it off the ledge. 


»> Before you enter the temple, there 
are a couple of outstanding treasure- 
hunting matters to attend to! Run off 
the ledge, past the ancient open chest, 
and down to the first arena where you 
fought Skull Kid, long ago. Move to 
this vine wall and Clawshoot to the top. 


> At the top isa ledge, but of more 
interest is a Spinner track running the 
circumference of this glade. Step on 


Dene <a 
lOveRWORLD| 
“t Cuesr #87: 7 
ORANGE 
,RureE (1 wf 
oF Bo 


Dip you Nomice THE HYLIAN HORNET NEST AS YOU WERE 
SPINNING AROUND THE GROOVED TRACK? YOU CAN FIRE AT 
1T FROM THIS CHAMBER, AND PICK UP THE LARVAE IN 


your Spinner and 
ride it to a ledge. Get 
off and inspect the 
chest. There's a large-value Rupee in here for your 
trouble. 


















































IF YOU'RE MISSING ARROWS, TRY SMASHING 
|). SKULLS ON THE GROUND. IF YOU DON’T WANT 
To ust Boms ARROWS, USE THE CLAWSHOT 
OR SLINGSHOT, BUT THEY AREN'T NEARLY 
4D) AS EFFECTIVE. 


> Continue this 
attack strategy 
two more times. 
Wait for Skull 
Kid to land and 
summon more 
Puppets (his last 
attack summons 





around nine!) and defeat them all with spin attacks and 
slashes. Then quickly find and manually aim at the Skull Kid. 
When he’s taken enough punishment, he titters and leaves, 
then reveals a secret exit to the west. 








Ti tee Soules 


on 
“+ 
Now head into the glade 


where you found the Master 
Sword, and wait until the 
sun sets. This is where a 
Poe resides, and it’s easy to 
forget about him. Brandish your fangs and leap at the 
Imp Poe, grabbing his soul. Only nine more to go! 


P © coy 
De Q 
te Por Sour 

: You cor THe Por Sout! Coutect 
ONE FROM EACH POE YOU DEFEAT! 

Por Sout #51 oF 60. \ 
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ARRIVING AT THE 
TEMPLE OF TIME 
< Now stride to the 
place where you drew 
the Master Sword, and 
insert it into the grooved 
» holder. The statue that 
was standing at the 
entrance to the temple 
vanishes. Draw back your blade, and head toward the entrance. 










) THE BLOCK YOU PUSHED DOWN NOW ALLOWS YOU 
) TO ENTER AND EXIT THE TEMPLE OF TIME EASILY. 













nto exis 
Twilit M 
end. How 


cends on you ack as Il cl 
vicious takedown! Defeat all the Keese first, 
play havoc when you're trying to keep two final Twilit 
from falling. When only ngers are 
es and herd them together. 
now ava ou need not return through the Sacred 


Grove to reach here! 





A Now run around through the gap in the wall, past the 
broken chest, and up and over the block you pushed. You're 
now at the entrance to the Temple of Time itself. Open 

the doors! Ahead is a bleary view into the past, when this 
Sacred Grove was a mighty temple! Step inside. 


<< You emerge in an 
entrance chamber, 
exactly as this grove 
looked many centuries 
® ago. Head down the 


steps and you can see 





the two statues you 
moved earlier, still guarding this place. Head down the steps 
and make a left turn. 





All that remains is for you to enter the Temple of Time now. Head north, into the next chamber, which ts a past view of the Master Sword 


glade. Plunge your sword into the slit, and a magical staircase appears. Ooccoo trots up the steps. Follow her, into the Temple of Time! 


Golden Bug: Female Snail © 
Collection: 24 (of 24) 

You can spend a few 
moments smashing some 
pottery, collecting the 
Hearts and arrows that 
you find, and looking at 
another owl statue (have 
you noticed that they're all around Hyrule?). Now look 
for your final Golden Bug: the Female Snail on the 
staircase. Grab it with your Gale Boomerang. You've 
done it! All 24 are yours! 
































FEMALE SNAIL 


You CAUGHT A FEMALE SNAIL! 


BUG FANS LOVE THAT GOLDEN} 
cotor! ) 


Congratulations! This is 
the earliest possible time 
youcould have collected 
all 24 Golden Bugs! 


> Remember to claim your 





iyBral hans 





> Technically, you 







can warp out of the 
Temple of Time, and 
head back to Castle 


Town, either before 





or after you complete 
the next dungeon, and 
visit Princess Agitha. 
Present all the Golden 
Bugs to her. You may 
wish to purchase the 
Magic Armor if you 
haven't already. When 
you give her the 24th Golden Bug, her bug ball is deemed a success 
and she thanks you with an even more copious Wallet! 


iS 
Giant WALLET 
You\cot THE Giant WALLET! It's A 


SYMBOL OF A DISTINGUISHED, CITIZEN IN 


> g THE INSECT KINGDOM. IT CAN HOLD UP f& 
‘hos 


To 1,000 Rupees! 2 





prask-5) 
Enter the Tamla o#iime 
































S24 7 
| Defeat First Armos, Mechanical Guardian 


Unlock Door 


Locate the Big Key 





3 : t : 


Face the Deadly Darknut in Combat 





Room LecenD NUMBER OF 
Grand Entrance TREASURE CHESTS: 16 
(LE to 2F) ‘7. Small Key 
Connecting Corridors "F.-Arrows (30) 

(QE to 3F) 


Hexagonal junetion (9) ‘3%, Dungeon Map 


Red Rupee (20) 
Small Key 
Red Rupee (20) 


” Compass 


Moving Wall 
Hallways (5F) 
MECHANICAE 


" Purple Rupee (50) : 
ITATUE 


Red Rupee (20) 
Red Rupee (20) 
Big Key 

Small Key 


Four Floor 
Puzzle Room 
Upper Spiketrap 
Corridors (7F to 8F) 
Armos Guardian 
Room (SE) 
‘The Arena of Darknut 
‘The Crumbling 
Corridor (1 
Boss Battle! Twilit Arachnid. 
‘Armagohma (1F) Items 
CHARACTERS 


EGGS ® BE 


tl 


a 


Purple Rupee (50) 


| 


ay af Sf 


Dominion Rod 
Piece of Heart 
” Piece of Heart #3 


Poe Soul 
Ooccoo 


Fairy 


@ 49-8) 


























TEMPLE C OF F TIME: OVERVIEW 


ack in time, the Sacred Grove was a far more splendid place. It was a multi-floor dungeon with machinery 
built by the people Ooccoo is from, complete with a variety of mechanical devices. It is somewhere in here 
that you can locate the third Mirror Shard, and you must travel methodically, up to an arena high atop the 
Temple of Time, to secure the necessary equipment to help you gain access to this shard. Along the way, you need to 
figure out how to deal with enemies that are getting tougher, and puzzles that require a steady hand and a thoughtful 
brain. Even the combat is more mentally taxing, when you encounter a knight clad in onyx armor—a fiend known as 
Darknut! Once you've obtained his gift, and used it to power some archaic statuary, you're finally granted entrance to 


the chamber of the biggest arachnid Hyrule has ever seen, in this time or any! 


Maneuver Statue ove: 











Heart 
Pieces: 


miter 


sp benkvin Cotas tit 


Fish 
Scent 51 (of 60) Journal —_(of 16) 


#53 (of 60) 


Piece of Heart Fairyina ~ Mirror Shard Heart 
#36 (of 45) Bottle #3(0f4) Container #6 











CHAMBER 1); GRAND ENTRANCE, 
(1F 10 2F) e 


BEFORE YOU GO BACK INTO TIME, YOU MIGHT WISH TO BRING ALONG. THE 
FOLLOWING: 7 

































@ Murnpte Bortes Fitted with A BLUE Potion, FAIRY TEARS, OR A FAIRY 


@ Your Hero's Bow PosimioneD ON @& SO YOU CAN ACTIVATE IT ON AND 
OFF QUICKLY _ 


@ Tre Crawsnor within EASY ACCESS 
@ The SPINNER WITHIN EASY ACCESS 
@ Tre Hyun Siew, PURCHASED FROM KAKARIKO VILLAGE 


fa 
@ Tre Macic ARMOR FOR RARE OCCASIONS YOU MAY NEED IT; 
i PURCHASE IT FROM CASTLE TOWN 


@ Comperevy rittep Bic QUIVER AND ALL Bos Bacs; 
= YOU DON’T WANT TO RUN OUT! 










< Run down the stairs to the first 
chamber, an impressive entrance with 
two sets of stairs flanking you, anda 
bell house with a giant bell hanging 
from it. You can't currently ring the 
bell, so pass it by and head toward the 
north end of the chamber. 





> When you move up to the door 
to the north it is firmly sealed. On 
the left side of the doorway is a small 
alcove with a mechanical statue 
holding a large axe. Use your wolf 
form’s sense view. You see another 
statue forming on the opposite side. 
This is residue of a statue that used to stand here. You must find the statue 


and complete this puzzle! 


















<< You can't reach 

the stairs from your 
current area, but if you 
look closely, you'll see 

a section of flooring 
you could raise into a 
step. Head to the square 
raised plinths either 
side of the shallow steps, 
and you see that one has a small metal horned statuette, and the other has 

a pressure switch. Take the horned statuette and place it on the switch. The 
floor section rises, and you can climb the staircase surrounding you. 











We played alittle dexterity game by 
throwing the horned statuette onto 

the floor switch instead of placing it. 
"This requires skill andtiming as the 
distance is tricky to figure out. Can you 
manage to land the statuette on the’ 
switch first time? 


A When you reach the top of the stairs, you spot 
Ooccoo (and her strange floating head of a son, 

if you used him in a previous dungeon). She tells 
you that this is the place she’s been searching for. 


¥ 
29 Po c 
li Ooccoo " “J 
g YOu ARE REUNITED WITH Ooccoo! THis KIND 
Ms 





CHARACTER CAN LET YOU OUT OF DUNGEONS 


{ AND RETURN YOU TO WHERE YOU WERE. b 
Os 


Mans Ings 





1. POTTERY PULVERIZING 





This chamber has many pots to smash, for 
Hearts, Rupees, and arrows. Take care of the 
pottery between the torches where you find 
Ooccoo, and near the floor switch. 













== the stairs to the south 
& is locked. It looks like 
ve» _ §) youre stuck until you 
: a bring out your Lantern 
run down to the two unlit ceremonial torches at the edge 
Staircase. Light both torches and a chest appears. 


is the Small Key you require to head south, 
. 
HIS 


You Got A SMALL Key! Ti 
OPENS A LOCKED DOOR, BUT 
ONLY IN THIS AREA, 
4 5 
oe 


CHAMBER 2: CONNECTING 
uDORS (2F To 3F) 


< Head up 
the stairs to 
the south, to 
the second 

= floor, and 

4 use the Small 























Smat Key 





to open the 
locked door. Step through into a small crossroads chamber 
with gates, pottery, and a strange hairy creature scuttling 
about. 








y Young Caiima 
hy : " ‘Threat Meter Young Gohma 
Dn ee is a scuttling 


creature a little like a Skulltula, but with 
a giant all-seeing eye. It likes to bound 
and strike a foe with its front pincers. 
Fortunately, it is rather ineffective. 
Defeat it easily with two sweeping sword strikes. 





of disposing of its foes; it 
just leaps at you. Simple 
swordplay counters this! 












> ‘With the Gohima threat 








dispatched, look around. The 
gates to the west and south are 
firmly closed. A central floor 
switch opens the gates, but you 
require an item to set on it. So, 
for the first time ever, you must 
not smash the pottery! Make sure 
one pot survives and place it on 
the floor switch. When the switch 
is pressed, the gates open, and 
another one closes at the top of 
the western staircase. Head this 
way for a moment, and slash the Young Gohma scuttling around. You 
could even try your new Hidden Skill: the jump strike. 















































IF YOU ACCIDENTALLY SMASH ALL THE POTTERY, DON’T 
] DESPAIR. HEAD BACK TO CHAMBER 1 AND THEN RETURN 
HERE, AND THE POTTERY IS BACK AND INTACT. 





<< Now explore the crossroads 
chamber thoroughly. Begin by 
checking the alcove to the east. A 
giant bell hangs from the top of the 
alcove here, and you can ring it with 
your Ball and Chain. All your other 
weapons have no effect. A red Rupee falls from this bell. Pick it up! 









< Treasure Chest: Don't forget 
that the gate to the south opened 
too. This leads to a tiny alcove 
with a window at the end, and two 
jars to smash for Rupees. Open 
the small chest in the middle for 
arrows, which you'll need in a moment. 


= 2 9 2 
=f op “+ 
i TREASURE 4 
Cutest #2: You Gor arrows (30)! Use 
ARROWS 30) ARROWS TO SHOOT FAR-OFF 
a | K Fors! oD. 
oa a ng 6 


» WHILE LOOKING AROUND THE ROOM, YOU MAY NOTICE 

i) A CLAWSHOT MEDALLION ABOVE THE WEST GATE. DON’T 
WORRY ABOUT THIS NOW; THIS IS USED WHEN YOU 
RETURN HERE LATER. 


ARROWS 















< Now head up the staircase 
to the west. Unfortunately, it’s 
blocked by a gate! Turn around, 
and once you're behind the open 
first gate, shoot the pot (with 
Bow, Boomerang, or Clawshot) 
» you placed on the middle floor 
switch. The gate closes behind you, but the one above you opens! 








bring out your weapon and counter an 






§ youfjump strike, or another preferred 








CHAMBER 3): 


R, 


JuNcE no 


HEXAGONAL 


NF) 








A At cae top of the stairs, the Mie expands into the Hexagonal Junction. 
Three Lizalfoses prowl the area, and there's a strange statue with a giant 
hammer in the alcove opposite. Don't venture too far into the room. You want 
to tackle the Lizalfos first, and the statue later. This is the perfect spot for a 
jump strike (as shown), coax all three Lizalfoses and slash them all! Otherwise, 


spin attacks work almost as well. 






The Armos is a 
jerky mechanical 
beast that is 


impervious to your 


strikes until you 
discover that rear 
weak spot! 


Approach the Armos with caution, as it 

| shrugs off all your attacks, but fortunately 
it moves very slowly once you step around 
“=a} 20 feet away from it, and it starts to jump 
slowly toward you. The trick here is to 
strike the blue weak spot on its rear. Simple 
slashes cause it to jump more quickly, and it brings down a hammer with 
considerable force. 


Simply roll around and spin attack, stab, 
or try one of your Hidden Skill strikes, 
and with one or two hits, the Armos 
begins to shine with a bright intensity and 
malfunction. This is your cue to run away 
from it, because it’s about to explode! 









ANOTHER GREAT WAY TO DEFEAT AN ARMOS 1S TO RUN 
), BEHIND HIM WITHOUT TARGETING OR HAVING YOUR 
SWORD DRAWN, AND EXECUTE HIDDEN SKILL #5, 
THE MORTAL DRAW. YOU'LL DEFEAT THE ARMOS 
LED JUST AS 1T WAKES UP! 





“north Pificontnuing up. On your ascent, 
incoming Lizalfoss attack. Slice him with 


#) technique. Continue to the top of the steps. 
















































A Treasure Chest; Once the Armos has been 
destroyed, a previously invisible treasure chest 
appears in the southwest alcove 2 


TREASURE 
in this chamber. Open it and Chie: * 
grab the Dungeon Map, so you DuNGEON 
can see the climb to the eighth Map 4 
floor you're going to make. 
- 2.9 
You Got THE DUNGEON 
L Map! { 


Dunceon Map Mi) 


¢| 


< Treasure 
Chest: Your 
hunt for chests 
doesn’t end 
here either. 





There's already 
a small chest in this chamber, eked by two 


horned statuettes near a 
window, with a lowly Keese TREASURE 
Crest #4: 
Rep Rupee 
(20), 
o on 


guarding it. Dispatch the 
Keese quickly, then open the 
< Now you 


chest for a red Rupee. 


must find a 
way to open 
the gate to the 
-y north. Take 
=P the horned 
statuette to one side of the treasure chest, and 





carry it to one of the two floor switches on 
either side of the gate. Then repeat this plan 
(remember, you can try throwing the horned 
statuettes for fun and to show off your skill). 
The gate swings open. Ignore the bell in the 
alcoye and continue northward. 


OF Tesmetas 


1. KEEPING KEESE AT BAY 

Every alcove and small hidden area near a 
window is likely to have an easily dispatched 
Keese or two. Smash the pottery here for a 
Heart, then continue. 






ER) 

TECHANICAL PLATEORM: 
_ BP’ 10 4 10 5) 

<_ Head north 
up the steps 
toacorner 




































with a Keese to 
bs dispatch, then 
§) turn right and 
® run toward the 
door at the end. Open it and step forward into a giant, 
cylindrical chamber with a circular and ornate fence in 
the middle. Dozens of tiny Gohmas scuttle around here. 
Don't venture too close to this area, or you'll be zapped 
by an electrified fence. 





_»> Turn right, 
and begin to 
secure this third 
floor (the floor 
you're currently 
on). Run around 
to locate three 
Lizalfoses, and engage them in combat. The most 
entertaining way to defeat them is by shield attacking so 
they're stunned, and then jump striking them to deliver 
a dispatching blow in a single attack! 














A Continue around to the north side of this chamber. 
As you reach a gate to the east, you see two pots to 
smash, and a small alcove you can’t reach. Return here 
later. For the moment, run north, and avoid the pink 
laser fire from a Beamos. Back up, then finish any 
remaining Lizalfoses. 











‘Threat Meter The Ceremonial Beamos, or 
La ae White Beamos, is stationary, 
activates when you moye too close, and sends out 
a short-range laser that can cut into your energy. 
Simply step back, and fire an arrow (no need for Bomb 
Arrows) out of its laser range. To 
utterly destroy a Beamos, you may 
need a giant hammer carried by a 
robotic servant to finish the job! 
(J 
Don’t sHoot A Wuite BEAMOs WITH | coe 
AN ARROW UNTIL IT ACTIVATES, AS THE 
MACHINE 1S IMPERVIOUS 

._TO ANY WEAPON (BAR 
A GIANT HAMMERING) 


PRIOR TO THE EYE 
SWITCHING ON. 








The White Beamos has a pink laser. 











Otherwise, it reacts the same way 
as the previous Beamoses you've 
faced. Deactivate it with an arrow 

in the eye! 


OSS Mamstaus 260) 


1. Hearts APLENTY 
3 im», Thoroughly inspect the pots in this room, 
as they contain arrows, Rupees, and in the 
case of the pot behind the Beamos, three 
Hearts! Grab them if you're feeling low 
on energy. Inspect every pot in the rest of 
this dungeon. 


2. Rinc My BELL 

Don't forget you can ring a bell in almost every chamber! There’s one on 
the top floor of this chamber, for example, and almost all give you a red 
Rupee. Use a Ball and Chain to strike the bell. 


< Head up to the fourth floor of this 
chamber now. Climb up the stairs to the 
point where they’ve given way. You can 
use the Spinner, so catch the groove in the 
wall, and ride up to a locked door in the 
north area. 





> You need to get a key to open this door. 
Turn and face south, and run down toa 
large ornate circular platform. Two spiked 
Spinners are rotating around in different 
directions. Avoid them by dodging 
between them, and move to the western 
ledge, where a lone horned statuette stands. Take this. 

























































bier toa ledge leading to another : 3 
wall. This one appears unlocked but 
You can’t climb up to reach the door 


yet. Walk over and place the horned 
statuette on one of the plates. You now need to find the other. 








» PREVIOUSLY, YOU MAY HAVE BEEN FOOLING AROUND, THROWING THESE 
ag y STATUETTES AT THE FLOOR SWITCHES INSTEAD OF PLACING THEM. 

A Don’t DO IT THIS TIME BECAUSE THE HORNED STATUETTES MAY LAND. 
ON THE UPPER STONE AREA, OR FALL OFF TO THE THIRD 
<), FLOOR BELOW, AND DELAY YOUR EXPLORATION! 


> Now head to the middle of this 
elaborate platform, to a large handle and 
cog system. Push the handle clockwise 
and the platform descends. Push it in 
the opposite direction and it ascends. 
Descend the platform back to the third 
floor, where you started. Head off and 
you see a horned statuette ahead. However, youre in the circular fenced area 


with the Gohmas. Fight! 
| Threat Meter Baby Gohmas look disgusting, 
Ls a as they hayen’t formed into their 

hairy, one-eyed brethren yet, but they aren't aggressive. 
However, they are tricky to quickly dispatch as they run 
directly away from you. You can fire off Bomb Arrows, or 

quickly tag them with a Clawshot, but an easier plan is to 
just run forward and slash from side to side, as if you were cutting grass. 
Keep this up until all Baby Gohmas are defeated. 


Balby Goliaua 





< When you've dispatched 
all the Baby Gohmas, the 
electrical charge on the fence 
dissipates, and you can easily 
get from the outer ring to the 
inner platform on the third 
floor. This is useful if you 

] dropped a horned statuette, 
?) but for now take the statuette 
at the top of the shallow ramp and place it on the platform, Turn the handle 

and rise to the fourth floor. Then place (don’t throw!) the statuette on the other 







pressure switch. 


similar-looking doorway in the south _ 


has two pressure switches on the floor. 


@ -IF YOU ACCIDENTALLY DROP A HORNED 





STATUETTE, OR THROW IT ONTO THE LEDGE 
YOU WANT TO CLIMB ONTO, FIND A COUPLE 
MORE BY THE EAST GATE YOU CAN'T OPEN. 
Use THE CLAWSHOT TO RICOCHET THE 
STATUETTES OFF THE TINY LEDGE THEY'RE ON 
TO PICK THEM UP. 


| 
@ ANOTHER WAY TO GRAB A HORNED | 
STATUETTE YOU ACCIDENTALLY THREW 
PRA BEYOND THE FLOOR SWITCH 15 TO 
7s 2S. ), BRING OUT THE BALL AND CHAIN, 
AND BASH THE STATUETTE BACK 
DOWN TO YOUR 







CHAMBER Z 


machines 


ahead of you. Bring out a weapon (try the 

Ball and Chain for a one-hit dispatch if you're 
quick enough), and defeat both of them. Either 
before or after you fight with the Armos 
machines, break the pottery between the two 
sets of steps for arrows. 





A Treasure Chest: As soon as the fight is over, 
achest materializes ina tiny g=&9 2, 
alcove over on the eastern Y TREASURE 3 
side of the chamber. Open it Cursnge: 
to discover a Small Key. { SMALE Key. b 
Os 
eo a 
: SMALL Key 
You Got A SMALL Key! THis 

OPENS A LOCKED DOOR, BUT 
ONLY IN THIS AREA. 

i OS 




















NETU 
easure Chests doesn’t end AA, 
me s - AS CLIANTIC@A 
re, Head south, to the area WEN TRA MECHANICAL 


"of the chamber you haven't yet a? 1A \TEORM (SF) 








C 
@ 


investigated, and check the raised 


7B %} channelbetween 929 oy 
“3 : the two sets ij Treasure ‘p) 
Cnest #6: 


stairs. At the far end is'a small chest that’s easily ReD RUPEE 
giooks Open that for a red Rupee. 4 (20) | , 
iS as a) 









this aréa, but you can’t activate 

it yet. Practice your throwing by 
lobbing one of the two horned 
statuettes you can pick up (the 
third is behind the low metal fence 
oma narrow ledge you can’t reach) 



















A Now that you have the Small Key, return to the Central 


Mechanical Platform chamber, and run across the 
into the narrow ledge on the right. Remember to come back here later, platform itself. There’s no need to activate it. Simply head 


then leave. north, across to the locked door, and open it. 


Waseeloewsuss lus tay eS 


CHAMBER 6; MovinG WALL 
Hattways (5P) 


< Enter a hallway with a fence to 
your right and a diamond switch to 
your left. Ahead is a Beamos. Bring 
out your Hero's Bow, and dispatch 

) it. Clear the curved ledge with the 
diamond switch of pottery (there's 
a Heart inside one). There are 
arrows in one of the brown pots near the Beamos, too. 















7 COME REQUIRE AN ARROW TO ACTIVATE 
THEM. THE STONE CIRCLES ARE THE 
OPTIMAL SPOTS FOR AIMING AT THE 
4 SWITCHES. 


< Treasure Chest: 
Step forward and 
when the next 

>} White Beamos 

i » activates, shoot it 
#) in the eye. Turn the 
corner, and run to 
the three pots at the chamber’s far end. Find arrows and 

a Heart inside. Then look east, to see a small stone alcove 
with a chest inside. Open it to obtain the Compass. 


oe on es 
; S Th 
e 3 
TREASURE Compass. 
iCursr#7: You Got THE Compass! 
THIS HANDY TOOL SHOWS YOU 
Compass WHERE TO FIND. OBJECTS HIDDEN 
4 3 
PO 





» Slash the diamond switch, as 
this activates a wall piece that slides q 
apart, allowing you to run around 
and into the chamber’s central part. 
Inspect another giant bell, and 
crack a few pots underneath for a 
Heart and arrows. Produce your 
Ball and Chain, and thwack a red Rupee from the bell. 
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s IN THIS DUNGEON. , 
Gar ¢ ‘s) 
PO 5 


> By now, you've realized there's 
no way out of this chamber because 
the wall that’s moved is blocking 
your path. To exit, you must strike 


<< Spin around to 







face the diamond 
switch, which is 





- through two circular 
= fs the diamond switch again, but & openings with spikes 
| ce you can't stand next to it. Instead, §) protruding from 


position yourself near the stone 
@ circle on the ground, and aim an arrow at the switch. Hit the switch, and 
Y) the wall moves, allowing you to exit. 


~ them. Stand on the 
stone circle to ease your aim, and fire an arrow into the switch. 
The wall slides back to cover the alcove with the chest you just 
robbed, and you can climb the steps. Tackle two Lizalfoses 
along the way. The one at the top is wearing a skull mask. 
















































“< Head down the ramp and stand on 
chamber and spot a diamond switch 
high ona ledge. Ahead is a fence with a 
chest behind. You can grab this on the 


an arrow at the switch, and watch as the 


wall recedes. Advance with your sword and shield at the ready. 









Notice how a 
Lizalfos is unable 
to withstand a 
Sy shield bash and 
spin attack? Not so 
with the armored 





Threat Meter 


| 


Dynalfos, the meanest armored beast in this dungeon! 
Defeat him with counter strikes. 

As vicious as he is armored, the Dynalfos is one of the most difficult ground 
troops to tackle, as none of the strikes you're used to inflicting actually saps 
his energy. He attacks with an axe, blocks using a shield, and even has an 
axe on his tail to slice onto the ground! The trick here is to counterattack 
the Dynalfos. Wait for him to make a sword swing, then (for example) 
shield block, and immediately retaliate with a helm splitter or spin attack. 
Block a barrage of his moves, roll around, and back strike his tail. Do this 
three or four times before combat ends. But most of all, let the Dynalfos 
strike first...and you strike last! 






< Once the Lizalfos and Dynalfos are 
downed, step to another stone circle, 

in the middle of this chamber, and fire 
at the diamond switch again. Don't 

“} accidentally electrocute yourself on the 
gap in the fence! A second wall slides 
open, leading to another large alcove 
where you must fight a second Dynalfos. After an exhausting battle, smash the 
two pots for arrows and a Rupee. 


> Move to the stone circle in the last, 
curved alcove, and get a steady aim on 
the diamond switch for one more arrow 
shot. This moves the last wall to the 
south out of your way. Exit the chamber 
by passing the bell behind the fence, and 
turn the corner, heading upstairs. First 
smash a couple more pots for Hearts you might need after that Dynalfos battle! 





"this circle. Look across this part of the ee. ? 


) way out so don't worry about it now. Fire 


m= 








A Treasure Chest: At the top of the stairs is 
a thin corridor leading to a door. Open the 
door, and enter a chamber of pillars. Two 
Young Gohmas and dozens of Baby Gohmas 
scurry about the floor. Begin a run across 
this courtyard, slashing the Baby Gohmas. Ke . 
Continue to defeat these =a eQ : 
arachnids until every one is g 
gone, including the Young 
Gohmas on the stairs. A 
chest then appears. Open it. 


TREASURE 
Cuest #8: 


PURPLE Rupee}, 
, (50) 
ro 5 








giant pair of 
golden scales. a 
These are as 
impressive as 
they are ornate, and you need to negotiate the 
scales in order to proceed. In fact, the scales 
weigh down when you stand on them. The 
first scale must be lighter for you to continue. 


THERE ARE SEVEN HORNED STATUETTES IN 
wee THIS CHAMBER. TWO ARE ON THE 


) ALCOVE IN THE NORTHEAST, 
— AND THE OTHER TWO 
ARE DETAILED 


> To raise 
the right 
scale tray, 
you must 
weigh 

the other 
one down with those horned ceremonial 
statuettes you've been seeing all about. Some 
are scattered about this chamber. Climb past 
the scales to the exit area, and to this ledge. 
Clawshot across, pick up the statuette, and 
bring it back. Deposit it on the left scale tray. 













tocount. balance the 
il} weights and push the other 
l tray up, eyen with you 
standing on it. This allows 
you to reach this tiny ledge—the key to reaching the upper 
ledges in this chamber. Look to the middle of the room now. 




























< Bring out your 
Clawshot. Aim at the 
medallion on the ceiling’s 
} center, and then drop 









down. Ahead is a narrow 
ee platform. Run to the end of 
the wall all the way around to the left. Don’t head the other 
way, as the groove is broken. 
’ 
Drop off the Spinner 
Pf onto an upper ledge 
ac j below. You're on the 
—— seventh floor of this 
dungeon. Quickly change to your wolf form, as a Poe 
is floating about up here. Dispatch him in the usual 
f Por Sout 
You Got THE Por Sout! Cou 
@) ONE FROM EACH POE YOU DEFEAT! 
{ Por Sout #52 oF 60. " 
iS, iS 


that, and then jump on your Spinner, and take the groove in 
{ - Roe Soull 252 
eos overlooking the chamber 
“manner. Only eight Poe Souls to go! 
LECT 


ft 


> Treasure Chest: 
You can now freely 
roam this upper 
platform, and to start 
with, head south 

to the very end of 


4 


a 






de 


Taasvae 
Cuest #9: 
Rev Ruree }, 
,__ (20) 
or 


Cxmaentt: 


the area and open a 
small chest that’s next to the door you'll § 
eventually exit. Claim the red Rupee inside. 
Then stay on this platform, and run to the 
door in the western area. 











MBER 


LADS) 


SwitcH) Puzzie Room 


< This room contains an 
Armos and two scuttling 
Helmasaurs. Immediately 
bring out your Clawshot, and 

) remove the carapace from the 

) Helmasaur before finishing 
each. Then run to the Armos to 
activate him, and defeat him. As usual, smash pottery for Hearts and 
Rupees. Then look at the large chest on the opposite side of the room. 










IF YOU'RE QUICK, YOU CAN AIM AT THE CLAWSHOT 
MEDALLION ON THE CEILING BEFORE YOU'RE STRUCK BY 
THE HELMASAURS, AND THEN DEFEAT THEM (AND THE 
ARMOS) FROM COMPLETE SAFETY ON THE UPPER 
AD) LEDGE! 


<< Treasure Chest: The chest 
has a gate that's sealed in front 
of you, but there’s a Clawshot 
medallion above you. Use the 
medallion, and drop down onto 


the upper Po) oe 
ledge of this P TREAsuRE ‘}) 
Cuestr #10: 
Rep Rupee 
4 (20) } 





chamber. Four floor switches are visible, but don’t 
fiddle with them yet. Moye to the small alcove and 
open up the small chest. 


> Now that you're 

up here, opening the 

gate below is pretty 
straightforward: Take 
the two horned statuettes 
that are up here, and 
place one on each floor 
switch. That's two 
pressed in, but two more 
to go! Turn and look at 
the lower area, and aim 
your Clawshot to grab a 
Helmasaur carapace. Fire 
at it, bring it back, and 
place that on the third 
switch. Do this one more 





time, and the gate opens! 


Treasure Chest: Drop down and open the chest for the Big Key. You 
now have access to the lair of this dungeon’s boss! Now return to the 


Scales of Time. 
2 
4 
Bic Key 9] 
You Got tHE Bic Key! Use it 


e. > 
és ; P 
TREASURE 
Cuesr #11: F 
: TO GAIN ACCESS TO THE LAIR OF 

R Bic Key ; THIS DUNGEON’ Boss! 
a es 

P ox 






























TO CHAMBER 9: UPPER S 











< Return to 
the chamber 
with the giant 
scales, and turn 
» south. Run 

), past the chest 

p you opened, to 
the exit door in the south wall. Notice the bell in the 
alcove? You'll need to use that later on, but ignore it 
for the moment. Open the dodr, bring out your Hero's 
Bow, and shoot the White Beamos in the corridor 
junction ahead. 


> Run into this 
circular junction 
chamber, and 
stay on the outer 
rim, as you won't 
be hit by any 

of the spiked 
Spinners rotating around the now-defunct Beamos. Head 
to the south alcove, where there’s another bell. Ring it 
with a Ball and Chain for another red Rupee. Ignore the 
horned statuettes for the moment, and head west. 


<< The staircase 
to the west has a 
Lizalfos waiting 

for you, and two 
& more (one with a 
i skull face) at the 
= top of the stairs. 

Bring them down with whatever combat techniques 





you're happy with (long-range sniping with Bomb 
Arrows, or shield pushes to stagger them, then sword 
slashes or your jump strike are all viable options). 


< Treasure 

Chest: Now 
negotiate some 

| sharp and spiky 


“a, .(§, traps. Move to 
“Y the floor-rolling 





> spike pole, and 
when it rolls to the right, run after it, then south, and 
roll under the swinging axe pendulum, into a small 
alcove with a couple of horned statuettes. Open a chest 


here and take the Small Key inside. 





vi 


PIKETRAP Cor 








THE SCALES oF Time (7E), 
1DORS (7F 


« ~~ “is ee 
{SMA KEY i} 
UGoT A SMALL Kev! THis _ 


PENS A LOCKED. DOOR, BUT | 
© ONLY IN THIS AREA. 








Ae, 






= om cs ges 
( Treasure p q 
Crest #12: 
f SMAUL Key f 
< a 
2 


e ca 
<< Smash the pots on either 
side of the chest (one has a 
Heart in it), and then run 
under the pendulum, stop, and 
when the rolling spike trap 
), moves away, run to this point, 
* between the two rolling traps. 
Then run past the second rolling trap, directly north. 





> Move to the small alcove 
where you can pick up a 
horned statuette, but only after 
you smash a couple more pots 
(one has three Hearts inside). 
Then take the statuette, wait 
for a gap as the rolling trap 
moves to the western wall, then run 180 degrees around so you're 
facing north. Drop the statuette on the floor switch. This deactivates 
an electrical fence. 


CHAMBER 10: ARMOs; 


LASS) 
Guarp1AN Room (8F) 

- << You're now at the highest 
point in your dungeon 
exploration, a shallow, level 
chamber with two Armos at 
the far end, and a dozen or so 
Baby Gohmas. Leap right in, 

“> and defeat all of the scuttling 
sacks, and optionally refill your Hearts and arrows afterward by 
smashing the 11 pots along the left wall. 









> Treasure Chest: Once all 
the Baby Gohmas are gone, 

a chest appears ina flash of 
brilliant light. Ignore this 

for the moment, and instead 
concentrate on activating one 
of the two Armos; fighting 
one at a time is much easier! Slice the rear of each 
Armos, and once they both explode, a gate along the 
right wall opens. Claim the purple Rupee inside the 


ca <2, 
(F Treasure i) 
Cuest #13: 
PURPLE Rupa 
chest, and smash any remaining pots you wish. (50) 4 


a 








KILDIRAA? 
PGOIOOOS 


x 





AD 


2S, ER BEE gee low; you're 
ing to need it! Then run about the area that was 
iediately behind the gate, smashing more pots. 
the locked door, and step through. Prepare 


s 
n Took ip. Ring the be 
here with your Ball and Chain and a Fairy 
floats out. Use your Clawshot to retrieve 
) it from inside the bell, and scoop it into a 
) Bottle. You may need it! : 


! WHEN YOU FALL 
n p, THIS FAITHFUL 
"FRIEND GIVES YOU HEARTS. 


ince door, ani 


1; THe ARENA, OF DARKNUT 


You open the door, and it closes behind you. You step into a large circular arena, 
with light streaming in from the windows. On a high shelf rests an armored 
mechanical contraption like the one guarding the first room. A large, black 
knight clad in onyx armor turns and faces you. This is the domain of Darknut! 


vupeezeuny 


eueey 






















Step 6: Then try to inflict damage with a back slice or 
a spin attack. Even if Darknut blocks (as he does here), 
the follow-up slashes can strike him two or three times. 
Then back up quickly so you aren't struck when Darknut 
begins to block your strikes. Repeat Steps 5 and 6 until 
Darknut falls! 







N, As ALWAYS, SMASH AND GRAB THE 
POTS AROUND THE ARENA FOR 
HEARTY SUSTENANCE. 


<< Treasure Chest: 
Now move to the 





If you head north, it heads orth, until it hits a wall, and 2 
then stops. If you hit a wall, it keeps going until it hits a 
wall (this is important when controlling the statue in tight 
areas). When you swing your Dominion Rod, it swings its 
weapon, which can crush stone and a few enemies you're — 






far end of the you, too! 
arena, to the chest 

> that Darknut was 

i guarding, and pry 

it open. Inside is 
another exceptional weapon. This one is the Dominion Rod! 


i y 0 <2 
TREASURE Dominion Rov a] 
Cuesr #14: : You Got THE Dominion p 


face Rob! Tis MYsTicAL ARTIFACT 
{oc BREATHES LIFE INTO ANCIENT 
STATUES. r 
or) 








Gus q Gare (DIAN Room) (8 


Return to the Armos Guardian Room, and 

you see another bell descend and deposit the 
statue in this chamber! The bell is using an 
ancient teleporting technology! Aim at the 
statue with your Dominion Rod, and activate 
it, then bounce along to the gate ahead. Raise 
your Dominion Rod, and bring it down. The 
statue does the same with its huge hammer, and 














the gate is smashed. Hop down with your new 
doppelganger, and head to the two Armoses. 
Position the statue between them, and drop the 
>) hammer twice. The Armoses explode, and you 
) didn’t even get close to the combat! 


unable to bash! Watch out though, because it can | gkes + 





the bell descends, and the statue is sucked up into the bell area. 
Remember to bash the bell with a Ball and Chain before the 
battle to secure your Fairy (or you can grab it now). 


R 10: First RETURN TO 
SF) 


































<< Coax the controlled 
statue to the arena 
entrance, and all the way 
to this bell. When the 

> statue bounces onto the 
platform under the bell, 
everything glows green, 


BE VERY 
CAREFUL 
WITH YOUR 
NEW POWER! 
Don’t stAND 
CLOSE IN 
FRONT OF YOUR STATUE FRIEND AND 
WAVE YOUR DoMINION RoD 
fi ABOUT! THE STATUE BRINGS 
DOWN ITS HAMMER, AND 
YOU'LL LOSE ONE 
WHOLE ENERGY 
EACH TIME! 


» HAVE YOU LOsT YOUR 
statue? Don’t worry; 
IT APPEARS ON YOUR 
IN-GAME MAP AS A 









0 
stattle so it’s facing south, 
find a pot from the many 

& around you, and place it on 

gh the floor switch. This lowers 
’ a floor ledge at the exit. Now 
euver the statue onto the ledge, smash the pot, and climb up 
I ead downstairs. 








ANOTHER WAY TO SOLVE THIS FLOOR SWITCH PUZZLE IS TO 
| A HORNED STATUETTE INSTEAD OF A POT. YOU CAN 
STATUETTE FROM THE AREA NEAR THE BELL, OR 
POSSESS THE STATUETTE WITH YOUR DOMINION 
ROD AND MANEUVER IT ON AND OFF THE SWITCH 
REMOTELY. HOWEVER, THIS TAKES LONGER. 


CHAMBER 9: First RETURN TO 
UpreR SPIKETRAP CORRIDORS 
(8F 10 7F) 
< Control your statue and 
let it bounce down the stairs 


in front of you. Control it so it 
passes through the electricity 







turning the electricity off. You 
™ need to stop controlling the 
statue, back up, then start again to get enough distance between you. 





around 

the ground 
rolling spike 
traps. Bring 
}) the statue's 

| hammer 
down and destroy them, and your exit is easy! You can’t destroy the 

}) pendulum, but you can crack spiked Spinners and the White Beamos at 
the base of the next stairs. Do so. 


- “3 » The statue needs to reach 

Catt . K the next bell teleport, so 

i} i) maneuver it onto the ledge 
a in front of the bell itself, and 

switch off the power. Run to 

f the middle of the chamber, 

5 | where the White Beamos was 
standing. There's a floor switch here. Place a statuette on it, and the 
statue is raised. Fire your Dominion Rod and power up the statue, 

)) and maneuver it under the bell. 




















ND 
RETURN TO THE SCALES OF 
Time (7F To 6F) 


> Enter the room with 
the giant Scales of Time, 
and possess the statue, 
dragging it all the way 
to the left scales tray. 
‘The tray immediately 
sinks and must be 
counterbalanced. 
Achieve this by removing (7 
any statuettes sitting 
next to the statue, so the 
statue is the only object 
on the tray. Then run 
around and up to the 










alcove with the three statuettes. Possess each one so they drop to 
the ground. Pick them up, and place them on the right tray. 


< Once you 
have four 
statuettes (as 
shown) on 
the right tray, 
the balance 
to the scales 
EESa)) is restored! 
Obtain the fourth statuette from the places indicated on the 
map (the ledge you Clawshotted to, the pillar in the courtyard, 
or most easily, the tray the statue is standing on!). Then activate 
the statue, and drag it onto the right tray. 





A The tray sinks immediately, because it has all the weight of the 
statuettes and the statue on it. Step on this tray, pick up all four 
statuettes, and throw them onto the left tray that’s empty. This 
counterbalances the trays again, providing you step off! Now 
control the statue, and bring it down the stairs. Optionally pound 
the Gohmas in the courtyard below, then move the statue under 
the bell. There’s a red Rupee if you ring this one, too! 
















R 6: FIRS? 
WALL 


= 


FS 


RST; eg, TO 
Hautways (5F) 


< Treasure Chest: Head down 
the stairs without the statue, and 
you appear in the moving wall 

+ hallway. Quickly run to the circle 
%) on the ground and aim an arrow 
at the diamond switch, opening 
the wall up, but blocking in the 
statue on the other side of the fence. Just control the statue, walk it to the 
wall, and use the statue's hammer to smash it! Then maneuver the statue 
onto the floor switch next to the electrical fence. This allows you in and 
around to ring the bell with the Ball and Chain. Unfortunately, nothing 
falls out. However, you can run to the chest and claim a piece of Heart. 


06 
Treasure | Prece oF HEART 4 
Cuesr #15: YoU cor 4 Piece oF HEART! You 
Piece or Our FIVE PIECES AND FORMED 
HEART b tha 


A NEW HEART CONTAINER! PIECE OF 4 
> Smash the pottery in this 


Heart #35 oF 45. 
chamber for some yellow (10) 
and blue (5) Rupees, as well as 
arrows, then bring your statue 
friend down to the other hallway. 
Begin by smashing the Beamos, 
then turn around and smash the 
wall blocking your path to the middle of the chamber. Then place the 
statue under the bell teleport. Optionally activate the diamond switch 
and smash all the other walls and the Beamos. 






Movine 


fie 







REMEMBER! YOU DON’T HAVE TO WASTE ARROWS 
}) ACTIVATING THE DIAMOND SWITCH IN THIS ROOM. THE 
STATUE BREAKS ALL THE MOVING WALLS FOR YOU! 


CHAMBER 4; First RETURN 
TO CENTRAL MECHANICAL 
Piatroro (5F 10 4F't0 3F) 


) < Head back to this chamber 
immediately. The statue has 
arrived on the fifth floor ledge. 
Run to the central platform and 
ush it counterclockwise twice, 

) so it rises to the top floor. Bring 

~ the statue onto the platform, and 
then push the handle in the opposite direction, descending to the third 
(and in this case, ground) floor. 











to the third floor, 





> Boe the. 
platform: all the way 


bring the statue out | 
onto the shallow _ 
ramp, and begin to —~ 
pound the ground 
near and on the ~ 
scurrying Baby 
Gohmas that haye 
returned. Continue 
this until all are 
defeated and the electrical fence stops buzzing. Bring 
the statue around to the north, where the Beamos 
remained after you defeated it. Bash it with the statue's 
hammer, and the Beamos collapses, but a dozen gooey 
Baby Gohmas appear from the rubble! Squash them 
with another hammer strike, now! 






side of this chamber, 
passing the gate 
with the bell behind 
it. Smash the gate here, and immediately 
change into wolf form. The gate holds an Imp 
Poe that must be defeated! Only seven more 
to go! 


Por Sour 


29 2 
| You Gor THE Por Sout! Cottecr | 
4 ONE FROM EACH POE YOU DEFEAT! 


Por Sour#53 oF 60. a 


} < Now smash any 
pots you need to. 
Move the statue to 
the north gate, and 
4 crack open the gate 
® here. Maneuver 





your statue under the bell, and once it has been 

teleported, ring the bell with your Ball and Chain. A 

Fairy drops out! Clawshot, and then scoop it into an 
Fairy 


empty Bottle. 
> 
es 
You CAUGHT A FAIRY IN A 
Bortut! WHEN YOU FALLIN 


@ COMBAT, THIS FAITHFUL FRIEND 
NB GIVEs You, HEARTS. 2] 






























Sexe : 
pie erie 

& Goa 

/ - 


Aft BER, 





NEC 


the Armos Antechamber. 


} The Armoses have been replaced by a dozen Baby 
Gohmas and a couple of Young Gohmas. Run around 

| slashing until they're all defeated, as this makes the 
next tactic easier, Run to the far end of this chamber, 
near the open chest, and produce your Dominion Rod. 
Look for the statuette on the other side of the fence, 


§ < Treasure Chest: Once the statuette is behind the 
fence, coax it down a similar channel to a second 


switch opposite the first. When 
both statuettes land on the switch, a 
®) chest appears in the western alcove. 
There's a Piece of Heart inside. Only 
nine more Pieces of Heart are left to find! 











<< Continue maneuvering downstairs 
to the Connecting Corridors area, 
where you first opened the gate via a 
floor switch. You can afford to be a little 
less subtle this time; bash the gate with 


: 4 J at 
ee 


the statue into the bell at the end. 


CHAMBER 1; First RETURN TO 


GRAND ENTRANCE (2F to 1F) 


}) > Move all the way back to 
the entrance chamber and 


your statue's hammer, and then move 


7 


run down the stairs. Control 
the statue out from the last 

y, teleport bell, and up the 

)), shallow steps to the side of the 
% door, opposite the original 
statue. The door glows green and slides open! 





o 
(SF) 


< Before you return to the initial chamber, : 
go back to the fifth floor, using two statuettes 
and placing them on the ledge just as you did 
before. Remember to stand on the ledge before 
you raise it! Head to the south door and enter 





and maneuver it down the channel to a floor switch. Now grab another statuette 
(there are two lying about), and throw it over the black fence on the opposite side. 








'Z if Got A Piece oF HEART! 70 Sa 
FIVE PIECES TO FORM A NEW HEART 
F Container! Piece OF HEART #36 OF oe 
CHAMBER 4; SECON 
RETURN TO CENTRAL 
MECHANICAL 

PiatEorm (5F 10 4F 

Yj 


0 3F), To CHAMBE 
33 First RETURN 
TO HEXAGONAL 
Junenion (3) 
eo. < Now it’s time 
to return to the 
4 initial chamber, 


so head back to 
the entrance to 






oe 2 
oe fp 
TREASURE 
“| Crest #16: 
Piece oF 

|, Heart 
9 a) 


the Hexagonal Junction stairs, and descend. 
At the closed gate, Clawshot over, and then 
defeat an Armos at the junction itself. Try 
the mortal draw! Then coax the statue from 
under the bell and down the stairs. 





ol 

WHE 
RRIDOR (1F) 
< The door slides back, 
and you can enter a narrow 
and dangerous corridor. 
Run forward and optionally 
E pause to smash some skulls 
for arrows, Hearts, and 
Rupees. Then aim at a White Beamos, destroy it, then leap 
across the gap after avoiding the spiked Spinner, cling to the 
edge of the ledge in front, and pull yourself up: 









> Walk forward, 
and carry your Heros 
Bow, avoiding the 
ground spikes as they 
roll back and forth. 
When you reach this 
point, and you're half 
hidden by a pillar, bring the bow out to shoot another two 
White Beamoses, then avoid the swinging axe pendulum. 

















<< Now for some careful 
maneuvering! Pick up the 
statuette near the swinging 
pendulums, and carefully carry 
it tolthe floor switch near the 

chasm at the corridor’s north 

™ end. Place it on there, and the 

gate ahead swings open. Line yourself up and leap the gap, and move 
past the open gate, down some steps, and slay a Young Gohma. Spin 
around, and from within the staircase, use your Dominion Rod, zap the 
statuette, and move it off the switch. The gate closes to the south, but 
the one to the north—and the final chamber—opens! 






a =. Gohma, and then 
i os 
ary smash all the pots. 
YOU CAUGHT A FAIRY IN A 
Botte! WHEN. yOU FALL IN The large one on the 
5 (COMBAT, THIS FAITHFUL right wall houses a 
1D. GIVES YOU 2 age. 
4 aS FS <p. Fairy! Grab it if you 
0 Bao need it! 








“leading to alla 
arena ’(according to 
“your map), and stop (3 
= fora moment. Take 
down the Young 
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CHAMBER 13 Boss Barire! Twitiy ARACHNID ARMAGOHMA, 


7. 





oxen Ti 

BEFORE YOU BEGIN COMBAT, BE SURE 
YOU HAVE A GOOD FILL OF ENERGY, 

your Hero's Bow EQUIPPED, 


Step 1: 
Armagohma is a 
fearsome furry 
arachnid with 
additional abilities 
her young don't have, and she starts with a 
nasty bolt of fire that streams forth onto the 
stone arena below. It can really sting (picture 
1)! As you can see where the stream is going, 
roll away from it quickly, so she traces a tight 
circle in the ground; you definitely won't be 
struck like this. 

Step 2: After 
two jets of fire, 
Armagohma scuttles 
about the ceiling, 
and comes to rest 
randomly in one of four corners. As soon as 
she stops her fire, stand in the middle of the 
chamber, and bring out your Hero’s Bow. As 
soon as she stops, fire an arrow directly into 
the eye in the middle of her back. This can 
be done as shown; even when she begins 
to fire her next jet of fire! 
























You enter a large and imposing arena. In each of the corners stand a giant statue, 
with a huge hammer, dormant and waiting. Something is scuttling on the ceiling. 
Look up to see the gigantic Armogahma. Her huge eye has spotted you! Engage! 


Step 3: As soon as she begins 
her fall, run directly to the corner, 
and around the twitching arachnid, 
bringing out your Dominion Rod 
as you go. Target the giant statue 
and possess it, and then attack so the statue brings its heavy fist 
down into the middle of Armagohma. Repeat Steps 1-3. 

Step 4: When you've inflicted a nasty 
knock on her a couple of times, she lays a 
couple of dozen Baby Gohmas to waylay you 
during the next battle. Quickly run around, 
slashing at them, and make sure all of them are 
dispatched. Then dodge the jet again, and repeat Steps 1-4. 
After the third fist pummeling by giant statue, 
Armagohma rolls onto her back, turns an inky black, 
and explodes! After the explosion has dissipated, you can 
see that only the eye is left, and its actuallya Gohma, 
surrounded by Baby Gohmas! The mass tries to escape, scuttling away from you. 





Sa 



















Step 5: There's nowhere to run for this feeble 
arachnid! Bring out your Hero's Bow and launch 
a couple of manually aimed shots at the eyeball 

3 from a distance, and they all explode! 





Out of the mass of twilight descends the third 
Mirror Shard! Midna takes it, and tells you that you 
need to reach the sky, as that’s where the last shard 
is supposed to be. She creates a warp portal for you. J 





MrRROR SHARD my 
You Got THE MIRROR 
SHarp! q 
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Heart Container ib) 
You Gor A Heart Container! YOUR 
LIFE ENERGY HASJINCREASED BY ONE 


AND BEEN FULLY REPLENISHED! HEART 
CONTAINER #6°0F,8, | 
mets 
gp 
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Rock Fall 





Widen 
2 skill #7 






Cuccoo 










Hidden 
Skill #7 


Medicine 
Scent 










» Telma’s 
Bar 


Renado 


Wooden 
Statue 








Gor Coron Darbus 






Sky Cannon 










ASCENSION TO THE CITY IN THE Sky: OVERVIEW 
you exit the Temple of Time, your latest item loses power, much to y 
sd of journeying skyward, you must rely on your friends, in particular y 


and ee life you both used to fae Reiter e this by loc: ihe a Wo igual Statute she held when she imprisoned. 
The Gorons know this artifact is from an ancient race, and the last survivor still lives in the Hidden Village. After you 
meet her, she realizes who you are, and with the help of Shad, you learn the secrets of the owl statues. Once the Ancient 
Sky Book has been assembled and an antiquated cannon rebuilt by Hyrule’s finest tinker, you are ready to journey to the 
heavens for the final Mirror Shard. 
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Restore EES the Dominion Rod 
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Locate All Six Sky Book Characters 
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| 
| 363 


§ Jog Tlia’s Memory with Wooden Statue 








Piece of Heart 
#37 (of 45) 


Letter#10 Letter#11 —_ Letter #12 











Renados Telma’s Medicine Wooden 
letter Invoice Scent Statue 





Q@@ 


Hidden Skill Piece of Heart Horse Call 
#7(of7)  #38(of 45) 





Poe Soul 
#55 (of 60) 









Dominion Rod Sky 


Piece of Heart Sky 
#39(of45) Character #2 


, Piece of Heart Sky Sky Ancient Sky 
no #40(0f45) Character #4 Character #5 Book (Filled) __ oc 


(Restored) Character #1 






THe DomINION 
Rop Loses Power 


< After completing the 
sixth dungeon, depart 
from the Temple of Time 
and head back to this 

> area immediately; there's 
some unfinished business 
to attend to. Head to 

the entrance steps and around to the west, and look for the owl 
statue. Aim your Dominion Rod at the statue. It activates! Shift 
the statue out of the way; it’s blocking a door leading toa chest. 


Inside is a Piece of Heart! 
2 
& 
Piece oF HEART Sa 
You Got A Piece oF Heart! 


Do © O <2 oes 
Ap AS 
lOverworif) 4 
*U Cuesr #88: 
Piece oF COLLECT THREE MORE FOR ANOTHER 
Heart #37.p / FULL HEART CONTAINER. PIECEOF fk 
iB i. Heart #37 oF 45. A 
DO opr BAS 


PO o@ 





Cael 





Reekfish Poe Souls Fish 
Dp Scent 53 (0f60) Journal 





Giant 
Wallet 


Fete Ne Sie stt7) 





Letters 9 


(0f 16) 3(0f4) 








et These (eos Innes Manon wins A WeonEn Suns 
GSS Tiemoinss 200) 


1. CHEst IN TIME 

Do you remember the open, 
rusty chest back in Sacred 
Grove? If you pour over your 
maps, you'll realize this chest 
you just opened is actually the 
one outside, in another time! 






other side and activate 


Dominion Rod. As you 


Clobber it and steal that soul: only six more to go! 


Por Sout 


ow 
a el 
You Got THE Poe's Sour! ¢ 
@ COLLECT ONE FROM EACH POE You. 
A # — vereat! Por Sout #54 OF 60. 








this owl statue with your 


move it away from a thin 
alcove, a Lantern floats toward you, It’s an Imp Poe! 
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(STILE TOWN: 
OUTSTANDING OBJECTIVES) 


“INsIDE CA 


<< You should have collected 
all the Golden Bugs by now, so 
give them to Princess Agitha. 
You receive the Giant Wallet 
for your troubles. 









A Head into the Sacred Grove to meet Ooccoo. “Goodness, 
yes! It's the Dominion Rod you found!” she says. However, 
this device, which can help her return to her people, has lost S= Va, 

its power now that you're removed from the time period of > Visit Telma’s Bar, as this is 
the temple. She sets off to figure a way to restore it. Youshould _ the source of most gossip in 
warp to Castle Town. the realm. Say hello to Louise, 
then talk to Telma. She tells 
you that Shad is in Kakariko 
Village, looking for something 
he deemed important. Head 
over to the table of adventurers. 


PALACE BUT THIS BOOK IS A MUCH CLEARER 
‘ PICTURE OF YOUR FUTURE. 


The Postman 
arrives when 
you next enter a 
bridge or junction 
somewhere in Hyrule. He's 
been busy collecting quite 
an assortment of letters in your absence. If you took a 
more indirect path through your adventure, you may have 
received these letters before or after this point, There are 
four letters to open: 





< Ashei tells you the 

beast of Snowpeak hasn't 

reappeared... Speak to Rusl, 

and he wonders if you've 

» found anything Shad might be 

interested in. The Oocca are 

@ Letter #10 is from Renado, telling you to meet him supposed to be the ancestors 
back at the Sanctuary. of the Hylians, you know! Check your table map for Shad's location. 

@ Letter #11 is from Ooccoo, telling you how happy she is 


to reunite with ins son. You receive this as soon as you POWERING THE DomINION 
use Ooccoo to exit, then enter a Dungeon. Rop: KAKARY) KO Vill AGE 





@ Letter #12 is from Princess Agitha, telling you of a 
strange dream of flying in the sky. This is a subtle 
reminder to hand over more Golden Bugs! 





> Warp directly to Kakariko 
Village, change to Link, and 





I @ Letter #13 is from Yeta, thanking you for your visit enter Renado’s Sanctuary. 
! and asking you to join them at Snowpeak. This is a Gor Coron tells you that an 
| reminder for you to play the sledding minigame. acquaintance of yours has lost 


her memory and is in some 


oo Cf. —&> og 

f eereee0. i} is Lever #11 ce trouble. You know this; Ilia is 

¥ Youcorlerer F* You cor.Lerter f° the person you're here to see! 
¥ #10: “Avour luAs \' #11: “DEAR 

{ Sj MEMORY...” BY b { Qj ADVENTURER” BY | > Next, speak to Renado. 








RENADG: mks 2 Miscsee; meds He's heard that when Ilia was 
os 9 = saved, she overheard someone 
Letter #12 a % Lerrer #13 7 talking about the rod of the 
You Gor LeTTer a You cot Leer f° 


#12: “AcmHa’s SB a. | heavens. He needs to trace 
Dream’sy fe sf SJ oF Yeto" By Yera. k back Ilia’s locations during 
RE ASH & - = her memory loss to figure out 


a) Be 








what this means. Instructions for Telma to think back on who may 
have come into contact with Ilia are contained in Renado’s Letter. 








You Gor RENADo’s Letter! Ir 
CAREFULLY DETAILS HOW TO TREAT: 





ILIA TO GET HER. MEMORY BACK. 
Me 2 
‘fl 
SO x 





A Ilia remains confused, remembering she was 
saved by someone who told her about the rod. 
Then she calls you a complete stranger! Ilias 
recovery is not complete yet. 


POWERING THE 


TO Cassie TOWN 


<< Head back 
to Castle 
Town and 

to Telma’s 

® Bar. Present 

} Renado’s 

- Letter to 
Telma. She tells you that Doctor Borville was the 
first to bring Ilia in. He won't talk to you until 
he's paid, so Telma hands you the Invoice; the 
doctor has been seriously boozing in this bar! 


a) 2 
Invoice 

k You Got THE Invoice! THis 

Bl INVOICE IS FOR THE TOWN DOCTOR'S 


RUNNING TAB, WHICH 1S. AN q 
Is ASTRONOMICAL SUM. 












< Enter 
Doctor 
Borville’s 
medical 
we house, and 
Bee present the 
invoice to 
him. He says he can't pay this off right now. If 
he'd been able to sell the Wooden Statue that 
young lady had, he'd have the money. He spilt 
medicine on the statue, put it outside to dry, and 
someone stole it. Until he gets the statue back, he 
can't repay you. 


1INION| Rop: BACK 









There's a crate at the back of h 
‘doctor's clinic. Push it out of 
Way to see a green stain emanai 
} from the back wall. This looks likea 
}, medicine spill! * 












































your senses, and you'll see the cloud 
of green scent in the air. Forget. 
the Reekfish Scent, and learn the 


Medicine Scent! 
- 9 es 
YOU LEARNED THE 


oO Mepicine Scent! 
Om 


POWERING THE Dominion Rop: 
HUNTING FOR THE STATUE 


> With your scent learned, you 


Mepicine SCENT 


can bound onto the crate, leap to 
the shelving’s top, across the ledge 
(smashing pots for Rupees), and out 
onto the clinic’s upper balcony. The 
scent trail leads down to the street, 


= es but don’t jump . . 
Pron there yet; check the right alcove for a chest with a red 
Cnest #89: 


Red Rurce j, Rupee (20) and some pottery witha blue (5) and green (1) 
4 (20) } Rupee. 
wo boy 








< Follow the scent trail south, around 
the alley past Jovani’s, then south down 
the market street, before turning and 

) ending up at Telma’s. Louise is waiting 
and admits she stole the statue! Alas, she 
was attacked by some skeletal dog beasts 
who took it from her. The fiends lurk just 
outside the southern gate, and they only 
come out at night. Mostly. Leave Louise, 
and head directly out the south gate. 


> Bound down the southern 

gate’s steps and into the Hyrule 

Field area where the Goron who 
bashed the path away is standing. 
Wait for night to fall, and a pack of 
Stalhounds comes out of the ground. 





Fortunately, they aren't particularly 
difficult to defeat. Use your spin attack 

on them, and defeat them in either form. 
A second pack emerges, so dispatch them g You Got THE WooDEN 


too. After destroying every Stalhound, the \ ae 4 
fe -. ib 
eo ow 


Wooden Statue appears out of the ground. 


2 2 
f WooDEN STATUE t 
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Dome J @ J F i tok ? a's; > é J 
QWERING D; JOGGING ILIA’ MEMORY ~ 
<< Check your map for the location of the Hidden 
Village; it’s past the Bridge of Eldin, on the rocky 
path near the wooden bridge and spinner track. 
Gallop here on Epona, and halt when you see the 

gap in the right rock wall. Defeat any Bulblins here, 

» then race into the opening. 





< Inside the tunnel, Darbus bashes the rockfall 
until it disintegrates. He informs you that there 
are 20 presences you must purge from this place— 
remnants of a warring tribe you should defeat one 
h at a time, and from range. Head through into the 

» Hidden Village. 








A Give the statué to Ilia, and she begins to 

| remember. Gor Coron recognizes the statue as 
belonging to a tribe that protected the Hylian 
royal family long ago. The tribe's remaining 
members live in the hidden village on the path to 
Lanayru Province. Darbus will clear the path! 
































POWERING THE DomMINION Rob; HIDDEN VILLAGE AssAULT 


< Bulblins 20 and 19: Step just inside the 
village limit, and sidestep right with your 
bow drawn. Target 2 and move to the point 


THE FOLLOWING STRATEGY SHOWS YOU THE 
OPTIMAL METHOD OF DEFEATING THE 







VILLAGE. YOU MAY WISH TO USE 
MORE AGGRESSIVE TACTICS, 
p BUT DON’T EXPECT TO 
REMAIN UNSCATHED! 


shown in this screen, and aim at this upper 
balcony. There's an explosive barrel here; 
) shoot it, and two Bulblins bite the dust! 





<< Bulblin 18: Sidestep left with your bow 
drawn, and shoot the explosive barrel on the 
ground ahead. A Bulblin investigates the 
disturbance; drop him from this distance! 


| 
/ 
| 
| 
| 
| 





» Bulblins 17 and 16: Continue 


A Stride to the entrance to Hidden Village. sidestepping so you're almost behind these 
Ahead you see that 20 Bulblins, both warriors crates, then aim up at the right building 
and archers, are holding their ground in this balcony, and tag another Bulblin here. Then 

: area. Bring out your Hero's Bow: this place ain't drop your aim slightly, under the balcony, 
big enough for the 21 of you! and shoot a Bulblin under here. 






IF YOU'RE HAVING TROUBLE AIMING AT ANY 
)) OF THESE BULBLINS, COMBINE THE HAWKEYE 
(BOUGHT AT THE MALO MART IN 
KAKARIKO VILLAGE) WITH THE HERO'S 
Bow. You CAN NOW SNIPE EASILY! 


ONCE YOU BEGIN YOUR BULBLIN TAKEDOWN, 

fe THE NEW ICON IN YOUR SCREEN'S 
BOTTOM-RIGHT CORNER SHOWS 
HOW MANY BULBLINS YOU 
HAVE LEFT TO TACKLE. 











'e 
Z, 


> Bulblin 15: Edge forward until you're 
standing next to the stacked crates at the 
village entrance. Aim along the right balcony. 
Shoot the Bulblin here; he topples to the 









ground. 


DeerriMAxort 
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> Bulblin 14: Now 
aim down to the street's 4 
end, and take out the 
explosive barrel; this 
rocks another Bulblin. 






A Bulblins 7, 6, and 5: Drop 
< Bulblin 13: tothe ground, and move to the "je ? | en 
Continue your second building on the right. by i} 2 i" 
hawkeyed shooting; Smash the first window you \ ¢ 


with your bow, take out ~ “<ome to, with the barrel nextto (4 (a 
the Bulblin standing 


it, and enter with your sword 

midway down the left drawn. Immediately run and defeat the Bulblin on the ground. 
upper balconies. Sidestep left, behind the crates; and fire at the Bulblin standing 

< Bulblin 12: Slowly on the balcony above, to the south. Now move to the left end of 
i move down the street, the wooden desk. There’s a hole in the roof and another Bulblin 

and wait here, before here; fire at him before he strikes you with a fiery arrow. 
the end of the first set 
» of buildings. Use your 
Hawkeye and aim 
down, then left at the 
end balcony. Drop this Bulblin before he even sees you! 






















> Bulblins 11 and 

10: For two more easy 
takedowns, zoom to 
the street's far end. 
One Bulblin is behind 
a short wall and 
another is behind some 


A Bulblin 4: Head back into the main street, and look for this 
alley, to the left of the middle building. Bash the barrels, and 
run around to the alley behind the building. Dash to the archer 
at the end, @) target him, block his arrows, and defeat him. 





explosive crates. Take them both down! 


Saee) < Bulblin 9: Your 
next Bulblin requires 
some closer combat; 
8 make an immediate 

» right into the building 
) you're standing next 
to, and run quickly up 
the steps, avoiding incoming arrows (keep moving). Bring out 





A Bulblins 3, 2, and 1: The 
final three Bulblins are in the 
last building on the left, at the 
street's end. The first is on the 
ground floor. Shoot him from 
the street or run in witha 
sword. The other two are on balconies above. From the street, 
shoot the first through the window; then enter and defeat the 
final Bulblin with arrows. 










your sword, and slash the Bulblin Archer here. 


IF YOU'RE RUNNING SHORT ON 
ARROWS, USE THE CLAWSHOT 
TO HOOK ONTO THIS MESH 
ABOVE THE CATTLE TROUGH, 
AND CLIMB ONTO THE 
UPPER BALCONY. 
RUN RIGHT, 
AROUND THE BACK OF THE NEXT BUILDING. 
J» THERE ARE TWO BARRELS AT THE END, ONE 


< As soon as you defeat 
the last Bulblin, the 
door to the hut by the 
small wall opens. An old 
» lady shuffles out. This is 
) Impaz, and she thanks 
you for your help. 





> Bulblin 8: Use the 
Clawshot, propel up to the 
balcony on the street's left 
side, and move to this point. 
There's a Bulblin on a lookout 
tower. Aim at the barrel and 





She has a gift for Ilia—the charm Ilia gave Impaz to protect 
her. She happily gives you the pendant that kept her safe for so 
long. Head south. 





blow it up! 




















Impaz: 


About 70 years old, Impaz is an aged woman 


living in fear in a hidden village, where 
Il locked away. Impaz plays a part in 
fr 


which used to live in thi 


ing Ilia. Impaz is the last of her tribe, 


Tua’s CHARM 


You cot Iu1a's 
CHarm! 





< Before you 
warp back 

to Kakariko 
Village, head 
to the western 
row of houses, 
and enter the 
place where 

i you defeated 
 Bulblins 7, 

6, and 5. The smashed outer windows lead to a grassy back garden; 
there's a Windstone here! 


POWERING THE DOMINION 
Rop: HipDEN VILLAGE 
RETURN 


f Boe Soull a5 + 


After you complete the cat hunt 
minigame, return to Hidden 
Village, ideally at night, as there's 
an Imp Poe to secure around here. 
Head to the balcony of the building 
in the northeast corner. Access the 
} balcony via a Clawshot and climb 

4 up the mesh. Change to your wolf 
















form, run around the balcony’s 
corner, and face down your Poe 
foe! Only five more to go! 


2 2 
= 
Por Sout si 
You Got THE Poe's Sout! 
(5) COLLECT ONE FROM EACH POE YOU 

@  vereat! Por Sout #55 oF 60: = 
S ~) 

5 OG 
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HOWLING FOR THE WHITE WOLF 




















TIDDEN Sanh a7 


Immediately return in wolf 
form, and head back to 

this garden. A Cucco here 
tells you there are several 
dig spots to uncover here 
(search the grass for Rupees 
and Hearts). Then listen to the Windstone as the wind 
whistles a tune through the hole in the rock. Watch the 
tune, then replicate it. The pitch is as follows: Middle, Low 
(hold), Middle, High, Low (hold), High, Middle, High, 
Middle. Use © to how! high and & to howl low on your O. 
For midrange howling, don’t move the stick. 









You appear as a wolf, high in the 
~ heavens with Death Mountain 
in the background. The White 
Wolf appears at the end of a 
leafy edge, above the spires of Castle Hyrule. You howl the tune 
again. The White Wolf tells you, “Let teachings of old pass to 
you... The wolf leaps down into the land. 


YOu HAVE SUMMONED THE WuiTe WotrF! 
~ HE IS CURRENTLY WAITING FOR YOU AT THE 
ENTRANCE TO HYRULE CASTLE IN CASTLE 
Town. IMMEDIATELY HEAD TO CASTLE 
TOWN As LINK TO LEARN YOUR 
<> ast HIDDEN SKILL. 







GREAT SPIN 


The White Wolf is sitting 
patiently at the entrance 
to Castle Hyrule. Head 
north from the fountain 
in Castle Town to reach 
him. The White Wolf 
waits for you to come, sword in hand! He growls at 
you, and pounces, The Hero's Shade forms and tells 
you that this is a forgotten skill and the ultimate secret 
technique, testing the true courage of the one who 
wields it. 





To ensure you learned 
the previous Hidden Skill 
correctly, your teacher 
asks that you show him 
you've mastered the jump 
strike. Simply @ target 
and hold ® until just as the blade finishes shining; 

then release your strength. “Excellent!” utters the 
warrior. “Let the great spin be hewn into your mind!” 
Because of your past techniques, you can now magnify 
the power of your spin attack, but only when your life 
energy is full. Try it! 



















Great Spin: Simply execute a spin attack when you have 
full energy, This hits more targets and for more damage, 
at greater range. 


The Hero's Shade congratulates you. “Go and do not 
falter, my child!” 


WE 


lo -7,) 


HiIppeN Skit 


og 
YOU LEARNED THE SEVENTH AND } 


FINAL HIDDEN SKILL, THE GREAT 
SPIN! Wop SKILL 7 OF 7. 





i 








Village in wolf form, 
and head to the back 
garden where you 
spoke to the Cucco” 
and howled at the 


20 cats that are hiding in the village. 


» The cats have 
returned from Castle 
Town, and parts 
unknown, and are 
waiting for you to talk 
to them all. Conduct a 
thorough search of the 
area to ensure you find them all! When the 20th cat is found, 


your mini-game is over. 


Cer hiuw Mines 


} The goal is to 
speak with all 20 
cats who have 
recently taken up 
residence within 
the Hidden Village. 
‘There's no time 
limit, so work 
methodically. 


The kitties move around the village, but they mostly stick 
to their favorite “turf” Working north to south, here's the 
location of each Hidden Village cat: 





#1: Atop the north stack of #2: In the street near the north 


wooden crates (target with @), 


stack of wooden crates, 





#4: In the street between the 
villages two northernmost 
buildings. 


#3; Also in the street near the 
north stack of wooden crates, 


Co:), Ce eee Tha YY) 












#5: Inside the 
northwesternmost building; 
second-floor balcony, 


#6: On the northwesternmost 
building’s outside balcony, 





#7: On the northeasternmost 
building's outside balcony (use 
Clawshot to reach), 


#8: On the east building’s 
outside balcony, 









#10: In the alley between the 
west and northwesternmost 
buildings. 





#11: Inside the west building; 
first floor. 


#12: Inside the west building, 
also on the first floor. 


Acsnitttho Ridden Vilna Ressnolinna 


ay 2 


Windstone. The Cucco 
has a game for you; there's a special prize if you can locate the | 















A ‘uaa © 


ENC OUNTERED. 
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~ #13: Inside the west building; #14: On thewest buildings #15: In the street between the #16: In the lot just south of the 


“second [ floor (use Clawshot to outside balcony, village’ vast and west buildings. village's west building, 
reach). 







































#17; At the south end of the village, near #18: In the villages southernmost nook. #19; Inside the barrels in the 
Impaz’s house. southeasternmost building (smash the 
barrels). 
For finding all the cats, 
you win a prize. Outside of 
Impaz’s house is a Piece of 
Heart! Collect it, and then 
~ # return to Kakariko Village 
to try and jog Ilia’s memory. 











#20: Inside the southeasternmost building, on upper balcony 
(jump through second-floor window to reach). CaS oom 
Piece oF HEART ‘| 
You cor A Prece oF Heart! 
Cotlect 2 MORE FOR ANOTHER FULL 


y Heart CONTAINER. Piece OF HEART 
a #38 oF 45. 
og 








<_Now that you have Ilia’s Charm, you can 
show it to Ilia inside the Sanctuary. The scent 
of hay...she remembers you! Ilia’s Charm was 
meant for you for your journey. She thinks back 
@ to the Ordon Spring. 


<< The gift isn’t a charm at all; it’s actually a 

Horse Call! It allows you to summon Epona 

from wherever you are in Hyrule (except for 

Snowpeak and 9@3 oe heavens story was actually about a messenger. 
RSI | 





A Ilia now informs you that the rod of the 


the Desert). ¥ Horse Catt In the Hidden Village lies a gift for this 
g You'caritte HORSE heavenly messenger. They await his return, 


#) lia says she'll CALL! 1a Mabe THis ; 
k when he comes bearing a rod.... 
} 
5 


Pbewaitingfor gq \h Just FOR EPONA. 


gu when you return. Her memory is coming back! G5 or 



















<< Head into the cellar 
_and speak with Shad, 
who's staring at an owl 
statue. He asks if you 
remember the legend 
of the Oocca. He's seen 

™ statues like this, which 

appear to be related to the Oocca, all over Hyrule. This one is 
different, though; there's something written on it. It is sky writing, 
and says, “Awaken us with the word that breaks the seal.’ 


»> Shad hasn't figured out 
what to do, but you have! 
Journey back to Hidden 
Village once more, 

and enter Impaz’s hut. 
Produce the Dominion 
Rod, and she is startled. 
This is the sign that the messenger has arrived! A book, guarded 


Ancient Sky Book 9 
Yourcor THE ANctENT Sky Book! 
A BOOK WRITTEN IN THE ANCIENT 
SKY LANGUAGE. A WORD IN IT SEEMS 
as 


by her ancestors, is 
to be given to the 
messenger. 


Ne TO BE MISSING LETTERS... 
o 


SAO WAG DisamAaSnew boa CHARACTERS fo 


Own Statue Hung #1: 
SoutH) FARON Woops) 


_ BEGIN HUNTING ACROSS HYRULE FOR THE OWL 

¥ STATUES YOU'VE BEEN SEEING THROUGHOUT YOUR 

)) ADVENTURE. ONLY SEARCH FOR THE ONES ON YOUR 
IN-GAME MAP; YOU DON’T NEED TO ACTIVATE 
roa THE TWO AT THE ENTRANCE TO THE 

== TEMPLE OF TIME. 










<< Warp to South Faron 
Woods and run past 
Coro’s hut. Head right 
into the small glade 
hidden from view by 
the Bomb Rock you 
destroyed earlier. Head 





behind a tree, where you find the owl statue. Activate it with 
your Dominion Rod and move it from its alcove. 


<< Maneuver around the 
statue, and head into the 
alcove it was resting on. A 
glowing green character 
is visible on the ground. 
Retrieve your first Sky 
Character. This is a 


a2 E = ’ 
g ‘Ont Sav. Cuianken missing part of the word in the 


Ancient Sky Book and has now 

You FOUND ONE SKY 
CHaRracter! , been restored to the book. 

o ) ab c 











> Shadis shocked 
when you return to 
the Sanctuary cellar 

and present him with 

the Ancient Sky Book! 
He takes the book and 
heads off to try and : 
activate the rest of the owl statues that are deactoved about 
Hyrule. He's marked their locations on your map. _ 


> When he departs, 
you can examine 
your Dominion Rod. 
Its power has been 
restored! Now check 
your in-game map, 












where all the locations 


2 
Dominion Rop 4 
POWER HAS RETURNED TO THE 


© 
of the owlstatues Digs 
are shown. Perhaps 
these statues have Dominion Rop! THis Mysticat 
Abe hiddentriiesin ROD BREATHES LIFE INTO ANCIENT 

s x ‘STATUES. 2 
word... PO OG 





<< After you find the 
first Sky Character, 
move the owl statue 
out again and place 

>) it in the round slot 
between the tree 

and the stone. Then 
change into wolf form, and run up the stone ramp. Midna can 
transport you onto the top of the statue and across the branch. 


> This leads 
toa pair of thin 





rock columns 
that Midna 
coaxes you 
over (@ target 
constantly) and 
toa ledge. A 
mist descends as you reach a high alcove overlooking Faron 
Woods. Remember the chest you saw but couldn't reach at 
the start of your adventure? Now you can claim the Piece of 





Heart inside! 


On 
yaa ‘ Piece OF HEART i 
‘Crest #90: You Got A Piece oF Heart! 


Biker sob Coulect 1 MORE FOR ANOTHER 


HEART of FULL HEART CONTAINER. PIECE 
oF Heart #39 oF 45. | 
[oo or 
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Located Ske Sley Boal Characters 
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) GORGE — 


<.Warp to Kakariko 
Gorge, and run to 

the northern part of 
the field, up onto the 
ground surrounded 
by a grassy ledge, and 
activate your next owl 
statue. When it is out from 


















‘One Sky CHaracter “f) 
“You FOUND one Sky 


“CHARACTER! your second Sky Character. 
} 


its alcove, run in to claim 




























Investigate the grassy ledge a little more closely now. 
ctivate the owl statue again, and move it to the left gap 
between the two ledges. Then run up the ledge and leap 
across, onto the top of the owl statue and to the ledge on the 


A 
A 


< From the ledge 

on the other side, 
activate the owl statue 
once more. Drag it 
across to the opposite 

) side and deactivate 

™ it. On the way, you'll 
jump over the alcove where the statue initially sat. 








<_ Now place the 

% | owl statue carefully 
an equal distance 
between the ledge on 
the opposite side, and 
then leap onto it and 
to the other side. You 
can now reach this treasure chest and claim 
the orange Rupee (100) inside. 


i 


\ 

E= Pie 
oreo ) 
Cuest #91: 
| ORANGE 


Rupee (100) 


> 








= 
? 


bit (fe i - 
UE Muna #3: 
BRIDGE OF ELDIN 
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> Warp to the Bridge of Eldin 
and change to Link. Run north 
and bring out your bow. Fire 
at the Bulblin Archer on the 
parapet, making sure you @) 
target and manually shift left 
and right to avoid his arrows. 
Then look for the owl statue on the 
opposite parapet. Step on the circle 









f One Sky CHARACTER | 
You FOUND ONE Sky 
(CHARACTER! 
A f iS 
SO rs 


<< You're not done yet! 
Activate the owl statue 
once more, and drop it 
down onto the bridge. 
Turn and run south with 


it was sitting on, and claim your next 
Sky Character. 


©) the owl statue next to you. 
b) You're heading for the 

= bridge gate at the bridge's 
opposite end. When you near, stop and produce your bow. Shoot the 
archer and two riders ahead of you, right and behind the arch. 





< Move to the gate 

and turn left. There's a 
crumbling hole here that 
prevents access into the 
bridge tower beyond. 

) Carefully place the owl 
statue into this hole, then 
climb to the bridge road 
and leap across the gap. You may need to shift the owl statue a few times 
to line it up so you can make both jumps. 





> Leap the gap, 

onto the owl statue, 
and into the bridge 
tower. This is the only 
tower you can get 
inside, so climb the 
ladder to the top and 
immediately block 
with your shield. 
Turn right and advance on a Bulblin Archer. Smack him with your 
sword, and he falls over the edge. Then run to the chest and open it. 
You've filled another Heart Container! 


‘ 2G 
Brnwoath f 
“U Crest #92: P 
Piece oF Ke) 
J, Heart #40 
i Ys 
eo ie 





Og 
Piece or HEART “Y 
You Got A Piece oF Heart! You 
COLLECTED 5 PIECES AND FORMED A 


NeW Heart Container! PIECE OF 
Heart #40 oF 45. oY, 
OG 








Ow Sratur FF 
#4, EASTERN HYRULE 
FIELD 





A Warp to Castle Town, and stand in the Hyrule 
Field. Turn east and run up the path toward the 
amphitheater. Jump to the structure's base and engage 
a Bulblin in combat. Make sure you defeat all enemies; 
then check out the owl statue on the pedestal. 





A Activate the owl statue and drop it off the 
pedestal. You can see the Sky Character glowing from 
the pedestal’s platform, but you can’t reach it. You 
must place the owl statue between the amphitheater 
steps and the pedestal. Then leap from the steps, 






onto the owl aR 
Petue then the j One Sky CHARACTER i} 
pedestal, and & LO Bais Tae 
claim your next b 
Sky Character. > a 


af Orne 
A Now activate the owl statue and bring it with 
you as you cross the broken stones to the pedestal 
containing the chest. Position the ow] statue as 


shown, allowing you to leap p=) a 
(Overwor.D} 
Cuest #93: 


across, as you did previously. Land 
ORANGE 
_@Ruree (100), 
BO bo 


on the pedestal and ransack the 
chest for an orange Rupee (100). 


gL sic) 











Own STATUE 


= \¥, 

y #5: cae 
BRIDGE 1a 
“< From the previous owl statue, 
run along the path that leads to 
the Great Hylian Bridge. Search 
the northern grassy area for this 
alcove in the rock face. This next 

owl statue must be placed exactly 

is to allow you to access both the Sky 
Character and the chest on the adjacent alcove. Drop the owl statue, then 
bring it out approximately six feet from the wall. 
















> Clawshot up to the vines 
directly above the statue, then 
drop down. You must land on the 
owl statue, not the ground! If you 
miss the statue's top, reactivate 

it and place it under the vines; 
then leap across to claim the Sky 
Character. 








. 
One Sky CHARACTER i 
YOU FOUND ONE SKY 
CHARACTER! 
s A 
PO BG 


< This next part is tricky, so take 
your time. In order to reach the 
alcove containing the chest, you 
must activate the statue and move 
) it to this specific point (picture 1). 
)) Place the statue so you can jump 
and land on it, then turn and jump 
and land on the second alcove 
(picture 2). This is the only way to 
reach this chest, og 

| which contains 
an orange Rupee 
} (100). 




















“GOverworio 
Chest #94: 


ORANGE 
Rupee (100), 
Po % 














> The final owl 
statue you must 
use to uncover 

a Sky Character 
is located along 
the Gerudo 
Desert’s southern 
edge. Warp here, 
then run to this 
collection of 
blocks; the owl statue sits atop one. Transform to Link, bring out your 
Dominion Rod, and pull the statue onto the ground: 
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EP ed | 
pagers 
“ sas ~ activated, run 
~ to this corner 
of the block 
area, then walk 
, to this part 
) of the desert, 
making sure 
the owl statue 





A Stand at this cross-shaped plinth’s far end and f. 
block and climb up. Your ow! statue west. Activate the owl statue, and walk to the opposite 
should now be equidistant between < . edge. Deactivate, move to the inside edge of the other part 
of blocks and the one with si reo] of this plinth, activate the statue, and drag it south to the 


lip. Then stop. 


uazernyeen 
PTI TIT) 
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ae 


Pulaway " 
A Deactivate the owl statue for the last time, turn and 


face west, and leap to the statue, which 
should be positioned so you can claim 


; the chest on the tiny plinth in the far 
ngratulations! You've found all the pieces of the missing word. corner of this area of blocks. Open it, 
fore you head back to Shad in Kakariko Village, solve this puzzle by then drop to the sand. 


D600 


ee 


q 3s to thy posite side of the plinth. 


ds 


A Deactivate the statue, then run to the edge of your cross-s 

plinth. Turn and activate the owl statue again, and walk to the plinth’s 
opposite edge. Switch off the statue again. You should have maneuvered 
the statue so you can use aped plinth opposite. 


eap across to it now. 








< With all six 
Sky Characters 
assembled, head 
back to Renados 
Sanctuary and 
drop into the 
cellar, where 
you meet Shad. 
He reads the 
completed incantation, and the seal on the owl disappears. When 
Shad leaves whip out the Dominion Rod and move that final owl 
statue. Enter the owl statue-shaped hole behind the figure and run 
down the dirt ramp. 








A You enter a hidden chamber and look at a rusting and crumbling 
cannon in the cavernous gloom. Shad runs down. This must be the 
Sky cannon he’s read about in his father’s notes! 


CSS Mimi 00) 


1. DiGGING For Victory 





Check the dirt ramp and the cannon chamber for dig spots; 
there are many, and they grant you Rupees of different 
denominations, as well as Hearts. 


QO a ISO) 


Ow: Statue Hun #7; KAKARIKO VILLAGE 
SANCTUARY CELLAR 









Speak to Shad again, and he realizes hes in your way and 
leaves. This allows you to talk to Midna, who asks what you 
plan to do with this cannon. It must be transported, but 
where? Remembering what Auru said, choose Lake Hylia 
on the map, and the cannon is dropped on the round grassy 


island near Fyer’s hut. 


> Head over to 
visit Fyer, who 
asks if he can get a 
tour. As he looks 
over the broken 
cannon, he offers 





to mend it for you 
for the princely sum of 300 Rupees. Do this as soon as 
possible. Fyer fixes the cannon, and although it may look 
like junk, this is a powerful propulsion device designed to 
send you sky-high! 

h < When you're 
ready to fly to 

the City in the 
Sky, step to the 

} cannon’ rear 

) and search for 

the Clawshot 
medallion. Target and propel yourself into the cannon, 
and it struts about on its claw legs, adjusting trajectory. 
It waits for a running Ooccoo to catch you, and then fires 





you both into the heavens... 


Pasir 5} 
Elenite the Eleayens 
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the Central Fan Chamber Obtain the Small Key efeat the Dynalfos Duo Fly into the Great Wind Tower 








Room Lecenp 
Outer Ledges and 
Shop (1F) 
Cannon Bay (1E) 
Central Fan Chamber 
(1F to 4F) 
Peahat Wind Gorge 


Rotating Fan 
jorge (1 
Central Sky Bridge (1F) 
Wind Room (1F) 
‘The Great Wind Tower 
(West) (B3 to 2F) 
‘The Floor Maze (1F) 
Domain of the Dynalfos 
(LF to 2F) 
Oocea Flying 
Room (2F) 
Basement Fan and 
Battle Chamber (B3) 
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Room (B2 to B1) 
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(1F to 3F) 
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(1F to 3F) 
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Civn IN1 THE Sky: Nahe 


ou're witnessing what Shad could only dream about and aes in musty tomes: a hidden city in the 

where the Oocca—the ancestors of the Hylian people—live! However, theit world is under threat from the 

too; a massive dragon called Argerok is soaring about the place, destroying the sky bridges and ruining the Oo ¢ 
architecture. You must venture into this place, learning to control any fear of heights you may have, and navigate an air” 
maze of towers, fans, rotating platforms, and vents, until you reach a’battle with an airborne Aeralfos. He's guarding 
another Clawshot, and with two of these trusty items, you can scale previously unimaginable heights, activating a series 
of fans and turbines that allow you to reach the top of the city, and a battle with the diaery himself! 





, 1; Our 


YOU MIGHT WISH TO BRING RONG THE FOLLOWING: 


CHAMBER R LepDG 


ER, 


@ Mutnpte Borttes FILLED cans A Buus PoTion, Fairy TEARS, 
OR A FAIRY. 


@ Your IRON Boots PosiTioNED ON % SO YOU CAN ACTIVATE 
THEM ON AND OFF QUICKLY. 


@ Tre Crawstot winin easy Access. 
@ The Hero's Bow within Easy ACCEss. 
@ THe Hyun SHIELD; PURCHASE IT FROM KAKARIKO VILLAGE. 


@ The Macic ARMOR FOR RARE OCCASIONS YOU MAY 
b NEED IT; PURCHASE IT FROM CASTLE TOWN. 






@ Fut your Giant Quiver AND ALL Boos BAGs; 
=. YOU DON’T WANT TO RUN OUT! 


<< Ooccoo and her son 
meet another Oocca and 
flee to the shop. Meanwhile, 
you should head south and 
check the location of the 
cannon. This is your method 
of leaving the dungeon. 
There's a Baba Serpent to test your new great spin attack on, resting 
on the ledge. 





> Treasure Chests: Head to 
the water pool, and inspect 
the area underwater. A chest 
in the southeast houses 
Water Bombs. Pack them 

in your 


Y TREASURE 
Cuest #1: 


WATER need them, and swim to the southwestern side. A 
= (15) x} second chest here contains a red Rupee (20). 
TREASURE 


2G on 
f Warer Bomss M1 
4g You Got WaTER Bomes! You Cuest #2: 


Ge USE THESE BOMBS IN WATER, 2 a 
{ "BUT NOT WHILE SWIMMING. b 4 
a I 
oy 


Sh ie if you 














CONG Fa 


Stak 
NTERED 













ES AND SHOP 9p (1F) 

< Turn west, 

and run along the 
windy ledge. As 
you reach the pod- 
shaped building at 
the end, slice the 
Baba Serpent and 
watch that the wind doesn’t push you off the gaps between 
the low walls! 







HAVING PROBLEMS WITH YOUR FOOTING? IF 
YOU'RE ABOUT TO BE BLOWN OFF A LEDGE 
AND INTO THE SKY, PUT ON YOUR IRON 
Boots. YOu REMAIN STATIONARY, BUT 


< Enter the 
Ooccoo shop. 

The prices are 
reasonable, though 
» the proprietor is 

)) selling items you | == 
don't need (like the | tea \ 
Lantern fuel) or have a preferred elixir of (like the Red : 
Potion). 

















Oocca Pop SHop 


Item NAME PRICE Errect 


Sg Bombs (30) 
f Arrows (30) 


fy Lantern Oil 
(i Blue Potion 


Red Potion 
D 


90 Rupees Why did I invest in stock that 
the Oocca can’t use? 


30 Rupees I figured out that occa don't 
have bows AFTER I ordered 
these... 








20Rupees If you have an empty Bottle, 
you should buy some. 





100 Rupees When you're out of strength, 
drink this and you'll be fine. 


4g U0Dsoulese 


30 Rupees” This makes 8 Hearts beat 
healthily. 

























a 
occoo and Ooccoo Jr. wait > Land onone of the blue 
eaOoctoo says she can't _ cubes, andit shudders, then 
H whisk you to Hyrule, only to drops out of the sky! You 
this shop. Take her with you, have a couple of seconds to 
and leave the premises. move before you fall too, so 
use these to reach the gray- 
floored area adjacent. A Helmasaur charged you when you 
Ooccoo y landed, but it fell into that falling cube! 


7 YOU ARE REUNITED WitH Ooccoo! 
f THis KIND CHARACTER CAN LET YOU. 
GUT OP DUNGEONS AND RETURN Missive lings 
an ks 
ES 




















YOUTO WHERE YOU WERE. iS ; 1 fs ClAWSHOT CROCKERY 

=— While you spot a pot on a blue section of floor, don't head 
feyuueye) Jr. ‘ : 2 over to smash it and let the floor give way. Instead, produce 
your Clawshot and smash each pot, then use the Clawshot 
again to grab the item and transport it to you. The Gale 
appearance in the City Boomerang achieves the same effect, but it isn’t as exact. 


old, sits on h | | 
limited vocabu 


(and no body). He can provide transportation | > It’s time to reach this 





Available after the first time you use Ooccoo 


to remove yourself from a dungeon, Ooccoo 


_ to the store if ) vish. chamber’s northern exit, 
so aim at the pillar with 
the vines growing on it, 
above and to the east. 
Clawshot to it, shimmy to 
the outer wall area, and drop. Grab a nearby Oocca and float 
to this chamber’ final part. Land, avoid the Helmasaur or 
grab its armor with the Clawshot, and leave. You can fight the 
Helmasaur, but this is dangerous because it could charge and 
bounce you off the edge! Exit via the door. One of the pots in 
the corner contains a Heart. 









< Leave the store and head to 
the pool, then go north to reach 
this ledges end. A Baba Serpent 
rises to strike as you near some 
#) steps, so react with a spin, and 
} slash it. Place your Iron Boots 
i ~ on if you slip in the wind. After 
J) the coast is clear, bring out your Hero’s Bow and aim at the diamond 
switch above the entrance gate. Shoot it, and the gate opens, allowing 


you into the first main building, CHAMBER By CENTRAL Fy AN ] 
eat a PANE AE 

) Dl GSS eos SO) Cttamer (1) 
- “34, 1. Cuttine THE GRAss RY Bidhnasamens 


The outer sections of this windswept city have a few thickets of 
grass growing around, particularly near Baba Serpents and the -_ area a Enter the 
}/ cannon. Slice them for Rupees and Hearts. Central Fan 
} Chamber, and a larger beast with 
} CO OD) hardened armor charges you. This is 
~ a the Helmasaurus, the larger cousin to 
. q CHAMBER, 23 € 4 the istelmasars, and it can PUTED : 
E Clawshot on its carapace without being parted from it! 
> Walk forward, into aroom Use the same tactics you employed on Helmasaurs before 
with blocks of blue and gray you got the Clawshot: jump around the beast and attack 
stone flooring, and cannons its exposed rear. You can also stand with a blue floor tile 
racked up to the side. After between it and you. The beast thunders in, you block or 
smashing a couple of pots in leap away, and it falls out of the sky! 




















the southwest corner (one 
contains a Heart), grab an 
i Oocca and float down to the central part of the room. They fly in the 
eysame way as Cuccos—under protest! 











“Run into this chamber and explore it, Ithas  ~ 
an extremely high ceiling with a fan in the center. 
Is that a vine wall growing down? No matter; it's 
too higlitto reach. There are pillars with vines } 
i 5, growing on them, and falling floor tiles to avoid. To RETURN TO THIS CHAMBER'S CENTER 
Head up the northern steps and Clawshot'to. - "AT ANY TIME, ‘CAWsHOT TO” 
this grated window, There’ a yellow Rupee (10) prANY. V PILLAR WITH MINES ON a, 
; p *) }\ 7 WITHIN REACH, SHIMMY. 
in a pot for you. Leap down onto this blue tile, TO SOLID GROUND, 
and roll onto firmer ground. Do the same in the ~ PL 
) southwest corner. The pot here holds arrows. 






























> Run to the southeastern window and 
Clawshot up to it; the Rupee in the pot there 
is green (1). There’s an opening in the grating 
you can walk through. This is.one of two 
ways to reach Chamber 4. 





A The final part of this initial 
exploration is to head into Chamber 

4. You've found one way (through the 
open corner of the southeast window's 
grating), but you can also grab an Oocca 
from the northern door area and float 





< The last of the four window ledges in the 
northeast is of particular interest. Clawshot 
to this ledge, and inspect the pot here. Inside 
isa Fairy whom you can scoop and place in 

» an empty Bottle. If you don’t need this now, 
) remember it for later. 












across to the eastern exit. 












CHAMBER 4: PEAHAT WIND GORGE 


(East) (1F) 


<_ Exit the door and head to a short flight of 
steps leading...nowhere! There's a gap with 
fierce gusts of wind blowing, stopping, and 
blowing again. Above are stationary Peahats, 
but don’t Clawshot to them, as there's 
nowhere to go except down! 


<< _Clawshot from the doorway, or drop from 
the grated window’s open corner, and land z 
in this small ledge, There are two pots (open A You're on the first floor of a large and 
them for a Heart), and a Spinner circular multilevel Sky Tower, but your progress 
» groove in the ground. Produce your Spinner, is limited. Enter the door and strike out 
and spin on the spot while connected to this the pots on the side for a Heart and blue 
groove. A bridge gradually spans from the Rupees (5). Pass the wall’s grating, and 
gorge’s east and west sides. run to the far end. Stand at this point. 





> Clawshot toa vine wall, climb up, and You can look down or across. 


maneuver toward the newly formed bridge: Ir YO DRor TGHUE Ba oomeens 


CRACK A COUPLE OF POTS FOR A GREEN 
Rupee (1) AND A HEART, BUT THE WAY 
ONWARD IS BLOCKED. DON’T ClAWSHOT 
TO THE STONE TUBE, IT'LL 

» FALL! FOR Now, CLAWSHOT 


Be careful as you cross. Gusts of wind can 
sweep you off into the clouds, so stop next 
to each wall section to prevent this. Move 





quickly, then turn and engage a Kargorok on 
the steps. Don't fight it on. the bridge. 

















Go 
ie 






} Cross the Wind Gorge 
bridge, rolling to quicken 
your pace so you don't 
‘fall off. As you reach the 
‘opposite side, the great 
dragon you saw earlier 
swoops down, and collides 
with the bridge, sending pieces of stone flying! 


| CHAMBER 3: First RETURN TO 
CENTRAL FAN CHAMBER (I/F) 


> Enter the Central 

Fan Chamber, point 

your Clawshot up at the 
vine pillar, and propel 
there. Shimmy to the 

safe ground, drop, then 
plan your next move. You 
might as well peek at what's outside of the north door. Run past 
the Oocca and look. 


CHAMBER 6; ROTATING 
Fan Goree (1) 


< This door leads to 
the Rotating Fan Gorge, 
which is inactive. Above 































and across from you are 
massive floating fans, and 
the blades look like they 
can take a Clawshot. For 
the moment, ignore this area, save for a quick smash of nearby 
pots (for a Heart and arrows), and combat with a Kargorok. 
You'll return here later. 


° Le , we, iP 
£m ‘ a <i , 
LLL Sy . u 3 ed 
se Sites pie, § acest ink 2 








tothe right side, gazing 
‘at the chamber’s corner. Launch onto the 
3 Clawshot medallion, then lower yourself to 
a small ledge holding a chest, This houses a 
Small Key. Head to the Wind Gorge. 












Ale ce : ae 5 
Ie > Sma Key ~ ) 
TREASURE cae yi se 
Cnest #3: You cor A SMatt Key! THis 
OPENS A LOCKED DOOR, BUT 
( Eas Key ) p. ONLY IN THIS AREA, A 
B a OSS 














a Q Dp. 
CHAMBER 3: SECOND RETURN 
TO CENTRAL FAN CHAMBER (1F) 
re a 4 ] < The only other possible 
way forward is to run west. 
Head down the steps, turn, 
and dash over the falling 
floor to the door in this 
side of the Central Fan 
Chamber, and open it. 


CHAMBER 7: CENTRAL SKY 


> Step into a windy zone, 
with a large gap stretching 
ahead of you. Turn left, 
draw your sword, hack 

at Baba Serpents along a 
walled ledge until you reach 
the structure's southern 
end. Clawshot up to smash the pots at the grated window, then use 
your Spinner, slot it into the groove, and press ® until a sky bridge 
extends to the western side. 


»> Runalong the ledge, and 
cross this newly formed 
bridge, rolling quickly after 
a jet of wind has subsided. 
As always, if the wind 
catches you, don the Iron 
Boots. At the far side, watch 
for a Kargorok or two sneaking up behind you. Shield bash them 
so they're stunned, then finish them! Smash the two pots (there 
are Heart and arrows in them), and open the door. 


CHAMBER 8: WinD Room (1F) 


< Enter a large, long 
corridor, and sidestep a 
couple of Helmasaurs that 
trot in toward you. Dispatch 
® them with the usual vigor. 

f) Then head around to the 

~ rooms south side, and 












dispatch some pottery. 
















blowing a gale, but it’s the diamond witch thas of real interest. Bring 
out your Clawshot and tag it. The far fan on the south wall, blowing 


wind north, shuts down. : oy 
, - < Youentera 


long chamber with 
numerous small floor » 
sections interspersed 
with frightening drops 
® into the clouds! Turn 
Jeft and smash the pots with your Clawshot, then run and 
grab the Heart and arrows, so you don't drop through 
the floor. Then run to the southeast corner, and'turn to 
RUNNING INTO THE GUST FAR FROM THE DANGEROUS FLOOR _face west. Run to the edge of the jutting area of floor. Use 
, ; your Hero’ Bow or Clawshot on a couple of Keese so they 
FASTESTIWAY TO NEGOTIATE US (OME SE, Mos don't bother you during this next maneuver. Wait for an 
BE CAUTIOUSLY TREADING FORWARD UNTIL YOU'RE 
STRUCK. *® updraft to subside, then leap the gap. 

























+ 





A Now run to the north side and face west. You must negotiate the two 
remaining wind fans. Start by running along the north wall. When you're 
hit by the wind, switch to your Iron Boots, and plod through the gust. 







> Ignore the chest 


> Once youre past the first 
on the chamber’s 


fan's gusting breezes, take off 
your Iron Boots. This time 
bring out your Clawshot, aim 
at the vines on the pillar ahead, 
and land on them, Shimmy 
around to the right, and drop. 
Defeat the Helmasaur, then open the door to the west 


CHAMBER 9: eae GREAT LEAT WIND > Head toward 


a dangerous Tile 
To OQWER (West) (4B) Worm at the end of 
the narrow floor tiles 
after you smash the 
pot on the south wall. 


north side for the 
moment, and instead 
continue to face west 





and look across at 





this area of floor. Wait for the updraft to stop, and leap 
across to the gray, not the blue, floor! 


<< Enter the door into an 
enclosed ledge. Whack the pots 
to your right, collecting blue (5) 
} and yellow (10) Rupees, then 
turn and open the chest in the 
opposite area. It contains your 
Dungeon Map. 


aga og on 
f TREASURE t DunGEON Map 
Cnest #4: 
DUNGEON YOU GOT THE 
é Map ae DuncEon Map! “fb 
3B a: NM i 
gn Oa 
ud v 7 ), 
CHAMBER 8 — RETURN TO 3 . 
Now leap to the small, thin floor area running north to 
m (1F) 


south. Turn and line yourself up exactly. You must land 
on the tiles opposite, and there's little room for error! 





This critter, coupled with the updraft, can spell doom if 
you don't get rid of it. Bring out your Gale Boomerang 
and throw it, and the Tile Worm is bounced off and 
into the clouds. Wait for the updraft to stop, then run 
and leap across. 





< Smash the pots 

under the Clawshot 
medallion (used 

|, when you approach 

this room from the 













opposite direction). 


<_ Now return to the Wind 
Room, and run south, across > Once across, 
the falling floor pieces, andturn _ shoot, Clawshot, 
left to reach the exit door. Ifthe or slash a couple of 





fan isn’t stopped, retrace your Keese. Then turn 

steps and activate the diamond _west and look for the 

switch. Smash the pots and Tile Worm nudging 

leave via the south door. the floor. Don’t step on it! Instead, use the Gale 


Boomerang. If the Tile Worm lands on the floor, slash 
it until it falls or is dispatched. 


Blasi 3) 











<< Now that the chambe 
is free from armored 
Dynalfoses, a door opens 
in the south wall, above 
you. Optionally smash 

) the pots in the corners for 
Hearts, then move to the 





north wa d turn east. Dash 
along the floor, and jump to the 
small chest. Then turn and face 


west. Despite ae ca) 
? Treasure }) 
* > appearances, ; 

PP s Crest #5: 


can leap to the narrow ledge. Now move to Yettow | 
3] 
ba 




























e you last fought a Tile Worm. Rupee (10) southern floor section, look up, and launch a Clawshot to this 
Ls vine. Clamber up. 


‘20 






i) > Aiea csi tothe 
ast dangerous part of this 
chamber, and target another 
Tile Worm on the ledge 
across from an updraft. 
Defeat it, then leap when the 
air is clear before turning left 
at the west wall, and jumping south, to the exit door. 


CHAMBER 11; DOMAIN OF 
THE DYNALEOS 
> Be very wary as you site 


eniter this square chamber. It 
contains two well-armored 





@ 


It pays to watch your cutscenes closely. After this battle, 
we didn’t realize that this alcove was opened, and spent 

the next few hours hopelessly lost. Don't let this happen 
to you! 











< Climb up to this 
ornate ledge, and smash 
some more Oocca pottery, 
then look up. There's a 

‘& bulb-like ornate handle, 
and you must shoot your 
Clawshot at it. Your 
weight activates an updraft in the room. 


} Take an Oocca, and ie 





Dynalfoses, like the ones 
you encountered during 
your excursion through the walk to the edge of the 
Temple of Time. You want ledge. The updraft turns 
to defeat them one at a time, so coax the first forward by striking on and off. Just as it turns 
it on the helmet from long range with your Clawshot. Then either on, run off and float 
counter it’s axe with a sword strike and spin or, even easier, take directly to the wind. It 
them down long range with Bomb Arrows! causes you to rise up, and 
land on a ledge that you couldn't reach before. Exit this chamber, 
now on the second floor. 








< Treasure Chest: Drop 

down to the middle area, 

and ride the updraft 

to the upper floor area 

» opposite. There's a broken 
), wall to the north, and 


above Chamber 10, but with 
no access to it. Put down the 
Oocca, and look up. There's 

) a handle to Clawshot to and 
activate. This unlocks a gate 






= 368 E 5 ™ a Clawshot medallion 
aries outmwall gues cnesp behind itiGrab, f TReteune ) Preah on the south. Ignore them both, stand on the 
another Oocca, run into the gap above the lower Chest #6: Geer azih abdratt vent and tidetieOocca to the far end 
middle floor section, and aim for the updraft. Turn Rev Rurte }, PUREE RUPEE ee per aps ee eee ree pct resides. 
around, fly into the ledge, and open the chest. i (20) 7) i (50) 

e bs 2 


O@ 











































\ YOU FALL DOWN INTO THE LOWER FLOOR AREA 
] NEAR TREASURE CHEST #7. FIGHT THE 
HELMASAUR DOWN HERE, THEN PROPEL 


pulling sae. up. Tug 
the ornate handle, which 
opens a a gate below. Grab an. occa and run off the ledge. © 


> Drop to the ledge’ 
opposite, on the tower's 
first floor. There's a 


> Time to fly again! 
Pick up an Oocca, 
stand on the vent near 
the broken wall, and 

fly northward, turning 
west in an arch, and 
fanding on another vent 





with three pots on it. Each pot holds a blue Rupee (5). Dcku Baba growang 
here. Stun it with a 
< The updraft vent Clawshot. 


isn't working, so turn 


From your current 
and face east with 


vantage point, turn and point yourself and an Oocca friend east, 
Oocea in hand, and and fly to the small ledge with the two pots. You're now on the 
fly to the central vent. B1 level of this structure. Fall and land on the ledge, crack both 


}, Ride it up, then aim pots for a yellow (10) and blue (5) Rupee, and turn to look west. 
= for the floor under the 


ornate handle. Clawshot up to it, which releases the air in the 
vent. Head back there, and use this new blast of air to ascend 
through the hole in the west wall. The last part of this chamber 
holds nothing of interest (the pots are empty). Head through 
the door to the north. 








I. IN THE CENTER OF THIS CHAMBER. DON'T JOURNEY 
TO THIS YET, AS YOU CAN'T DO ANYTHING EXCEPT 

FALL INTO THE CLOUDS AFTER YOU 
WUT p>, WANG ONTO 11! 


» Scour the remaining 
CHAMB IiBER a: Tr Lu) iE GREAT AT ledges. The one opposite 
WinD TOWER (Wesr) (2F looks good enough, 


pote a so float down to the 


TO IE TO Bai TO B2 TO B3) B2 level of the tower, 


> and land on this ledge. 

aon ante Hatdhe There's a Clawshot 
(Che Apne OE medallion above it. Land and deal with a Deku Baba, and 
This is actually the 


smash the two pots for a Heart and blue Rupee (5). 


> Your final descent 
leaves you at the very 
bottom of the tower, 

on floor B3. Look over 
the ledge’s left edge and 
Clawshot to the small 
ledge underneath. Then 
turn and run south, to the door in the tower's western part. 


second time you've been 
here—the first time was 
when you obtained the 
Dungeon Map. Now 
you're on the other side and must methodically descend. Start 
by smashing the pots to your right for a yellow Rupee (10) and 
Hearts. Then optionally fly to these pots on the central pillar. 
Drop and grab the ledge. The usual prizes are inside: a blue (5) 
and yellow (10) Rupee. 





You're out! 


CHAM 


> Enter a small circular room, The pottery around the perimeter provides the regular 
items: Hearts, arrows, and a blue Rupee (5). Of more interest is the bulb handle above a 
roaring fan. Clawshot to the handle, and give a tug to shut the fan off. Then lower 


MBER 13; BASEMENT FAN AND 





yourself down! 





ae 


sid 


OTT) Us > SEE A RH pe ea 


Saal hee me 


< Treasure 

Chest Once you've 

destroyed all pottery 

look east, as a 

gate has opened. 

Clawshot up to the 

medallion, and run 
==>) to the chest. Inside 


is what you've been waiting for: a second Clawshot, which doubles 
your shooting prowess! 






The Double Clawshot is 
possibly the finest pair of 
items ever seen in the land 





D uBLE CLAWsHOT 
_ You Got ANOTHER ClawsHoT! 


Now You're HOLDING A PAIR! 
_ THey’re Douste CiawsHors! 


< The Double Clawshot allows 
you to hang from a medallion 

or other vertical grating or vine 
and raise or lower yourself with 


fi Oand Q. However, in addition, 
you can aim (either manually or 


with @-targeting) to a second 
medallion, grating, or vine, and 
propel yourself around rooms 
without touching the ground. You 


=.can do the same (except for raising 
or lowering) from horizontal vines, gratings, and medallions. This 
is an excellent new toy; equip it now! 





@ REMEMBER THAT YOU CAN BE H/ O y ) 
RAISING (©) OR LOWERING (9) YOURSELF WHILE YOU'RE MANUALLY 
LOOKING AT THE NEXT CLAWSHOT TARGET! 

@ Aiso NoTE THAT YOU CAN HANG FROM ANY CLAWSHOT-FRIENDLY 


SURFACE AND USE THE SECOND CLAWSHOT AS A WEAPON (TO RID 
YOURSELF OF CHUS OR KEESE, FOR EXAMPLE). 












@ Be sure To LOOK FOR NEW WAYS OF SOLVING PUZZLES 
USING BOTH CLAWSHOTS. YOU CAN'T SEPARATE THEM 
NOW. 





CHAMBER 9: First RETURN 
TO THE Grear WinD ToweR 
(Wesr) (B3 to B2) 


< Back in the tower chamber, 
use the Double Clawshot to 
move around the series of 
medallions to this ledge, on the 
B2 floor, eastern wall. Don’t 
drop off (although you can 
head across to the lower ledges 
to break a few pots). Instead, look up and Clawshot to the ornate 
handle above you. 





» This opens a gate on the 

B2 level. With the Double 
Clawshot, you can lower 
yourself to the open gate, and 
aim at either medallion above 
the exit door. Propel yourself to 
the door, and the gate closes (as 
you let go of the handle and it retracts). Enter the door. 


CHAMBER 14: ClawsHor 


=e 


RicocHEer Room 
a 








< Enter this room, which 

has no floor, and @ target the 
nearest Clawshot medallion, on 
the metal pole suspended from 
the ceiling. Propel yourself to 
this pole, and it begins to slide 
down with your weight. This 
isn’t a problem if you constantly 
@ target and ricochet all the 
way up the series of poles. 








—— 

f- oi 

CAINS 
awe 
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I ce meet 

































Double Clawshot # 
andfireitatone / 
of the ceiling : 
medallions, then 
face east and 
shoot at the vine : 
‘in the fan hole. Propel yourself up and out, then return z 
to the tower. 


< Treasure 

Chest: Land on 

this exit ledge. 

Behind you 

} are two pots 

\ eee é 

gists housing arrows 
WB anda Heart. A 


treasure chest with the Compass, and two more pots are 
ona sinking floor in front of you. Grab everything, and 


leave via the adjacent door. 
Compass 7] 
You Got THE Compass! 


20 
S Og 
ae 3 y 
TREASURE 
Cuest #9: 
THIS HANDY TOOL SHOWS YOU 
‘Compass WHERE TO FIND OBJECTS HIDDEN 
iS i Io IN THIS DUNGEON. co, 
3) lox 10 BS 


CHAMBER 7: 


=e 


First RETURN TO 
CENTRAL Sky BRIDGE 
(UNDERSIDE) (B1 to 1F) 


<< You appear 
ona small ledge 
underneath 

the Central Sky 
Bridge. Clawshot 
mi), to the first 
grating, then 
very carefully 
aim and smack 
the Clawshot 

& into the Baba 

# Serpent's head. 

e While it’s stunned, 
even more carefully aim at the stalk and cut it. If you 
miss, you'll target the grating, propel yourself into the 
Serpent, and fall! When you've crossed the bridge, 
climb the vine wall, and head to the central chamber. 
















IF YOU'RE HAVING TROUBLE WITH THIS PLAN 

OF ATTACK, SIMPLY STAND AT THE INITIAL 

___ LEDGE AND SHOOT Bomb ARROWS AT 
ALL THE BABA SERPENTS. : 












< Turn, look up and ae 
) south, and aim at this 
specific medallion, 
near a ledge. Propel 





E NiO | 


he CHAN: 33 THIRD) RETURN 1 
2 | CENTRA FAN CHAMBER (1 EF) 


MN GHaracters | ||| \\ 
Wid 
ENCOUNTERED 











3 i << Now that you have the Double ; 
x a + : Clawshot, you can easily explore the a You're now on 
iy & : ; | eastern toweryou couldn't reach earlier. loor B1. 






i r . Move to the doorway by shooting up at > Hang from this 
5 » the medallion, and the second one above 





ey 









f medallion, and 
= 3), the door, and head east. look to your right. 










You can propel toa 


; HAMBER, 4: SECOND RETURN TO grated archway. 
Peanay Winn Gorce (East) (1F) ) 


> The bridge may still be out Se: Or, you can shoot 
ov y to the grating on 

the wall to your left, 
above this large ledge 
to the north. Look 












“permanently, but you can cross easily 
thanks to a combination of your 
Double Clawshot and the floating 
Peahats. Always automatically 2 
target and you'll shoot from Peahat to down a floor; there's another grating on the right wall. 
Peahat in seconds, then drop down at Shoot yourself down here, deal with the Baba Serpents 
the farend, watching the wind. Exit to Chamber 5. before opening the chest. Exit via the same medallion. 
+ Shoot yourself to the grating, drop onto the stone floor 


CHAMBER 5y First RETURN TO ledge, run through the hole in the north wall, and leap 






















ts o eo 
™ < Run into this chamber, and begin TREASURE) | sm Arrows 9 
=) avery long climb using mostly your Cuesr #10: P Bie ety 
Double Clawshot skills. Run to the Arrows (20) 

edge of the vine wall, and peer down. t “} 4 + 
® © target, shuffle forward in this > Turn right, and eg 

s 


) viewpoint, and target the medallion this ledge. A 
~ on the pipe below, 


_ EASTERN Sky Tower: (Bl 193F) “=? 


couple of Purple Chu 


I). IF YOU'RE IN THIS VIEWPOINT ON A LEDGE, YOU CAN MOYE ALL anda Red Chu are 

THE WAY TO THE EDGE AND NOT FALL OFF. x about to descend from 
the ceiling. Attack the 
Red Chu first if you don’t want them to combine. Find 


blue Rupees (5) and arrows inside the pots. 












> Now quickly @ target and swing 
around to shoot to the medallions } po = < Propel to the west 
along this series of falling pipes. Fall ? : 
down and drop from the end one toa 
very low ledge. 





now, down and onto 






this grating, which 
is difficult to find. 

f You're back down to 
floor B2. 








< Drop off onto the 
ledge and look east. 
Two Babas writhe 
here, so shoot them 
B with Bomb Arrows, 
bor snip them with 





< Turn, face north, 
and propel to this 







medallion, which is 






easy to miss. 





your Clawshot. 

















lower yourselfdown =f { . By at Bi Baba’s head) @ 
































and look north to see targeting him and trying 
-adiamond switch. a leaping strike or a spin” 
Shot it, turn in the attack. Continue this, 







defeating Baba Serpents ‘ 
too, until the head explodes! 


opposite direction, 
™ and a gate opens. 
Shoot at the medallion, look up, and Clawshot all the way 
up (via gratings and medallions above you) to LF. 





> Step 2: When the Baba 
base begins to pulsate, 


»> Treasure Chest: produce a bomb or fire 





There’ a chest here, a Bomb Arrow, and let 

but don’t drop from the maw consume the 

the grating or you'll explosive. If you don't have 

miss the ledge! any bombs, either return to 

Instead, turn and the store via Ooccoo, or return to the tower you came from, and 
look at the medallion 


open Treasure Chest #12. 


<< Now you can climb this 
tower, provided you don't 
receive a mauling from 

the nearby Baba Serpent. 

» Defeat it, then look up and 
around at a sliding tube 


y 
and shoot there. Then turn back again, ee Foe 


carefully jump to the tiny ledge, and open Reo Rupee 
the chest. 4 (20) “4 
P 5 


> Treasure Chest: 
Now Clawshot back 


on the ceiling, past the hole in the wall, io =f 
RE 





to the chamber’s » with a medallion on it. Hit 
northeast corner, it, then quickly swing your Clawshot around to the right and look 
but don’t exit yet. up; target this vine before you fall! 

There's another chest 


< Treasure Chest: Climb 
up the vine pillar and onto 
the top of it. Draw your 
Hero's Bow, and blast a 


Baba ee, ee 
Serpent TREASURE * 
Cuestr #13: 





to locate. Head west 
along the ledge, use your Gale Boomerang to remove a Tile 
Worm from your jumping spot, then leap there. Leap, cling 
on, pull yourself up, and inspect this next chest. Defeat a 
Purple Chu and a Tile Worm on the south ledge. 





20 


aks 
= 


2 

Y TREASURE * Bomss ‘i witha Yetlow 

Cuesr #12: Bomb Arrow, or use your Gale Boomerang, then Ruree (10) 
> 


Boms (10) Sg You cor Bomss (10)! fF leap to its ledge and open a chest. 
ies ike A »> Treasure Chest: Turn f y fs e 
‘ad Ki 


y back and leap to the vine 


CHAMBER 15: BIG BABA'S) its. and diop down 
TOWER ( AE TO 3F TO 2P) Work your way around the 






=es 


2F part of this tower until 
< Enter acircular you reach this very narrow 
chamber with a ledge. Stop and shoot any 
giant Baba plant in Keese so they don’t attack you. Walk to the small chest, and claim 
the middle. It’s the your small prize. 


return of Big Baba! a 2 a) a 
» 9 a 5 
), He's not alone; TREASURE ¥ ARROWS 


® there are a few Cuest #14: 


_ You cot ARROws (20)! 
Baba Serpents, too! Fortunately, defeating him is easy! ee a 
ee oO 7, = 
















<< Retrace your steps 
to where youfought 
your last Deku Baba, 
and turn to look up 
at the exit bridge. 


you off the ledge. Then drop 
& down, and run to this chamber’s 
5) southwestern part, and aim at Aim your Clawshot 
the Keese under the floor above, ~ at the tube, and fire! 
ing in this Aare Make sure they're Ediepatched Once you're on the tube, a nasty-looking Dynalfos comes 


> Treasure Chest: With the 
Keese defeated, turn right, and 
shimmy hand-over-hand along 
the lip of the broken ledge until 
youre under the floor above. 
Bring out the Bomb Arrows or 
sword, and tackle a Baba Serpent 
hanging from the ceiling before you open this next chest. The prize is 
worth the detour! 






















running along the bridge. Ignore him, and Clawshot across 
to the second falling tube, then to the vine wall. Remember 
to @ target! Bomb Arrows will also work a treat. 









<< With the Dynalfos 
foiled, aim your 
Clawshot at the 
medallion directly 
above the end of the 




















¥) bridge, and drop to 


Dee — em P Hi = a this section. Turn and 
PS eg ECE OF HEART % 
Guest #15: You Gor 4 Prece or Heart! run to the south exit. 


COLLECT FIVE PIECES TO FORM 


PrEce OF 
Heart #47 J A NeW Heart Container! 
Piece OF Heart #41 OF 45.9) 











FAHAT GARDENS (3) F 10 2F to 3F) 
< Enter a large, flat area of > Optionally F 
overgrown paving, and begin a drop down to 











little weeding with your blade, this section 
slicing some Baba Serpents. of gardens for 
There’s even a blue Rupee (5) in some items. 
4 =f the Deku Baba to the southwest, Then wait 
; © and two more blue Rupees (5) for another 














inside the pots on the promontory. —_peahat. It 





I), HAVE YOU TRIED JUGGLE ComBoOs? Cut THE Deku Basa’s takes you over the next wall, into the southern part of the 
STALK, AND WITH A SECOND SLICE, HIT THE HEAD BEFORE gardens, 


1T TOUCHES THE GROUND! 
» Treasure Chest: 5 
Investigate the large § 


ledge you're on; the 





}> Stand on the 
eastern side of the 






garden and look pots to the south 
south. Soon you hold a yellow (10) 
see a slow-moving and blue (5) Rupee, 
Peahat gliding but the (slightly) 


bigger prize lies hiding in the long grass 
in the eastern area. A small chest in the 
corner contains a red Rupee (20). 


through the air, 
over a broken high 
wall you couldn't 
otherwise reach. Head under the Peahat, Clawshot up to it, hang down 


f TREASURE 5 
Cnest #16: 
4 Rep Rupee 










(20) 


) and travel south to the next part of the gardens. 









and look to the west. 
‘There's a chest across from 
you that you can't reach, 
4 and a grassy frea down 
- below. But first, look up 
at the Peahat traveling 
from north to south. 
Clawshot up to it, and ride 
southward to a strange 
es = little tree island. Another 
Le =f Peahat is waiting here. Shoot yourself 
TREASURE ° 
Cuesr #17:f' at it, and drop onto the island. When 
Purpte Rurety, you've dealt with the Imp Poe, open the 
fren aw} chest and collect that purple Rupee. 










frais 


This island is also 
home to an Imp Poe. 
Thedaylight doesn't 
bother him, so there's 
no need to wait for 








the night. Bring out your fangs or Midna’s area- 
attack, and fight! Only four more to go! 


o 2 
| Por Sout oI 
You Gor THE Por Sout! Cottect 
ONE FROM EACH POE YOU DEFEAT! 
q Por Sout #56 oF 60. } 
ie “ ia } 


> Clawshot back up 

to the Peahat, wait for 
the moving Peahat to 
return, then travel north 
and drop onto the lower 
grassy area. Draw your 
sword, dodge around each Helmasaur and Helmasaurus, 
and slice its rear! Then turn and fire arrows (or aim 
carefully with your Clawshot) at the Walltulas on the 
large vine wall. 


< This lower area 

#} doesn’t hold anything 

of value, so Clawshot to 
the top of the vine wall. 
Wait for the north-south 
Peahat to arrive, then 





journey northward, lowering yourself so you pass under 
the vertical crack in the wall. 


As soon as you pass through this crack, turn left and 
target another Peahat, then lower yourself immediately, 
because it’s moving north through another crack! 











“> Treasure Chest: You a 
in the northwestern part 
of the garden, and youcan 
drop down into the grassy z 
area. Attack a couple of Baba 
Serpents, but don’t leave 
before you uncover a partially 
hidden chest in the southeast corner! Now use the Peahat to ascend | 
to the ledge on the upper floor, and exit to the west. 


2g a [5 i S. 
° TREASURE Ps Bowes: ‘ He 
“U Crest #18: 
You Got Bomes (5)! 
Bomes (5. 
i of iS. 3 


<< You emerge on a tiny ledge 
with pots and a series of 
Peahats in a semicircle. Smash 
the pot for a Heart, ignore 
the gliding Kargorok, and 
Clawshot up to the Peahat. 



















~~ Continue @) targeting and 
maneuver all the way around. Turn left to continue around to the 
ledge to the south. 














<< Treasure Chest: Land on 
the ledge and open the door. 
You're back in the garden, 
but this time you're on the 
ledge with the chest you 


over and take your awesome 
prize! Then return to the Peahats, and journey across the skies to the 
central tower. 


oe 02 ox, 
P Treasure | F Piece or Heart i) 
Cuesr #19. You Gor A Prece oF Heart! rt 
PIECE OF @:« THREE MORE FOR ANOTHER 
& Heart #42 e FULL HEART ConTAINER! PIECE OF 
HEART #42 oF 45. 


< You're now 
atop the Central 
Fan Chamber, 
which is the 
domed building 
in front of you. 

g) Execute a tour 
i) of the exterior, 
2? running around 
clockwise. Two Dynalfoses prowl around here. Introduce them to 
your Bomb Arrows. 









‘expanse of grass, only 
ippear. This shouldn't be your focus at the moment, 
there's a green Rupee (1) to the north. 
































to the top of this domed 
structure. The long way up 

is shown below, and it allows 
you to reach some chests and 
Poe. The short way lets you 
skip all that, but it's tricky to 
pull off. Stand here, just to one side of the south door, and aim your 
Clawshot at the vines (you can’t see exactly where you're aiming). 
‘Shoot upward, and land on the ledge. 


} The other route is more 
straightforward. Run to 
this area of grass on the 
east exterior wall, with the 
yine wall growing on it, and 
Clawshot, then climb to the 
ledge at the top. Bring out 
your Clawshot again and bounce it off the head of a Kargorok. It 
usually flaps back to its perch, to the north. 


> Bring out your Hero's 
Bow and shoot the Kargorok, ‘ 
and a second one on a perch 
in the distance. Now these 

flapping foes won't swoop at 
you in this area. Transform 
to the wolf, and walk along 
the rope spanning the ledge to the domed building. 


\ < Treasure Chest: Turn left 
and walk around the narrow 
ledge to the vine wall (this 

is where you could use the 

) shortcut). Aim up and shunt 

a couple of Walltulas off the 
vines, and then carefully aim as 
high and far across as you can, 
and clamp yourself to the vines. 
Shimmy left, and then drop 


| as soon as oe oy 
iy i} 
TREASURE 
Cuest #20: 


Reo Ruree }, 
Ke, (20) 2) 
OFS od 











the vines are 





vertical. At 
| the bottom is a ledge with a chest. Open it! 






















look west to see a rope 
stretching out toa ledge. 
There may be a Kargorok 
to shoot. After the area is 
clear, change to wolf form 
and walk across the rope 
to this ledge, and again to a high section of outer wall with grass 
on top. 


VY  pesutey =P 
As you cross the rope, look to 

the sky above the grassy wall_ 

sp section ahead; an Imp Poe 

floats up here, and he descends 

to attack as you reach the grass. 
Bring him down, and finish your Poe hunt in this dungeon! 


9 F 2 E 
You Got THE Por Sout! Coutect | 
ONE FROM EACH POE YOU DEFEAT! 
{ Por Sout #57 oF 60. b 
a 4 as é 
PO 3 


. THIS MARKS THE END OF YOUR POE SEARCH IN 
j) DUNGEONS. THE LAST THREE IMP POES ARE IN THE 











Por Sout 















< Treasure Chest: Now 
open the chest and take 
the purple Rupee. Once 
you're done, drop to the 


grassy gee = 
ground TREASURE 2 
Cuest #21: 
below. <fPurrte Rupee}, 
(50) } 
; = 


< Head back to the 
initial ledge and rope 
and walk across. Turn 
right as you reach the 

m® ledge around the domed 

} building, and walk to 

™ another rope. This leads 
to the perch the Kargorok was on. Step onto another rope, walk 
to the second perch, and then to another rope and a ledge on the 
dome’s west side. Enter the door you see here. 







> You enter an area of 
the Fan Chamber above 
the main floor, with a 
rotating fan and two 
Helmasauruses to battle! 
Keep to one side, away 






4 


4 ‘ } Oe 
from the blowing air, and tackle each one at 
stepping around as they charge, and slicing their 
rumps! : 
> When you move 
to the room's south 
side, don’t fall down 
the hole! Engage the 
other Helmasaurus, 
and then look up at 


the ceiling. Between the gap as the fan rotates is an 
ornate handle. Clawshot and hang from it, and the 
fan below stops spinning. 










) < Treasure Chest: 
Drop down from 
the handle, and 
inspect the ornate 
chest between the 
two pots. The pots 
contain a green (1) and yellow (10) Rupee, but the 
big prize lies inside the big chest: it’s the Big Key! 


ca On 
Bic Key 4 
“i You cor THE Bic Key! f° 
f Use 1T TO ACCESS THE LAIR 
1 
> 


30 go 
TREASURE 
Cnest #22: 

{ Bic Key ) 
. eo 0 a é 


y < Treasure Chest: 
| Drop down the hole 
to the fan room 





directly below you, 
where a second fan 
has stopped, thanks 
to your handle-pulling. There's a drop so stay on the 
outer edge and defeat the two Helmasaurs. Don't let 


them shunt you down below! The ~~ me 
Y TREASURE "| 
Cnest #23: 


easiest way is to use Bomb Arrows 

froma distance. When you're done, 4 Rev Rurte 

inspect the chest here. 4 (20) } 
a Xo) Oa 


_ IF YOU DO FALL DOWN TO THE FIRST 
FLOOR, USE THE CLAWSHOT AND BOUND. 
UP THE VINE PILLARS, THEN SHOOT AT 
THE VINES HANGING DOWN FROM. 
THE FAN HOLE TO RETURN HERE. 







<< The time has 
come to activate the 
fans to the north, 

§ allowing you access 
=) to the lair of the 

* massive dragon that 
frightened the Oocca earlier. Fire your Clawshot up 





at the grated ceiling from the room you're in, and 
lower yourself through the stopped fan, into the 











OF THIS DUNGEON'S Boss! 
b 








large airy chamber bélow. Make al you' ing north as Yo ; SNS! 
Look north, and you see an ornate i r Sie 
and pull it down! Drop down, and’ 


CHAMBER 6; First RETURN TO 

















RotatinG FAN Gorce (1F) 


<A giant fan tutbine is now 
blowing air against the larger 

_ square-ended fans in the gorge to 
the north. Enter this chamber, and 
§ Clawshot up to the first fan blade 
with the grated surface. Stay on 
here, make sure the fan rotates to 
the north, then Clawshot to the next fan. Repeat this all the way to the 
other side. 





» Treasure Chest: As you finish 
your fan-hopping, land on the 
stopped fan turbine ledge above the 
exit door. Inspect a chest behind 


0 Og 
We 
TREASURE 
Cutest #24: 
Rev Rupee 
AA (20) 
(oo Be 
y 


CHAMBER 17: NORTHERN FAN 
To 5F) 





here. Then drop 
down, smash the 
two pots with 
your Clawshot, then Clawshot the items—a Heart anda 
green Rupee (1)—and exit. 


Tower (1F 


> Enter a gigantic tower with fans 
rotating all the way up the inside. 3 
Ignore them for the moment, as 
you have two nasty Aeralfoses to 
tackle! Remember your combat 





tactics from the previous battle: 
wait for them to hover, Clawshot 
their shield (you should be constantly @) targeting them), and then bring 
them to the ground before striking them with your sword. Then run 
around the perimeter, smashing pots for Hearts. 


<< Look above the entrance door 
to the south, and you'll see a huge 
fan grating. Clawshot up here as 
high as you can, and turn to look 
up. Clawshot to the fan blade 

), grating, and then look above the 

™ grating you just shot from. Fire at 
the diamond switch above it, and the fan you're on begins to move. 





<< Stay on the moving fan as it 
rotates, and carefully aim at the 
next fan above you, which is to 
the north. Fire and land on the 
grated blade, then drop off into the 
, alcove on the north side of the 2F 
part of the towerif you want a few 
Rupees. Most adventurers stay on the fan, or shoot the pots from up here. 















































TURNING, AND FIRE AT 
TO ENSURE A QUICK ASCENT UP_ 
HERE. THE FANS ARE DIFFICULT TO 
\WSHOT UP THROUGH, AND YOU 
ST TAKE CAREFUL AIM! DON'T 
WORRY IF IT TAKES MULTIPLE 
ROTATIONS TO LEAVE YOUR 
2) CURRENT HANGING SPOT. 


up, propel 
“yourself to 
the central 
pillar and the 
farvup a level, 
and sit on it for a moment or two. You can now 
choose to propel to this fan (pictured) in the 
southeastern area of the tower, and break open 
the three pots. They contain a yellow (10) and 
two blue Rupees (5), so ignore this if you wish. 



































tower's apex. 





You walk onto the windy 
tower. From the skies a 
massive dragon glides in, 
with huge, powerful wings 
and a set of fangs with teeth 
bigger than a Goron! This is 
“the Twilit Dragon Argorok, and you must defeat it! 
















Step 1: Ascend the spires to 
the very top to gain a height 
advantage over Argorok. 

Do this by Clawshotting to 
the spire, then alternating 
between spires until you reach 
the top. The choice of spires is important. Propel yourself to 
the spires that are close together, as you'll ascend quickly. 

Step 2: This attracts Argorok’s 
attention, and it launches a blast 
of fire at you. Drop down before 
you're struck, or simply fall (but 
make sure you land on the grass 
and roll). Smash some skulls 
> for Hearts near the base of the spires. 


Camnoaentitts 


ead, stay on the central far'and aim up 
~ and to the northwest. There's a fan above you in 


2g 
3) ie Fairy 4 
4] You CAUGHT A Farry IN 


A Bortte! WHEN you FALL 
IN COMBAT, THIS 


) FAITHFUL FRIEND f g! i. 
{ . Gives You Hea pots contains a Fairy, so drop and grab it if you need it. 


OG 





> This brings you out and onto the top of 
the highest tower. Turn right, and look for 

a support pillar (shown) with a grating on 

it. Clawshot to here, then turn and look up. 
You're searching for another pillar with vines 
growing on it. Shoot to it, then climb to the 


Boss Bartie! Twitit DRAGON 


TwlieDaagon Angora 











oS an alcove with more 
2 pottery with blue 
(5) and yellow (10) E | 
Rupees. One of the 


< Continue up to the next fan at the top of 
the central pillar, then look for a small alcove 
with a diamond switch in it (as shown). The 
fan you're on isn't moving, and this switch 
activates it. Now rotate all the way around 

§), to aim at the medallion above the exit door. 

™ Shoot at that, drop down, smash the pots, 


then use your Big Key to unlock the door. 












‘Threat Meter 


mene | 


Step 3: When Argorok descends to inspect you, it leaves its 
tail exposed: @ target it, and propel yourself onto it with your 
Clawshot. Pull down, and the dragon is unceremoniously dragged 
out of the air! It falls to the ground, some of its armor shatters, 
and then it flaps away. 


Step 4: Argorok then 
swoops in and scrapes the 
ground with its talons. The 
wind caused by its wings 
pushes you along. Quickly put 
on your Iron Boots so you 
aren't blown off the tower. 





stroy the Mirror. Zant must be fete i 
portal and asks you to head immediately to the Mirror Chamber. Allin fl time! First, pick up the Heart Contes 


to Lake Hylia via a Clawshot into the back of the Sky Cannon. 
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Entrance to 
Twilit Palace 


Jovani 


iq Sky Cannon 


Cave of 
Ordeals 


) Piece of Heart 
Giant Quiver 
Double Clawshot 


Great Fairy Tears 


PO eR ero tee Pay Dee eee Rye eae 


ASSEMBLING THE MIRROR OF TWILIGHT: OVERVIEW 


ou have but a few remaining tasks in the Overworld to complete. After that, all your tasks are related to the remaining 

dungeons. Now that you have gathered all the major items, you can open the kingdom's remaining chests, and defeat 

all the remaining Poes in the furious battlegrounds of the Cave of Ordeals. Then prepare yourself for a journey to 

the Twilit world itself. Only when you're ready to go, with a Giant Quiver and a healthy collection of Fairies, Rare Chu 
py Jelly, and a full Giant Wallet, should you venture to the Mirror Chamber, and fit the Mirror Shards together. 
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1 309 


Collect Remaining Poe Souls 





j 
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| \Wonae 407 © 
Assemble the Mirror Shards 
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< If you wish, you can return to 
the City in the Sky by entering the 
nearby cannon. Just Clawshot into 
the back of it, and ride it up to the 
heavens! Do this only if you forgot 
to capture one of the two Imp Poes. 
For now, you should set about 
claiming the last of Hyrule’s chests! 


Dovusie CrawsHor Hunt: 
LAN NAYRU) SPIRIT CAve 





> Enter the the Lanayru Spirit 
Cave, and stop. Turn and look 
north and up. Shoot and propel up 
to a Clawshot medallion. 


Double Clawshot around the 
ceiling of this cavern, until you 
reach this medallion (stuck to a 


tree root), which allows you to dangle down. Move Mand then Clawshot 
across to two more medallions, then land on an upper ledge you haven't 
been able to reach, yet. 


Sy) < Turn and run along the western 
ledge first, which slopes down to 


= 
Cnest #96: 
quent 
jgRUI f (100), 
OG 


< Now do the exact opposite. Turn 





a chest. Ease the 
chest open to 
uncover an orange 
| Rupee (100). 


and run along the eastern ledge, which 
slopes down to a second chest. Ease 


the chest open, a) oe 
» and you uncover Seay oN 
) another orange 


ORANGE 
™ Rupee (100)! i Rupee (oO) D 
















<< When you've 
finished in the Lake 
Hylia area, warp as 
close to the Kakariko 
Gorge as you can. 
Gallop here, defeat 
the nearby Bokoblin, and then aim your Clawshot out to 
the long rock in the middle of the gorge. 


> Turn and 

hang from the 
medallion, and 
look down. There's 
a second medallion 





on the outer wall, 
so Clawshot down to that, then turn and look 
across at the vine wall. Clawshot over here, and 
clamber onto the ledge. As always, aim at the top of 
the vine wall so you don't slip off! 


> Once on the 
ledge, look for a 
vine wall to climb. 
Don't Clawshot, 
as there's nowhere 





to land. Shimmy 
around, and then drop to a remote ledge on the 
inside of the gorge rock with a chest on it. 


Doo 


29 On 
pee ; i 
Cuesr #98; 
PIECE OF 
Heart #43 


a 


ANOTHER FULL HEART CONTAINER. 


Prec OF Heart #43 OF 452% 







































\l Post 


The Postman arrives when you next enter a bridge or= 

junction somewhere in Hyrule. Note that you may 

7 have received these letters before or after this point, if | 
you took a more indirect path through your adventure. 


CuwsiorHunt; — Careruine THE FINA 
LE FIELD) Dp (Sour 





There are three letters to open: 


@ Letter #14 is from Purlo, and it’s sent once you have the Double 
; > Clawshot, telling you of the new challenge awaiting you! 
aiming: for this medallion. 
| > Then take a spectacular 
‘diye, not into Lake Hylia, but 
down to this medallion. Turn 
F and aim at the next medallion, 
which is just over the chest 
you've been itching to reach! 
Land on the tiny ledge, pry the 
chest open, grab the orange 
Rupee (100), then Clawshot 
2 back up 
‘Persons using 
Crest #99: 7)" “the same 
ORANGE 


Gear (100), ‘i medallions, or drop into Lake Hylia. 


os 


@ Letter #15 is from Ooccoo Jr., and it’s a fantastic response! 
You get this after receiving Letter #11. 







@ Letter #16 is from Shad, giving you an update on his search 


for the heavens. 
o 
Lerter #15 1 


ous 
Lerter #14 
You Gor Letter #14: You cor Lerter #15: 


“ 1" F 
‘CHALLENGE FOR You! se “Hey, app!!!” By JR. 
By PuRLO. 
ob, 
a) 
3 


r 
f 





2 
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Letter #16 


You Got LETTER oa 
“UpDaTE” BY SHAD. 
2 G Ee 


Postman: Ax 


The Postman is around 20 y old, and he delivers letters all over the kingdom. Whenever he has 










you, he yells at you and delivers it by hand, and he’s usually out of breath! When he runs, he hums to himself, 
and speaks with a strange foreign accent. He has a weird and unpleasant laugh. Although always breathless and 









FROM Pur O02 THE Finau STAR GAme 


we lavas Faw D2 


Determined never to hand out a prize again, Purlo jacks up the difficulty level for his 
second STAR challenge. He jacks up the price a bit as well. It costs 15 Rupees this time 
around. Now that you're armed with the Double Clawshot and know the best route to 
take, completing this second level is a breeze! 


PURLOINING 


Ss 


S 
















3 f From the Turn 
A Your next stop should be inside Castle f si buzzer, aim and aim 
iy the Double the Double 


Town, at Purlo’s “STAR” minigame! Now 
that you have the Double Clawshot, he’s 
introduced a final, ultra-difficult level 
that will tax you, Or will it? Below are 

€ the tactics for the quickest route through 
this game, plus tips on obtaining a near- 
infinite number of orange Rupees 

_ (100)! 


Clawshot at 
the row of 


Clawshot at 
the lowest 
white star ahead and zip across to nab it. white stars to the left. Fire to zip across, 
Don't drop from the cage or you'lllandin _ nabbing some stars. 

the spikes below! 














Next, aim at the row of pink stars just to your left and 
then fire to sail across, collecting them all at once. 


You're dios great! Now 

i} target the line of yellow stars, 
which again are just to your 
left. Fly out to grab them all in 
‘one pass. 





When you reach the other side, turn to aim at the long 
line of blue stars farther to your left. Collect the entire row 
by zipping straight across the arena. 


Next, look for a row of white 
stars above and to the left. 
Catch ‘em all in one swift pass! 







Aim just to your left again, 
lining up the row of pink stars 
ahead. Sail across the arena and grab the whole row. 


Upon reaching the other side, 
look for a line of yellow stars 
below you to the left. Unleash 
the Double Clawshot to zip 
through and grab each one. 


You're getting there! Now find a string of blue stars just 
below you. Line up so you catch them all in one go, 


Working your way back up 
now, find a row of white stars 
above and to the left. Fire away 
and nab the whole string 








Only two moves remain! 
Look high above and notice a string of pink stars leading 
toward the ceiling. Aim at the circle in the center of the roof 
and release to grab all of the pink stars on your way up. 








cs 






Excellent work! The final _ : 
column of stars now lies directly 
beneath you. Simply drop from 
the ceiling to grab them all and 
complete the second level of the 
“STAR” minigame in record time. 


bits 










BEFORE LETTING GO AND COMPLETING THE 

4 \ MINIGAME, HANG AROUND. AND LET THE TIMER 
[home ed) TICK AWAY. DROP AND WIN THE GAME JUST 

\ e ___ BEFORE TIME RUNS OUT SO YOU DON'T SET 


— 
~ 


— 





AN UNBEATABLE RECORD TIME. THIS COMES 
IN HANDY LATER! 


NAS ee 


Flabbergasted, Purlo simply 
can't believe you've managed to 
win his STAR challenge again. But 
he has no choice but to present 
you with a valuable prize: the 
Giant Quiver! Combine it with bombs for a considerable 
arsenal! 


FROM THIS POINT ONWARD, YOU CAN REPLAY THE SECOND 

LEVEL OF THE STAR MINIGAME WHENEVER YOU WISH. IF 
YOU BEAT YOUR PREVIOUS RECORD TIME, YOU WIN 

i AN ORANGE Rupee (100)! For THIS REASON, 

\\ IT’S BEST NOT TO FINISH THE GAME UNTIL THE 

} VERY LAST SECOND. THIS LETS YOU BEAT 

YOUR RECORD OVER AND OVER FOR A 
NEARLY ENDLESS SUPPLY OF RUPEES! 


Q« 
Giant Quiver M; 
You Got THE GIANT 
Quiver! IT CAN HOLD 


up To 100 aRRows! 
ie Gs 
B 


rc) 


@ 

















< Your next task is a brutal one, but it’s worth it if you want to 
test your mettle against the most difficult side dungeon in Hyrule! 
The Cave of Ordeals is now available to play all the way through. 
Journey to the Gerudo Desert and head to this entrance, where the 
piece of the bridge was protruding from. 














You need the Double Clawshot to get past some of the later 
levels in this dungeon. This is also where you'll meet the final three 
Imp Poes, and complete your collection of 60 Poe Souls! 

























~ wore’ ae Ua eae 
aie GEOUS (BUT NOT VITAL) TO HAVE THE FOLLOWING 
YOU ENTER THE CAVE OF ORDEALS: © P 


FOR LONGER PERIODS). 



































THe GIANT Quiver (50 YOU HAVE ENOUGH ARROWS TO LAST YOU 
E ENTIRE OUTING). 


‘DUNGEON). 


@ 48 Heart Containers (so YOU CAN SURVIVE FOR LONGER). 


e ALL FOUR BOTTLES FILLED WITH RARE CHU JELLY, FAIRIES, OR 
4 Great Fairy's TEARS. 













@ Aut Hippen Skits (so You CAN LAUNCH THE GREAT 
\. SPIN ATTACK, WHICH IS DEVASTATING!) 


GA GOOD KNOWLEDGE OF WHAT TO EXPECT (READ 








< For every 10 levels you 
complete of the Cave of 
Ordeals, Fairies are released 
into a particular spring 

® in Hyrule. Complete the 

i), dungeon, and the Great Fairy 
= blesses you with an amazing 
gift: the Great Fairy’s Tears! This acts just like the Rare Chu Jelly, 
granting you all your energy back and a temporary boost of attack 
strength (you can easily strike enemies for around a minute). 


OSS ‘Thos Cave or Ormeus SEO) 


Room 1: BOKOBLIN SENTRY 
The Cave of Ordeals starts off 
easily enough. Run and jump off 
the narrow entry ledge to land 

in the first chamber, where you 
encounter a lone, blue-skinned 
Bokoblin. Defeat the creature to 
open the passage to the next room. 





Room 2: KEEse AND RATS 

The second chamber houses a handful of Keese and Rats. Leap 
down from the entry ledge and have at them, using the spin 
attack to wipe them out fast. 


Room 3: HANGING BABA SERPENTS 
Four Baba Serpents hang from the third chamber's ceiling. 

Before leaving the entry ledge, use the Clawshot or Hero's Bow 
to sever their heads from their stalks. Then leap down into the 
room and quickly dispatch them with a spin attack. 








‘Ths Cava OP OOEMS Gash) 


Room 4: SkuLtru1A DEN 
Three hungry Skulltulas patrol the next chamber. Jump down 







and begin your assault with a spin attack to stagger them, then 
target one and finish it off with the ending blow maneuver. 
Repeat this tactic to quickly eliminate the other two. 


Room 5: BULBLIN ARCHERS 
Three Bulblin Archers are spread 
out near this chamber's walls. 
Quickly roll to each one, using 
spin attacks to dispatch them. The 
spin attack is ideal, as it deflects 





incoming arrows. 








It’s TOUGH TO GET THROUGH THIS ROOM 
WITHOUT BEING HIT. IF YOU'RE ATTEMPTING 
TO PRESERVE YOUR GREAT SPIN, YOU MIGHT 
» WANT TO DON THE Macic Armor. 


Lf 


Room 6: TorcH SLuG Lair 

Before leaping into this chamber, use the Clawshot or Hero's 
Bow to defeat all of the Torch Slugs on the ceiling. Then jump 
down and finish off the ones on the ground. 


Room 7: DODONGOs AND FirE KEESE 

The Dodongos are the real threat in the cave's seventh chamber, 
but they’re not fast enough to track you. Run about and use 
the spin attack to defeat the Fire Keese in the room, then start 
hacking away at the Dodongos tails. 


Room 8: TekTiITe TROUBLE 

This room's packed full of Tektites. Leap down and use the spin 
attack as often as possible to thin them out. Keep moving and 
try not to stay in one place for too long. 


Room 9: LIZALFOSES AND BULBLIN ARCHERS 
Two Lizalfoses stand in plain 
sight in this second chamber, but 
watch out: two Bulblin Archers 
are hiding beneath the entry ledge 
as well! Leap down and quickly 
defeat the Bulblin Archers, then 
turn your attention to the Lizalfoses. 











Room 10: Great FAIRY 


The Great Fairy awaits you in 
the cave'’s 10th chamber. She 
welcomes you to the Cave of 
Ordeals, and rewards you: Fairies 
will now appear at the Ordon 


Spring in Ordona Province! 





This gives you a place to go and fill your Bottles with Fairies 
whenever you need them. 









. FROM THIS POINT ONWARD, YOU NEED THE SPINNER 

TO CONTINUE THROUGH THE CAVE OF ORDEALS. 

j), IF YOU DON’T HAVE THE SPINNER, SPEAK WITH 

THE GREAT FAIRY AGAIN AND SHE'LL 
TRANSPORT YOU TO THE SURFACE. 






Room 11: HELMASAURS AND RAT HORDE 

The 11th chamber features some Helmasaurs and a large 
pack of Rats. The Rats chase after you the moment you drop 
into the room; use the spin attack. Afterward, ready the 
Clawshot and begin assaulting the Helmasaurs. Stay mobile 
in this chamber or the Helmasaurs will track you down. 


After securing the room, use the Spinner to travel along 
the Spinner track and reach the door to the next chamber. 


Room 12: Giant Purple CHU 

One enormous Purple Chu defends the caves 12th chamber. 
Keep your distance and use the Clawshot to whittle the Chu 
down, eventually separating it into tiny Purple Chus that you 
can defeat with the Clawshot from range. 


Room 13: ANGRY CHu Worms 

You face a group of Chu Worms in this chamber. Use the 
Clawshot to rip them from their bubbles, then slice them up. 
Defeat each Chu Worm in turn. 


Room 14: BUBBLE SURPRISE 

After you drop into this 
chamber, the many skulls on 
the ground sprout wings and 

® attack! Run around and let 








these Bubbles come to you, 
then wipe them all out with a 
well-timed spin attack. Round up any stragglers. 


Room 15: BULBLIN BRUTE SQUAD 

The 15th chamber is filled with Bulblins. Drop down and 
have at them, using the spin attack to create breathing space 
whenever they swarm in. 


Room 16: More KEESE AND RATS 

You face another large group of Keese and Rats in this room. 
Drop in and dispatch them quickly, using the spin attack as 
often as possible. 


Room 17: STALHOUND GANG 

The 17th chamber is loaded 
with Stalhounds. An Imp 

Poe also lurks down here. 

Run around to round up the 
Stalhounds, then unleash 

a spin attack to defeat the 
majority, Finish off any survivors, then change into wolf form 
and attack the Imp Poe. 








Pas Soul a5: 
This Poe is technically iz 
available after you 
complete Dungeon 4: 
Arbiter’s Grounds, but 
you can't finish the 
entire dungeon if you do it this way. You need a 
Spinner to reach this level. Attack the Stalhounds 
with spin attacks, and afterward, deal with the Poe: 
Only two more to go! 


20 on 
\e Por Sour 4 
4 You Got THE Por Sout! Coutect 
ONE FROM EACH POE YOU DEFEAT! 
{ Por Sout #58 oF 60. } 
in 


D 


Room 18: JEEPERS LEEvVERs! 
This chamber seems empty 
until you leap from the entry 
ledge, then multiple Leevers 
emerge from the ground and 
attack! Allow the Leevers to 
circle you for a moment, then 
unleash a spin attack as they begin to close in. Time it just 
right to defeat them all in one shot! 














Room 19: CHu HorDe 


If you're carrying empty Bottles, now’s the time to fill 
them! A ton of Chus drop from the ceiling after you drop 
into this chamber, including a Blue Chu anda few Red 
Chus. The Blue Chu is the one to get. Run straight over 
and defeat it, then scoop up its remains. Run away from 
the horde afterward and begin methodically defeating the 
remaining Chus with your Clawshot. 


Room 20: GREAT FAIRY 

You encounter the Great 
Fairy again in the cave’s 20th 
chamber. She praises your 







valor and says she'll now 
release Fairies into Faron 
Spring in Faron Province! 
This gives you another convenient place to go and fill your 
Bottles with Fairies. 





















































































FROM THIS POINT ONWARD, YOU NEED THE BALL 

}, AND CHAIN TO CONTINUE THROUGH THE CAVE 
oF ORDEALS. IF YOU DON’T HAVE THIS 

a ITEM, SPEAK WITH THE GREAT FAIRY TO 

RETURN TO THE SURFACE. 


Room 21: BOKOBLINS AND ICE KEESE 

. This chamber's easy enough, featuring some blue-skinned 
Bokoblins and a handful of Ice Keese. Use the spin attack to 
pulverize these fiends, then use the Ball and.Chain to smash 
through the giant block of ice that's covering the door to the 
next room. 





Room 22: Keese, RATs, AND GHOUL RATS 
Here's another room full of Keese and Rats, but the real fiends 
here are the invisible Ghoul Rats who slow your movements. 
Use the spin attack to defeat the visible foes, then change into 
wolf form to eliminate the Ghoul Rats. 










THERE'S ANOTHER SMALL DIG SPOT IN THIS 
CHAMBER. DIG THERE TO UNCOVER THREE 
Hearts! 








Room 23: STALKIN CRYPT 


of Stalkins pop up from the ground and swarm you. Let them 
draw near, then use the spin attack to wipe out most of them. 
Run away from any that remain and repeat this tactic. 


Room 24: REDEAD TOMB 

A group of Redeads slumber in 

this chamber. Slowly walk off 

one side of entry ledge so that 

+} you grab onto it as you fall, then 

drop straight down. This way 

you don't wake all the Redeads 
at once. Inch toward one of the Redeads until it rises up, then 

* drill it with the Ball and Chain. The first hit stuns the Redead, 
and when you yank the ball back toward you, it strikes the 
Redead a second time, defeating it! Use this tactic against the 
remaining Redeads. 





Room 25: BULBLIN BATTLEGROUND 
Be careful when stepping onto 
this room’s entry ledge; a Bulblin 
Archer fires arrows at you from 
the room's watchtower! Deflect 
its arrows with your shield, then 
quickly dispatch it with an arrow 
of your own. Leap down into the room afterward and roll 
about, defeating the remaining Bulblins and Bulblin Archers 
with spin attacks. 





The moment you touch down in this chamber, a vast number — 








f ®2))\ Tus is ANOTHER TOUGH ROOM TO SURVIVE 
i = |) 
5 i WITHOUT BEING HIT. PUT ON THE MAGIC 


. & 77 ARMOR TO PRESERVE YOUR GREAT SPIN. 


Room 26: Statros VAULT 

A trio of Stalfoses lurk in this chamber. Ready the Bomb 
Arrows, then leap down and quickly roll away from them. Get 
the Stalfoses together into a group, then launch a few Bomb 
Arrows to defeat them all at once. If the Stalfoses keep closing 
in, execute a few quick backflips to create some breathing room. 





Room 27: SKULLTULAS AND BUBBLES 

Three Skulltulas hang from this chamber’s ceiling. Sever their 
webs with the Gale Boomerang or Clawshot, then drop into 
the room and combat them, using the ending blow to finish 
off each one. A handful of Bubbles occupy the room as well; 
employ the spin attack to quickly eliminate these foes. 





\ UsE YOUR WOLF SENSES TO DETECT A SMALL DIG 
} SPOT IN THIS CHAMBER. DIG THERE TO FIND 
= « Heart! 






Room 28: RED BOKOBLINS AND LIZALFOSES 
This chamber involves a frantic 
melee. A pack of red-skinned 
Bokoblins backed by two 
Lizalfoses attack you here! The 
spin attack is the obvious choice 
for this chamber, but if you'd like 
to thin the enemy ranks before diving into the fray, fire a few 
Bomb Arrows from the safety of the entry ledge. 





Room 29: STALFOSES AND STALKINS 

This chamber is filled with skeletal fiends. Leap in and use the 
spin attack to wipe out the majority of the Stalkins, and once 
the little guys are no more, finish off the larger Stalfoses with 
Bomb Arrows. Or simply eliminate the Stalfoses with Bomb 
Arrows from the entry ledge! 


Room 30: GREAT FAIRY 

You encounter the Great Fairy 
again in the cave's 30th chamber. 
She praises your heroic display, 
and as a reward, releases Fairies 
to the Eldin Spring in Eldin 
Province! Now you can easily 
collect Fairies from three different places in the Overworld. 


G0 







FROM THIS POINT ONWARD, YOU NEED THE 
Dominion Rob To CONTINUE THROUGH THE 
Cave or ORDEALS. IF YOU DON'T HAVE 
THIS ITEM, SPEAK WITH THE GREAT 
LS FAIRY TO RETURN TO THE SURFACE. 


Five Beamoses stand in this 
chamber. It's best to fire arrows 
at them from the safety of the 
entry ledge, but if you leap into 
the chamber beforehand, find 
safe spots from which to fire 
near the room's walls. 


After clearing the room, use the Dominion Rod to move 
the two owl statues off the pressure plates they stand on. This 
opens the way to the next chamber. 


Room 32: TRIAL BY FIRE 

Fire-based enemies abound in this room. Defeat the Torch 
Slugs on the ceiling with the Hero’s Bow or Clawshot, then 
leap forward and slice through the Fire Bubbles and Fire Keese 
with a few well-timed spin attacks, There are a few Dodongos 
down here as well; stay mobile and attack them last. 


Room 33: REDEADS’ REVENGE 

Here's another chamber full 
of Redeads. One is hidden 
beneath the entry ledge, so 
have the Ball and Chain ready 
to go before you hang and 
drop into the room. Pound the 
Redead below as soon as you land, then defeat the others 

in turn. Stay close to the room’s walls to avoid drawing the 
attention of the Imp Poe that hovers in the center of the 
room; it’s best to deal with it last. 


r Rae Soul #59 * 


This Imp Poe is 
technically available 

























S after you complete 
Dungeon 6: Temple 

of Time, but you can’t 
finish the entire dungeon if you do it this way. You 
need the Dominion Rod to reach this level. Attack 
each Redead with the Ball and Chain, then go for 
the Poe. Just one more to go! 


G2 
{ Por Sout 


You Got THE Por Sout! Cottect 
©) ONE FROM EACH POE YOU DEFEAT! 





Poe Sout #59 oF 60. 





G Weapons & EQuipMeNt A. FRIENDS é FIENDS & 


Room 34: Cuu AND GHost Rat LAIR = 
Ready an empty Bottle before diving into this chamber, — 
Try to grab the jelly of a Red or Blue Chu for a free Heart- 
restoring potion, but move fast or they'll merge with the 
Purple Chus and become diluted. Also watch out for the 
Ghost Rats in this chamber; they slow you down, making 

it tough to avoid the Chus' leaping attacks! 






) THERE'S A SMALL DIG SPOT IN THIS CHAMBER, 
DiG THERE FOR A HEART BEFORE YOU 
= MOVE ON! 


Room 35: FRIGHTENING FREEZARD 

This tricky chamber features a central Freezard 
surrounded by a number of Ice Keese. From the entry 
ledge, run and leap to one side of the room, stay close to the 
walls and run circles around the Freezard, defeating the Ice 
Keese as you go. Then use the Ball and Chain to smash the 
Freezard during the short intervals when it isn’t spewing 
out frost. 







THE FREEZARD SHATTERS INTO A HANDFUL 
OF MINI FREEZARDS AFTER YOU SMASH IT. 
Use THE BALL AND CHAIN TO 


Bh lb QUICKLY DEFEAT THEM. 


Room 36: Cuitros CHAMBER 
A group of Chilfos warriors 
defend this room, the Ball 
and Chain can rip through 
them in short order. 





Firing Bomb Arrows at 
the Chilfoses from the entry 
ledge is also effective. Two hits are required to defeat each 
Chilfos. The second Bomb Arrow must land before the 
Chilfos brings out another ice spear, however, and it only 
takes them a few seconds to do this. 


THROUGH THE CAVE OF 
“ile, ORDEALS! 





This chamber is a breath of 
fresh air after challenge of 
the previous one. Leap into 
the center of the room, and 
you're quickly surrounded by 
Leevers and Ice Bubbles. A 
few spin attacks later, you're moving on to the next room. 














NTERED. A 




















zards ‘stand at either side of the chamber, Bie by 
0 Lips of Chilfoses, Ice Bubbles, and Ice Keese. It’s best to fire 
Bomb Arrows at the Chilfoses fromthe entry ledge; try to 
destroy them all before leaping into the room. 


Keep away from both Freezards as you take out the Ice Keese 
and Ice Bubbles. Afterward, slam each Freezard twice with 

» the Ball and Chain during the brief periods when they're not 

spewing out frost. Also use the Ball and Chain to smash the 

Mini Freezards that appear after you shatter the large ones. 












































Room 39: DARKNUT Duo 

The last chamber was tough, 
but this one’s even worse! Here, 
two fearsome Darknuts stand 
ready for battle. You don't want 
to draw the attention of both at 
once, so hang and drop off one 
side of the entry ledge, then inch toward one of the Darknuts 
until it begins stomping toward you. 
















RIF THIs Is YOUR SECOND TRIP THROUGH THE CAVE OF 
] ORDEALS, WATCH OUT: A THIRD DARKNUT 1S HIDING 
P DIRECTLY BENEATH THE ENTRY LEDGE! 


: Sil tiley 


Back up and let the Darknut come to you. Keep your back 
close to the wall, leaving just a bit of room behind you. When 
the Darknut prepares to strike, perform a backflip to escape, 
then immediately follow up with a jump attack. The jump 
attack stuns the Darknut; unleash a fast combo to slice off 
some of its armor. Remember to keep your distance from the 
second Darknut at all times! 


Once you've destroyed the Darknut's armor, it draws a 
sword and becomes more aggressive. Change tactics and begin 
using the back slice maneuver to circle around the Darknut 
and stun it from behind, then follow up with a fast combo to 
inflict damage. Don't worry if you attract the other Darknut, 
just keep repeating this tactic until the first one falls. Then 
repeat this entire strategy for the second Darknut. 


Room 40: GREAT FAIRY 
The Great Fairy visits you once 
again in the cave’s 40th chamber. 
Impressed that you've made it 
this far, she releases Fairies into 
the Lanayru Spring in Lanayru 
Province! You may now collect 
and bottle Fairies at any spring in the Overworld! 











) THE END OF THE Cave OF ORDEALS. IF YOU DON’T 
HAVE THIS ITEM, SPEAK WITH THE GREAT 





dangerous chamber. Three rows 
of three Armoses stand silently, 
taking up most of the space. Do 
not leap into the center of the 
room! Instead, carefully hang 
and drop from one side of the entry ledge, then target one of 
the corner Armoses and inch toward it. Watch the Armos 
carefully and back away when it begins to awaken. 





Press your back to the wall and let the Armos come to you. 
Carefully circle around it and attack the crystal on its back, which 
is its only weak spot. Take your time defeating this one, and 
whatever you do, don’t move close to the others in the room! 


After defeating the first Armos, go after another. Repeat 
the same procedure, defeating each Armos in turn. You create 
more breathing room as you defeat each of these enemies. 
After clearing the room, use the Double Clawshot to navigate 
the Clawshot medallions on the walls and reach the next 
chamber. 


Room 42: RED BOKOBLINS AND BABA 
SERPENTS 

This chamber is a refreshing change of pace after the slow, 
methodical approach you employed in the previous room. 
Here, a gang of red-skinned Bokoblins and a bunch of Baba 
Serpents swarm you the minute you enter. Use the spin attack 
as often as you can, then finish off the Bokoblins with the 
ending blow. To simplify this room, fire some Bomb Arrows at 
the Bokoblins from the entry ledge before leaping into the fray. 


Room 43: More LizALFOSES AND BULBLIN 
ARCHERS 


Lots of Bulblin Archers line 
the walls of this chamber, and 

a group of Lizalfoses stand 

7} near the center. It’s best to 
soften up these foes with Bomb 
Arrows from the entry ledge, 
but be careful of the Bulblin Archers’ return fire! When you 
finally leap into the room, roll to each Bulblin Archer in turn, 
defeating it with spin attacks. Then take out the Lizalfoses. 












ee 


IF YOU'RE TRYING TO PRESERVE YOUR GREAT QE Wy Arter tHe FIGHT, SEARCH TOFIND A SMALL DIG 
SPIN, EQUIP THE MAGIC ARMOR BEFORE ‘SPOT IN THIS CHAMBER. Dic THERE TO. 
ENTERING THIS DANGEROUS CHAMBER. p=~ THREE HEARTS! afer | 


Room 44: DANGEROUS DYNALFOSES ROOK 46: FREEZARDS, CHILFOSES, 
Four hulking Dynalfoses patrol this chamber, along with a AND GHout RATS 


eNO ENE Imp ocd Leap pete the center of the room and Four Chilfoses patrol this chamber, backed by two large 
wail the Baynes: with a spin attack. If you nag access Freezards. (One of the Ereezards is hidden beneath 
to the great spin, you can defeat most of them in one shot! the entry ledge.) Shatter all four Chilfoses with Bomb 


qinish off any shag raze tuen ute backslice aaron Arrows, then change into wolf form and leap to one side 
maneuver against these armored fiends. After dealing with the 


Dynalfoses, transform into a wolf and defeat the Imp Poe. 











of the room. Turn on your sense view to find a swarm 
of Ghoul Rats down here. Keep out of range of the 
Freezards as you defeat them. Then return to human 


Y Poss #60 , form and smash apart the Freezards (and the Mini 


Freezards they spawn) with the Ball and Chain when it’s 





After you defeat 

the Lizalfoses and dae 

Dynofolses, deal with Room 47: Littite Guys 

this final Imp Poe. This chamber must have been designed to lull you into 

a false sense of security, because you face nothing more 
- ae than a blue-skinned Bokoblin, a group of Stalkins, and a 
E You seror soe Saul ap pack of Rats. Drop into the room and tear through these 
ONE FROM EACH POE YOU DEFEAT! enemies, making good use of the spin attack. 
Por Sout #60 oF 60. 
a Room 48: DARKNUT AND AERALFOS 
7) This challenging chamber 





features two Aeralfos and 
a big, scary Darknut. They 
all seem to notice you as 
soon as you drop into the 
room. Therefore, the best 
Room 45: REDEADs, BULBLIN ARCHERS, approach is to target one of the Aeralfoses and focus 
AND CHus on grounding it with the Clawshot, then punish it with 
fast attacks. Defeat each Aeralfos in turn in this manner 
while striving to avoid the Darknut at all times. With 
the Aeralfoses gone, just hang in there the Darknut is a 
breeze; use the old tactics against him to defeat him. 






|), CONGRATULATIONS! YOU SHOULD NOW HAVE 
COLLECTED ALL 60 Por SOULS IN THE 
MOST OPTIMAL PATH POSSIBLE! 





Bring your shield out as you 
move toward this chamber's 
entry ledge; two Bulblin 
Archers fire arrows at you 
from tall watchtowers! Keep 






THE AERALFOSES BEAT THEIR WINGS RAPIDLY BEFORE 
THEY DIVE BOMB YOU. WHEN ONE OF THEM 1S OUT 
OF VIEW, LISTEN FOR THE SOUND OF ITS WINGS. 
IF YOU HEAR THEM SPEED UP, ROLL ABOUT TO 
5) AVOID THE ENSUING ATTACK. 





to one side of the tunnel that 
leads to the entry ledge so that only one Bulblin Archer can 
fire at you, and defeat them both in turn with the Hero's 
Bow. Then step onto the entry ledge and launch Bomb 
Arrows at each Redead inside the room to eliminate them. Room 49: TERRIBLE TRIO 

Naturally, the final enemy- 
filled room of the Cave of 

7} Ordeals is one of its toughest. 
Here stand three Darknuts, 

w veady to thrash any intruders. 
One of the Darknuts is hiding 
beneath the entry ledge; make it your first target. Jump off 
one side of the ledge, keeping as close to the wall as possible. 
Quickly turn around and face the Darknut beneath the ledge. 








Ready an empty Bottle and leap into the room. A bunch 
of Chus drop from the ceiling, including a golden Rare 
Chu! Defeat it and quickly scoop its remains into your 
Bottle This will come in handy very soon! 
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R) We ioossaurestiutad 


a) 
G 9) 
&. 





y 








ir THIS 15 YOUR SECOND TRIP THROUGH THE 
(CAve oF ORDEALS, PREPARE FOR THE ULTIMATE 
CHALLENGE: FOUR DARKNUTS GUARD 
THIS CHAMBER INSTEAD OF THREE! 


© | Remain as far away from the other two Darknuts as possible 

while combating the first. You'll probably end up drawing 

y their attention at some point, but at least try to remove the 
estore armoubefore tat occurs. Backflip away from the 

"first Darknut’s attacks, then jump attack and follow up with 
sword combos. After removing its armor, use the back slice to 
open its defenses and finish it off. 





















~ Because the back slice is such a chaotic (yet effective) 
maneuver, it’s common to draw the attention of the other 
Darknuts at this point. If this occurs, focus on defeating the 
one you've already weakened. Target it and circle around the 
Darknuts to keep the unarmored one at the front of the pack. 
Backflip a few times to create some breathing room, then 
charge and unleash a jump strike. With the Darknuts in a tight 
group, this move often staggers them all at once, allowing you 
to sneakin’a few quick attacks before they recover. 





A Once the Cave of Ordeals is complete, you have unlimited 
Great Fairy Tears (but you can carry only one at a time)! 
Visit any spring throughout Hyrule with an empty Bottle, and 
providing you don’t already have some, you're automatically 
given the tears from the spirit of the Great Fairy. You can also 
Bottle Fairies at any spring. 


THe Cave or O a 


SECOND COMPLETION 
= < Think you've 


mastered everything 
the Cave of Ordeals has 
to offer? Think again! 
Once you've finished 
the Cave of Ordeals, you 








THE ARMOR OF MORE THAN ONE 
DARKNUT AT A TIME! 












Room 50: Great Fairy 

‘The Great Fairy awaits you 

in the Cave of Ordeals’ final 
chamber. Impressed by your 
bravery, she awards you with 
some Great Fairy’s Tears! Also, 
from this point onward, you may 
visit the Great Fairy by journeying to any province's spring. 
Speak with her to receive more Great Fairy’s Tears whenever 
you run out! 


20 on 

g = 
Great Fairy TEARS 4 
You Got THE GREAT Fairy’s. 


Tears! THis SACRED WATER 
{ CONTAINS THE GREAT FAIRY’S: 
Fe 


PRAYERS. | 





can re-enter the 50-floor side dungeon again, and battle through 
a second time! On this occasion, certain enemies multiply. For 
example, the last dungeon roonvhas four Darknuts! Four! 


( x Not only that, but if you complete the Cave of a 
BN + 


for a second time, you'll see the Postman reading a 
letter on the edge of the last ledge before you meet the | 
Great Fairy. What is he reading? What does he say? We 
don't know! We ran straight past him and couldn't get back to 


talk to him! Don’t make the same mistake! 3 






y 


SAVING JOVANI’s SouL: 60) 


Poe CoMPLEeTION 


the Cave of 
Ordeals (or at 
least, reached 
Floor 44 and 
§) captured the 
final Poe Soul), 
you can return 
to the dig spot outside of Jovani’s house. Gengle the cat meets you. 
He wants to go outside and play with his cat friends. 


























P , a ve on 
Ska oplosa SAVING JOVANI’S Sour AN 
) 








eee a Se 7) ee SENCOUNTEREDY 
penn SAVING INFINITE RUPEES! . 
Now that his soul is Ear Fos Ra 
completely purged ek 4 






<if you leaye # 


of Poes, he’s feeling Castle Town and— 


fantastic! He may bea 


shadow of his former Ra 
portly self, but that's again and receive’ 
great news for him! a different 

He thanks you with y ) message from 

a generous prize: a 3 Gengle. Jovani 
silver Rupee (200). 


has no one to 

























impress any more, so Gengle is giving their money away! He gives 
you another silver Rupee (200). 





< Leave Jovani’s 
house and return, and 
Jovani has vanished! 
Gengle tells you he's 

® left, and hints that he 
3) doesn’t know what to 
do with all the money. 
You find Jovani in Telma’s bar, sobbing uncontrollably. His 
girlfriend hadn't seen him for so long, she started dating 
another man! 


Leave CAstLe TOWN (VIA WALKING, NOT WARPING) AND HEAD 
TO ANY FIELD. THEN RETURN, ENTER JOVANI’S HOUSE, 
AND YOU'LL RECEIVE ANOTHER SILVER Rupee (200). 
THIS NEVER STOPS, AND IT’S USEFUL WHEN YOU'RE 
PREPARING FOR THE CAVE OF ORDEALS SECOND 
ATTEMPT, AND NEED RUPEE POWER FOR YOUR 
Macic Armor. 









<< When you've finished adventuring in Hyrule, and found everything the 
Overworld has to offer (or not; you can come back at any time to complete 
these optional tasks), warp straight to the Mirror Chamber in Gerudo 
Desert. 





The shards of the Mirror of Twilight combine, and an astral beam projects through the chained monolith. Zant strikes down a tall, 
slender female, down in the Palace of Twilight. Midna only cared about turning her world to normal and ridding it of Zant. That's why 
she used you. But now that she’ seen all your sacrifices, she wants to save your world, too. 


» A staircase projects toward the portal leading to the Twilight Realm. Step onto 
these stairs, and at the top, you're transported into Midna’s world, where the King of 
Shadows must finally be stopped. Ganondorf’s underling must pay! 











Room LreGenp NumBer OF 
Ethercal Plateau (1F to 2F) Treasure Crests: 17 
East Wing: Lower Chamber Small Key (st) 

East Wing: Middle Fog Chamber Z. Compass 
Upper Chamber of Sol Light mall Key (2nd) 


(East) (1F) Orange Rupee (100) 
West Wing: Lower Chamber : 
8 Piece of Heart 


West Wing: Middle Fog Chamber 


Upper Chamber of Sol Light 
(West) (IF) Small Key (3rd) 


South Palace Tower (2F to 3F) Purple Rupee (50) 

Palace Battlements (3F) Dungeon Map 

North Palace Tower (3F to 4F) Purple Rupee (50) 

Throne Entrance (4F) " Small Key (4th) 

Boss Battle! Usurper King Zant (4F) 
item 


Purple Rupe: 


"Piece of Heart #45 
Purple Rupee (50) 

’ Small Key (5th) 
Big Key 


Fairy 
CHARACTERS. 
Phantom Zant 


Usurper King Zant (6th) 
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410 
Obtain the First Sol Sphere Return First Sol Sphere to the Plateau 









PALACE OF TWILIGHT: 
OVERVIEW 


he world of Midna’s people is strange but eerily 

beautiful, but the same cannot b8 said of her people; 

transformed into shadow beasts by the hateful King 
Zant, who rules from this formidable fortress palace. You 
must bring light back to this land of darkness by moving 
through each wing of the palace to a ceremonial pedestal 
and taking a sacred globe known as a Sol Sphere, which 
shines light and restores balance. Along the way, Twilit 
forces are out to stop you, but the light’s brightness is your 
savior, and combining two Spheres allows the Master 


















Giant Giant 
Wallet Quiver 


Hidden 
Sword to be imbued with this powerful magic. Only oO © 


then can you cut through the shadow clouds, scale the fp Medicine Poe Souls Fish Letters 16 
palace tower, and face thesUsurper King to stop his evil [Qs S/(of60) Journal (of 16) : 















machinations once and for all! ra Se 





IteMs ALREADY ACQUIRED 


DUNGEON DENIZENS 


Double Dominion Ball and Hero's Bow —_Iron Boots 
Clawshot Rod Chain 


Gale Slingshot Fishing Rod Hawkeye 
Boomerang 





Small Key Piece of Heart 





"Twilit Kargarok Twilit Baba (ist) ; Ge EE Cal) 


Zant Mask 





Dungeon  SmallKey Master —_Pieceof Heart Small Key 
Map (4th) Sword (Light) #45 (of 45) 


Zant’s Hand Mid Boss: Phantom Big Boss: Usurper (f) 


D Zant King Zant BigKey  SmallKey —Fairyina_—_ Small Key Heart 
> : (6th) Bottle (7th) Container #8 

















Throne Entrance Battle Usurper King Zant 
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ER 1): ETHEREAL 
PLaTeEay (1F) 
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WILIGHT WORLD: 


BRING MULTIPLE BOTTLES FILLED with A BLuE Potion, 
»Fairy TEARS, OR A Fairy. 


@ Posimon your Douste Ciawstior ON @ So You CAN 
QUICKLY ACTIVATE IT ON AND OFF. 
@ Have tHe Hero's Bow within EAsy Access. 


@ Have THE MAGic ARMOR FOR THE RARE OCCASIONS 
. YOU MAY NEED IT; PURCHASE IT FROM CASTLE 
.. TOWN, IF YOU HAVEN’T ALREADY. 






@ Comptetery Fit Your Giant Quiver 
AND ALL BoB BAGS; YOU DON’T WANT 
TO RUN OUT! 


A Turn and face west to see a large gap between this 
plateau and the one at the area’s far side. Return to this 
point later. There's a ramp ahead, but the door at the end 
is closed. For now, investigate the ramp to the east; this 
descends to a door, with a tall Twili standing alone. He 
flinches if you attack. Smash the pot to the door’s left for 
arrows. Now open the door. 


CHAMBER 2: EAsr WinG: 
LOweR 


CHAMBER 


<< Enter into 
a long lower 

chamber, and 
brandish your 


== 





S sword; there's a 
A) Twilit Baba and 
a Twilit Keese to 
fight in the entry area. Cut them down, head north toa 
second Twilit Baba, and hack into him. Defeat another 
Twilit Baba and Keese, then face a new foe! 





Zant Mia 


‘Threat Meter Zant Masks roam the 

La palace, guarding their 
master with a ranged ball of twilight energy. They 
have the ability to teleport short distances to 
flummox the unprepared. React by either blocking 
the energy and sending it back into 
the Zant Mask and stunning it, or 
dodging it completely and running 
in to slash and bash with your 
Master Sword. It only takes four or 
five good hits for the Zant Mask to 
implode. 








A fearsome helm, floating in the 
twilight and firing energy balls 
at you. Fortunately, it can be 
countered and defeated easily. 












<< Treasure Chest: 
Stride down the ramp 
and engage the Zant 
Mask in combat. Don't 
stop until the Mask 
explodes, giving you 

a Rupee. If the Zant 
Mask disappears, it 
likely reappears and 
ambushes you. When you defeat the Mask, a chest appears in the alcove 
ahead. Open it to find a Small Key. 


# 0 re 
- — Ie 7 
Treasure) 4 SMALL Key ) 
Cuest #1: f° You Gor A SMALL Key! THis 
OPENS A LOCKED DOOR, BUT 
A SMauKey Rg 
Nie oy % 
"PO Be = 


ONLY IN THIS AREA. 4 


GSP ED) 


1. PULVERIZING POTTERY 

There are some pots to destroy in this chamber’s upper northern 
section; one contains a blue Rupee (5). Use the Clawshot medallions 
and land up here, then begin the shattering! 





















< Inspect the room; 
parts of the walls are 
made of a fog that 
contains shadow 
crystals. The power of 
) Zant transforms you 
into a wolf if you leap 
through these walls. There are pots behind the southwest and 
southeast fog wall; one contains a blue Rupee (5), the other a 
yellow Rupee (10). 


> The fog wall in the 
northeast is also of 
some interest; there's a 
Clawshot medallion at 
the far end above the 
upper ledge. However, 
you can't target it yet. 
Instead, leave the room via the locked door at the north end; 
open it with your Small Key. 


CHAMBER 3: Easy WING: 


—S 


\ +) EE ve - 
Mippue Fog CHAMBER 
> Enter the next ioe 
chamber and run q 
directly into the fog. 


Turn on your sense 
view so you can see 
through the mist, and 
begin to attack the Zant 
Mask. Be ready to strike it a couple of times, and watch for it 
teleporting and reappearing. Also check the east side of the 
foggy area for pots; there’s a yellow Rupee (10) in one. 


> Treasure 
Chest: As soon 
as you defeat the 
Zant Mask, two 
chests appear in 
this room. Smash 
another pot in 
the southwest 
foggy area for arrows, and then move to the chest in the 
chamber's southwest corner. Execute a spin attack and stop the 
Twilit Vermin that fall from the ceiling. Open the chest and 
take the Compass. 


ops a0 ops ogo 
@? Treasure PD x Compass 9 
AT curs #2: F You cot THE Compass! Tus 
HANDY TOOL WILL SHOW YOU 
SS 5 @..: TO FIND OBJECTS HIDDEN JR 
= he IN THIS DUNGEON. ak 


or 



















Palace of Twilight 


A Treasure Chest: Now that you have the Compass, you see 
that there are a few chests left to find. Two of them are in this 
room! Journey north through the fog, and open the second 
chest that appeared. There's another Small Key inside. Then 
use the medallion on the northwest corner wall to reach the 
exit door. Unlock it, and leave after you claim your final chest 
in this room. 


9 on 
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Cnest #3: You Got A SMALL Key! THis 
ie OPENS A LOCKED DOOR, BUT 
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A Treasure Chest: The final chest requires some cunning 
Clawshot maneuvers. First, shoot to the northwest medallion, 
and turn to look south. There’s another medallion on the 
outer wall. Shoot to it, then to the ceiling, and drop down on 
Deas = 2 the western ledge. Open the chest to find an 
Frese orange Rupee (100). There is a yellow Rupee 
fori (10) plus Hearts in the pots on either side. 


A _Ruree (100), (- Now exit this chamber. 
“PO O@' 


CHAMBER 4: UPPER 





HAMBER OF Sot LicHT 
(Easr) (1F) 


You enter a flat chamber with a strange hand clasping a white 





shining orb at the room's far end. As you step forward, an 
energy wall appears and an image of Zant blinks into existence, 
conjuring a ball of twilit energy and warping in dozens of 
Twilit Keese! 










SF A by Fe 


THERE ARE SEVERAL POTS ON THE SIDES OF THE ARENA, 
AND THEY EACH CONTAIN A HEART IF YOU NEED IT. 


































Step 1; A spin takes too long to muster, so quickly back up 
orrun into the cloud of Twilit Keese and begin to rapidly 
@) target, slice, and target the next, until you defeat them Step 3: Phantom Zant will probably conjure the next swarm; 

all. This is the first of Phantom Zant’s summonings. this time they’re Twilit Vermin. A spin attack rids you of most of 
them; then tackle the remaining ones quickly. 


Step 4: Finally, Phantom Zant 
teleports around the chamber 
but always lands in the center at 
some point. Target with @) and 
tap the button constantly while 
rolling to cover the ground 
quickly, then roll in and attack 





Step 2: As soon as you defeat the last Twilit Keese, quickly 
check the arena’s edges, as Phantom Zant appears randomly. 
Stay in the middle, and as soon as he teleports a couple of 
times, try to @ target (turning using this lock-on works 


Phantom Zant with a barrage of slices until he finally yields. 
well), run in, and slice him. It takes three great spins to 
BN completely defeat him. 















< When 
Phantom Zant Zanes Teles 
is dispersed, ‘Threat Meter Zant's Hand holds each of the Sol 
’ avoid the a a Spheres in this dungeon and they aren't 
cloud of 


that aggressive. They float toward the Sol incessantly and will 
™ shadow he attempt to steal it back, taking it to the pedestal you stole 
leaves behind. Run to the chambers north end. it from. Otherwise, stay away from the Zant's Hand while 


Midna appears and tells you that the shining carrying the Sol, or you'll have to repeat your journey. 
Sphere is called a Sol. It is a true source of power, 


and Midna hopes you can take it to the entrance. 





<< Run to the circular groove 
in the floor and place the Sol 
Sphere into it. The power 

of light raises a set of steps; 
immediately run up them and 
execute a quick spin attack 

to defeat a small group of 

)) Twilit Vermin that appear to 
intercept you. Turn at the top 
of the steps, making sure you're on the solid ground, and Clawshot the Sphere out 
of the groove, before Zant’s Hand can reach it. Exit back to Chamber 3. 





A Take a couple of swings at the pottery on 
either side of the hand holding the Sol. Then 


slice at the hand until it releases the Sol. Pick IF YOU'RE TOO SLOW, ZANT’S HAND GRABS THE SOL SPHERE AND 









4 up the Sol and turn south; carry it toward ) DEACTIVATES THE STEPS, FLOATING BACK TO THE PEDESTAL WITH THE 
the cloud of shadow. As the light reaches the ) SPHERE IN ITS CLUTCHES. BRING OUT YOUR CLAWSHOT AND GRAB 
lo ! YOU MUST KEEP THE SPHERE IN A GROOVE OR ON YOUR 
q i J =~ \T BACK! 
h cloud, the cloud disperses and the hand starts Serconsnauninc 
ip: to glow... 
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< Carrying the Sol Sphere, 
run into the middle of 

the next chamber. Zant's 

| Hand is still chasing you 
and has warped into the 

% room behind you. Ignore 
the Twilit Vermin on the ground and slot the Sphere into the 
floor. Then spend a couple of seconds slicing any Vermin that 


are attacking you. 
) IF YOU WANT TO KNOW WHERE THE SOL SPHERE 


y @ 1S, CHECK YOUR IN-GAME MAP. THE BALL 


Y Ai: APPEARS AS A RED DOT. 


é 
t 












Reverevery 
Teeezay. 


A Run quickly up the L-shaped stairs the Sol has created 
until you're standing on the firm ground to the west. Even if 
Zant’s Hand floats down and takes the Sphere, you can still 
grab it (as shown), but don’t let it float too far north! 


> Face south and run 

up the large stepped area. 
Throw the Sphere past the 
step that’s too high torun 
up. At the high ledge, stop 
and drop the Sphere, and 
slice at the Vermin that 
have appeared. There's a red Rupee (20) in the corner pot. 
Then drop off the ledge, at the exit door, and head through to 
Chamber 2. 


FOR NOW, IGNORE THE TREASURE CHEST IN THIS 
CHAMBER AND RETURN HERE LATER. 





YRETURN CH 


















> Treasure Chest: Zant’s 
Hand is still coming! 
Run around the Twilit 
Babas and Keese, ignore 
the Vermin, and head up 
the ramped area until 
you reach the northeast 
corner where the shadow fog plumes. The Sol Sphere parts the 
cloud. Once you're through the cloud, drop the Sphere and 
quickly Clawshot to the ledge containing the chest. Open the 
chest. The prize is worth the detour! 


20 9 oy 
OP? Treasure 7 Mie A = ; 
q Cuest #5: ; (ou GOT A Piece. OF Heart! 
PIECE.OF w COLLECT ONE\MORE FOR ANOTHER 
, Heart #44 FULL HEART CONTAINER. Piece OF 
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Now, head south, up the sloping ramp to the exit door. Although 
there are enemies to tackle, avoiding them is easier; if they 
waylay you while fighting them, Zant’s Hand can take the Sol 
Sphere. Exit back to Chamber 1. 


CHAMBER 1: First RETURN 
TO ETHEREAL PLATEAU 

> Pass the Long Twili 

onthe way back to the 


central plateau, and an 
amazing transformation 
















occurs! The Twili loses 
height and reverts back 
to his normal state. Move 
to the circular groove in the plateau’s middle and place the Sol 
Sphere. A light platform is conjured to the west. 





One of the Twilit Realm’s inhabitants 
is this long fellow. Once 
with the first Sol Sphere, he shrinks to a 
third of hi 


normal inha 


u return 
hadow size and becomes a 
ant of the palace. 


<< Move to the light platform, 
and ride it across the gap to 
the western area you couldn't 
reach earlier. Once the 
platform lands, run past the 
§) long Twili and open the door. 


MA GHaRacters 
WV ENCounteReD 
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5 a 7 
CHAMBER 
<< Enter another long lower chamber, 
this time on the palace’s opposite side. 
Deal with the Twilit Keese and then 
drop to the lower ground. Look up to 
» the sidés of the chamber, and aim a 
® Clawshot at the medallion and another 


LOWER. 


== 













at the medallion on the ceiling. Lower yourself down to a light platform 
| you-can ride. 

> Besure you land on the platform, as 
| it begins to move before you're standing & 
) on it. Ride the platform to this platform 
i) with two dark Spheres on either side. 

| They don’t light up when you strike 
them, so concentrate on bouncing an 


energy ball back ata Zant Mask up ahead. He disappears. Now quickly 
leap across the light platforms. 


< Treasure Chest: The Zant Mask 

will likely appear again, so dodge his 
attacks and attempt to land on the ledge 
opposite the light platforms. Slash the 


) Mask so it departs ope oe 
® temporarily, and then P TREASURE i) 
Cnest #6: 
PURPLE Rupee} 
Ge 69g 
P G 


inspect the chest it was guarding. There's a purple Rupee 
< Treasure Chest: Now 


(50) in it for you. 

wait for the Zant Mask to 
appear on this upper ledge, 
and defeat it. You'll know 
when you succeed because 
another chest appears, in 
the corner opposite the 
© one where you found the 








} previous chest. Grab the Small Key in here. Now leave via the door to the 
| north, using the Small Key to unlock the door. 


oS O68 9 Pee 
| ae 7 “ 
QF Treasure | Smaut Key 
Cnesr #7: F You Got A Smaut Key! THis 
OPENS A LOCKED DOOR, BUT 
q SMALL Key 
' PO 5 os 


ONLY IN THIS AREA. q 

W) THERE ARE TWO MORE CHESTS IN THIS CHAMBER, BUT WAIT 
UNTIL YOU HAVE A MORE POWERFUL WAY TO PART THE 
a CLOUDS OF SHADOW BEFORE ATTEMPTING TO OPEN 


UE, THEM. 


Ba 
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CHAMBER 6; West WiNG: 
Mippie Fog CHAMBER 


== 


> Enter this fog-filled 
chamber, and you're 
immediately attacked by 
two Twilit Messengers. 
Tf you defeat them, they 
rise again, indicating 
there's a third to 

destroy. Run into the shadow cloud so you turn into wolf 
form, then defeat one of the three Messengers. Finally, 
use Midna’s area attack to catch the second and third 
Messengers (and a Twilit Keese if he gets in your way). 








> Stay in wolf form 
and begin along combat 
with three Zant Masks. 
Stay in the fog with 

your sense view on, and 
leap to bash each of the 
Masks, dodging their energy balls easily. 


< Treasure Chest: 
After you defeat all the 
Zant Masks, a chest 
appears, but don’t head 
for it just yet. Instead, 

> transform into Link, 
and aim at the medallion in the chamber’s northwest 
corner. Then shoot another Clawshot to the medallion on 
the ceiling. Finally, look east to this alcove, and Clawshot 


to this small chest. A purple Rupee (50) gp = 
° TREASURE "| 
“t Cuesr #8: f° 


awaits. You can optionally Clawshot to 
<fPurPte Rupee} 
ke AGO ie 
x) lor: 





the alcove directly opposite, but there's 
only an empty pot here. 


> Treasure Chest: 
Continue your 
high-flying plans by 
Clawshooting to the 
middle of the ceiling 
and looking east. The 
large ledge contains a chest. Propel yourself above it, drop 





down, smash the pot for arrows, slay the Twilit Keese, and 
then take the Dungeon Map from the chest. 


oes oe ae 

ap FF 
Treasure 'p)  § 
Cnesr #9: 
Dunceon 

Map 
De Ke 
orn 


PO 





DuncEon Map 


You Got THE DUNGEON Map! 











LEGENDARY CHEC nS 















< Sees ae Cu - Se “ Upp PP PER: Ham ) 
Keep the Clawshot OF Sou, Lice (We EST) ) (A 


on hand, and propel 

} yourself back to You walk into another chamber with a glowing Sol Sphere at the y “: 

y the middle of the end. As you walk to the Sphere, an energy wall forms. You approach’ 
cautiously and realize at the last moment that Phantom Zant has 


Param Gace * the alcove in the chamber’s western appeared behind you! You thrust but miss, and darkdenizens are 
P section. A small chest awaits you 


Cnesr #10: summoned... 
Prenton Zant 





















® ceiling. Search for 


Purple oe here. Drop in and open it. 
a 















- Treasure Threat Meter 

Chest: Now for 

the final chest Step 1: 

in this chamber; Phantom 

propel yourself § Zant has 

back to the & appeared 

middle of the again, and this time he's 
ceiling, spin around to face west, and Clawshoot again, summoned a dozen Twilit 
dropping to the ledge to get your final chest. The pots Babas to stop you. Begin to spin attack all the ones near you as 
don’t hold anything, but the chest gets you into the Phantom Zant teleports around the arena. Don't chase him; 
next chamber. simply slash him if he appears near you. Stay in the middle and 


you can strike him a couple of times. 





5 
Temes SMALL Key 
Fre #11: f F You Got A SMALL Key! THis b 
MEER OPENS A LOCKED DOOR, BUT 
i 4 tq & ONLY IN.THIS AREA. b 
DO 


Step 2: Phantom Zant 

removes the Twilit Babas you 
don't defeat, so don’t bother 
defeating them all; instead, run 
to the perimeter and collect 
Hearts from the pots, and then 





1. PULVERIZING POTTERY return to the arena’s middle. Wait for a dozen Twilit Vermin to 
You may be striking the pots near the chests, but descend, and immediately execute a spin attack before mopping 
there are certain alcoves that contain pots that have up the rest. 


something special for you; smash the one in the Step 3: Repeat Step 1 again, 
southeast alcove for a red Rupee (20). dealing with another load of 
Twilit Babas. After these have 
disappeared, Phantom Zant 
begins his own attack pattern. 
Keep looking for him and 
stay in the middle. When he stops for longer than a second and 
summons a large energy ball that begins to split into a group 

of energy balls, roll or run under the attack. Then hit him with 
a spin or a constant barrage of swipes. He may vanish and 
attempt the energy-ball attack again; repeat the takedown 
tactic, and Phantom Zant is vanquished again! 














> Avoid the remaining 
shadow cloud and smash the 
pots on either side of the Sol 
Sphere at the chamber’s north 


A Time to leave! To avoid touching the fog below, 
swing from the medallions: Aim at the ceiling and 


head north, dropping down via medallions to the ledge. 
end. There are Hearts and a 


blue Rupee (5) to bag. Slap the 
hand with your sword, and 


Before unlocking the door and leaving, get another red 
Rupee (20) from a pot near the door. 





take the Sphere to the room's middle. Drop it into the groove as you're 
attacked by Twilit Vermin and a Messenger. Then'run up the stairs, 
grab the Sphere with your Clawshot, and flee to the southern door, 





Fi aske=3) 
Obtain dhe Second Sal Suhaso 




















2 Firs RETURN 
ING: MippLe Foe 


2] 


| 


< Head back into this 
foggy chamber and run 

to the middle of the room 

} with the Sphere. Place it 
on the ground, and deliver 
some slashes to the Twilit 
Keese and Messenger. 
Dont bother finishing them off; that Hand is on its way! Drop the 
Sphere in the groove again, then run and stand on the steps before 
they ascend too high for you to reach, and climb to the top. As 
soon as youre on the high southern ledge, Clawshot the Sphere and 


4 Tone 


leave via the southern door. 
CHAMBER 5: First) RETURN 
TO Wesy WING: lomer 
CHAMBER, 


> You appear at the lower 
chamber’s northern ledge, but 
there’s no way to reach the 
floating light platforms ahead. 
Instead, you must jump into 
the shadow cloud, ignoring 
the pots for the moment, and then turn around. too ee the dark 
globe at the base of the north wall, and stand by it. The light from 
the Sphere brightens the globe into a white beacon, and two more 
light platforms appear on either side of it. Ride them up, face 
south, and carefully leap to the light platforms to escape. 












< Treasure Chest: Now 
that the Master Sword is 
filled with light, you can 
return to the palace’s west 
wing and claim the last 
® two chests on this floor. 
When you've finished slashing the shadow clouds and 

picking up Rupees and Hearts from the pottery, stand on 
this light platform after clearing the fog. 



















< At the south end of thelight 
platform route, don't drop by the 
two globes, as you'll have to retrace 
} your steps. Instead, wait until the 

‘ globes shine, creating a new light 

® platform, and ride this to the exit. 


CHAMBER 1: SECOND RETU 
TO ETHEREAL PeAveAuy 


> Stand on the light platform. 
Ride it to the circular 

plateau, and run around the 
circumference. You can now 
change the remaining Twili to 




































TURN 





their normal forms, as both the 







Spheres give off considerable 
light. Then place the second 
Sphere into the circular groove. 
Light floods into the blade of 
the Master Sword. Now inspect 


; os 
Master SworD | N 


LIGHT FILLED THE 


fi Master Sworv! 
4 } 
l= rand 


the Twili you saved from the shadows! 


















ew 


Win NG: LoweR 


< As the platform reaches a small alcove 
containing a clearly visible chest, run and 
leap onto the ledge before the platform 


moves south. Open the chest immediately, 





§ as you've reached the climax to your Heart 
® Piece collection! 


» YOU'VE NOW COLLECTED EVERY PiECE OF HEART IN HYRULE AND 
BEYOND! THE ONLY REMAINING HEART-RELATED ITEM IS 

THE CONTAINER YOU'LL RECEIVE AT THE END OF THIS 
LE) DUNGEON. CONGRATULATIONS! 















OC) & a ;. f 
20 os, “TP TeMpy . 
F TREASURE i) You cor A Piece oF Heart! 


Cnest #12: YOU COLLECTED FIVE PIECES AND. 
Piece oF FORMED A.NEW HEART 
|, Heart #45.,} CONTAINER! PIECE OF 
fo — ~ Heart #45 oFf5 
20 O& Is 2 
re es 
PO om 


Treasure Chest: Now stand on the platform on the 
opposite side of the foggy lower ground, and rise to 
another alcove on the east side: Leap to the chest, 


and acquire a purple Rupee (50). pm af 
RE 


y 
” TREASUI 
When you're ready to return, use a Catena 


Clawshot and summon a platform Purpte Rupee] 
using the two dark globes. { (50) “h 
CHAMBER 1; THIRD 
RETURN TO ETHEREAL 
Puateau (1F to 2F) 


> You're now 












ready to ascend 
the palace tower, 
so head north 
up the central 
ramp.Ignorethe 
two pots and the Twili, and concentrate on slicing at 
three waiting Twilit Kargaroks before they take flight. 


After you defeat them, part the vertical cloud with 
your sword and leap across to the door: There's another 
Kargarok sitting to your right; smash him and the pots 
near the door (there are arrows inside one of them). 


SPIN ATTACKS WITH YOUR SWORD 
TEMPORARILY PUSH BACK THE CLOUDS 
OF SHADOW, ALLOWING YOU TO PASS 
THEM WITHOUT TRANSFORMING INTO A 
y—~ WOLF. BE WARNED, THOUGH: THEY 
Ate REAPPEAR, SO KEEP SWINGING! 
ZS 




















CHAMBER 8) SouTH Palace 
Tower (2F 10 3E) 


< Enter the large chamber and ~~ 
} immediately use yout sword to sweep 
the shadow cloud back. Take down the * 
} Twilit Keese and Vermin that head out 
# to meet you. Clear theroom of pots. © 
and reach the steps at the north side. 
There are two Sol Spheres here, so slay the Twilit Baba;take the first one 
to the cloud’s edge, part the cloud with your sword, pick up the Sphere, and 
place it in the circular groove. Fend off the Vermin attack, then repeat this 
on the other side with the second Sphere, Climb the steps that form. 






























“At the top of the steps, smash some 
pots, then whack the dark globe until 
a light platform appears just behind it. 
Ride this to the ledge on the chamber’s 
west side, tackling the Twilit Keese on 
the way; then drop down and slash the 
Twilit Baba. You now have a difficult battle with four Zant Masks! Stay on 
this ledge, block the energy balls they spit, run back and forth to summon 
them, and spin attack; the light from your sword helps defeat them. 
> Treasure Chest: Make sure all four 
Zant Masks fall, as only then will a 
chest appear. Open it for a Small Key, 
then strike the three dark globes with a 
spin attack, and ride the appearing light 
platform to the exit door. As you travel, 
optionally target incoming Twilit Keese with arrows, then spin as six 
ambush you from above when you step off. You're showered with Hearts! 


oo Sto 9p eee 
O° Treasure} ig SmaLL Key 4 
*l CHesr #14: You Got A SMALL Key! THis f° 
OPENS A LOCKED DOOR, BUT 
SMALL Key 
ab Ee 
DO . 





D & ONLY IN THIS AREA. 
o 
g 
Se 












CHAMBER 9: PALACE BATTLE 


<< Step onto the palace 
battlements, where you 
meet a flock of Twilit 
Kargaroks. Run east to 
: the balcony, and slash 





=) with your sword; bring 


down a Messenger (you don’t need to defeat more than one), your sword and leaping into the narrow ledge behind. Defeat the 
and then work on the Twilit Kargaroks. The pottery contains sitting Twilit Kargaroks, then look up for a medallion. Use your 


only arrows, no Hearts. Run the battlements, looking for 


them resting on the parapets; then @) target and slash them. the wall until you reach this ledge. 
Be patient, and you'll eventually slice all six of them. 








<< Treasure Chest: Now to 
find the treasure chest that's 
hidden at the top of a series of 
medallion hooks. Turn west, 
and run directly at the wall of 
shadow cloud, parting it with 








Clawshot and work your way from north to south, bounding up 


332 og o Re 
TREASURE "| Bree ? 
Cuest #15: 7° You Got THE Bic Key! Use ir 
TO GAIN ACCESS TOTHE LAIR OF 
A Bic oe f THIS DUNGEON'S BOSS. 
(s amas) 43 - aks 
pl asi} 


Chesha tha Bipieay 





US 














tole: leaye the 
battlements, but 
alocked door 
that requires a 
Small Key blocks 
Bik way. Run east, to the battlement platform's edge, 
and whack the dark globes. Ride the light platform 

to this'southern ledge, leaping off to defeat the Zant 
Mask, This summons more Masks back on the 


















Vif? 
‘ 


» Enter the 
North Palace 
Tower, intoa 
large and flat- 
floored chamber. 
Some pottery 
here rewards 
green Rupees (1) and Hearts. Walk toward the shadow 
cloud, and an energy wall forms, trapping you with four 
Twilit Messengers. Let them surround you, then bring 
out the sword ina large spin attack. You can defeat 
them in seconds. Slash back the cloud, summon the 
light platform from the four globes, and ride it up. Now 
comes a puzzle... 








< Ride this 
platform up, 
facing east as 
you do. When 
y you pass above 
this next 
platform, leap 
onto it. Ride it east, then leap to the right platform 
waiting for you. This travels to a small ledge where a 
single pot houses a Fairy. Grab this if you need it. Take 
the left platform if you don't. 








. THIS FAIRY SHOULD BE CAUGHT IN A BOTTLE 
AND ONLY APPEARS IF YOU DON'T ALREADY 
) HAVE A FAIRY OR OTHER MAJOR ENERGY- 
INCREASING ITEMS. DON’T BE 
QB, SURPRISED IF THIS POT 1S EMPTY! 








ame (ztlides 


Fairy 


= 
You CAUGHT A Fairy INA Bortte! f° 
WHEN YOU FALL IN COMBAT, THIS 
FAITHFUL FRIEND GIVES YOU HEARTS. fb 
a aI 
Q mea 


» } Treasure Chest: Use the globes 


aH) PALACE TOWER (3F 10 4 





on the ledge to summon the 

light platform back to the main 
battlements, where three other Zant 
Masks have arrived: Engage them all. 
When the last one tastes the light, a 
treasure chest appears to the north. 


Open it up and 2 9p 5 a of 
take the Small Ke: Treas i MALL Key 9 

* ‘e Pie wee You Gor A SMALL Key! THis f° 
Use it to open the OPENS A LOCKED DOOR, BUT 
door in the room's q SMALL Key " ONLY IN THIS AREA. 
northwest corner. 0 eS = 
































F) 


< Take the left platform, and it rises up 
to a small ledge containing a Twilit Baba. 
Jump off and defeat it, then leap to the 

| adjacent light platform and ride it up, then 
) west toward three solid platforms and an 





appearing Zant Mask. As you pass from 
right to left, Clawshot to the medallion on the wall behind the Mask, drop 
down and swipe it, then leap to the corner pot for a load of Hearts. 

> Treasure Chest: You're almost at the 
top, so look for a medallion on the south 
wall and shoot it; then shoot the medallion 
on the ceiling and hang from it, avoiding a 
Zant Mask’s energy ball. Move down with 
& and dodge, then drop onto the moving 
light platform. Ride it to the opposite side, and Clawshot to the medallion 
in the middle of the wall. 





A simple slice deals with the Mask, after which a chest appears. Secure 
the Small Key from it, then move back to the previous stone ledge. A 


new light platform has oe f: o8 
appeared; it takes you to F TREASURE ” an, SMALL Key 
7 ‘Fins #17: You GoTASMALL f° 


the fourth floor and to the Key! THis OPENS A 
i: SMALL Key b a 


locked door you now have LOCKED DOOR, BUT 
ONLY IN THIS AREA. 2 
a key for. mek: 


;RONE ENTRANCE (4B) 


< Enter the long entrance to the 


CHAMBER, 11): Tr 


throne room, and use your sword on 
three Twilit Messengers. The pottery 







to this side yields green Rupees (1). 
§) Enter the cloudy section and an 

) energy wall descends. Two waves of 
™* four Twilit Messengers appear; spin 
attack to defeat each wave, until the wall recedes. Smash the pottery on each 
side of the door (one has a green Rupee [1], the other a red Rupee (20)), 
then unlock it with the Big Key; you're about to face the King of Shadows! 


Palace of Twilight 


MBER 122 Boss Barts! Usurp 


Once in the Twili king’s entourage, Zant was furious that Midna’s father (the king) didn’t appoint him 
to succeed. This resentment against the royal clan of the Twilit Kingdom grew until a malevolent spirit 
bestowed a magical power to Zant. He transformed Midna into an impish figure and began to force the 
kingdom to bend to his—and Ganondorf's—will. 
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Room Lecenn 70" Purple Rupee (50) 
Southern Grounds (IF) #1". Purple Rupee 
Western Grounds (1F) 
Hyrule Castle 

Graveyard (IF) 
Eastern Grounds (1F) Big Key 
Grand Chandeli 15. Purple Rupee (50) 

Ealinay tet 16. Bomblings (10) 
Connecting Comidors (OE) 4 St ver Rupee (200) 
Castle Battlements (3E) nie = 
Collapsing Chamber and Steds(50) 


13” Small Key (3rd) 


Staircases (3F to 4F) 
Castle Hyrule 
Treasure Room 
Ganon’s Inner Sanctum 
(4F to SF) 
NUMBER OF TREASURE 
i, Chests: 27 
‘T. Dungeon Map 
"Z. Yellow Rupee (10) 
‘3", Orange Rupee (100) 
‘@. Red Rupee (20) 
5”. Green Rupee (1) 
Small Key (1st) 
Red Rupee (20) 
Red Rupee (20) 


Compass 


EE oe 


Orange Rupee (100) 


20 Blue Rupee (5) 


Yellow Rupee (10) 
Red Rupee (20) 


23 Water Bombs (15) 
24. Arrows (20) 


Bombs (20) 
Green Rupee (1) 
Arrows (30) 

ines 
Lantern Oil Bowl 
Fairy 


CHARACTERS 


) King Bulbin 


|) Gannondorf 









































Oth 


PRIMA 


Defeat King Bulblin in Final Combat Traverse Collapsing Chamber & Staircases 








a sa a Mid Boss: 
King Bulblin 


428 
Ransack the Castle's Treasure Trove 








BigBoss: Boss: 
Ganondorf 


Prepare for Final Combat! 


Master Sword — Double 






Hero’ Clothes Zora Armor: Magic Armor 


Giant - Golden Bas Hidden 
Wallet’ Quiver MA OkIAYC sleet) 











Fish Letters 16 
Journal (of 16) Fused Shadows 












Heros Bow Iron Boots 





Dominion _Ball and 
(Light) Clawshot Rod Chain 


Spinner 











Gale Lantern Slingshot FishingRod Hawkeye Bombs 
Boomerang 








Bottle#2 —Bottle#3 ~—Bottle #4 || 




































Dungeon Lantern Oil SmallKey Small Key Compass 
Map (1st) (2nd) i 
SmallKey  BigKey Fairyina — Bomblings Seeds (50) Water 
(3rd) Bottle (10) Bombs (15) 
Arrows(20) Bombs (20) Arrows (30) Fairyina 
Bottle 






















ZASTLE: OVERVIEW #7 
hhe time has come to halt the evil thief, puppet master, and tyrant known as Ganondorf once and for all! He 
"holds the sway of power from an upper chamber—Zelda’s throne room in fact—and you must journey to this 
. tightly guarded area. Once Midna reveals the true power of her ancestors, you can finally enter Hyrule Castle 
of yout own free will, and wander the massive grounds locating chests, puzzles, keys, and an old fiend for oné more 
Bulblin battle! Once you've gathered all the Small Keys outside, head into the castle, where the toughest foes you've 
faced in your journeys have been summoned by Ganondorf to do battle in arenas. In between your swordplay, raid the 
castle's many chests before heading up the central tower, optionally opening a treasure trove, and finally facing your 
‘final foe for the ultimate confrontation! 


BEFORE YOU visit HYRULE CASTLE, MAKE SURE YOU HAVE: 
































< Proceed eastward, checking the 
imposing front steps and north door 
(which is locked), and smashing 
some crates and barrels for arrows 


@ Broucnt mutmpte Borties FiLteD with A BLUE 
Potion, Fairy TEARS, OR A FAIRY. 


@ Piacep your DousB.e ClAwsHOT.ON P SO YOU CAN 
ACTIVATE IT ON AND OFF QUICKLY. 






»y and Hearts. Then move to the far 
© northeastern part of the courtyard, 
where a similar battle occurs. Defeat more Bokoblins and a couple of 


@ The Hero's Bow within Easy access. 


@ Tre Macic ARMOR FOR RARE OCCASIONS YOU MAY NEED 


IT; PURCHASE IT FROM CASTLE TOWN. . r 4 
: wayward Kargaroks in an energy wall. When you're finished, inspect a few 


more barrels for arrows and a Heart, then depart via the northwest door. 





@ Compterevy Fitted your Giant Quiver, AND ALL 
Bom Bas; YOU DON’T WANT TO RUN OUT! 










4 @Compteren EVERY SINGLE OPTIONAL QUEST CHAMBER, Dy WESTERN 
CONTAINED IN THE PREVIOUS CHAPTERS I = 
(THERE'S NO TURNING BACK NOW). GROUNDS (14 F) 





> This leads to a second, just-as- 
imposing courtyard. Stand at the 
door, wait for a Bokoblin to saunter 
in to attack you, and drop it with your 
2 » sword. Remain where you are, and peer 
You arrive at the castle gates. The force field is present. Midna floats toward the cluster of barricades and 
away, and reappears as a gigantic force of destruction, plunginga three rickety towers ahead. Bring out the Hero's Bow and shoot each of 
shard of light into the field! You see a brilliant flash of white light, _ the three Bulblin Archers standing atop them. Then draw your sword, 
and Midna falls into your arms. The castle is accessible! walk forward, and finish a second Bokoblin near the first tower. Blast 
: some explosive barrels at the foot of this tower to clear the area. 
Cris 


MBER, 1 Py SOUTHERN > Once the Bulblin and Bokoblin 
GROUNDS (4 FP) welcoming committee is defeated, 

















search this area thoroughly. Shoot the 
explosive barrels from a distance, and 
optionally destroy barricades with your 
Ball and Chain. However, at the north 
end of this section of grounds are a couple of Bullbos, standing near the 
inner wall, and one of them is perfect for a bit of demolition. 


> Enter the huge 0 en 
southern courtyard ofthe 4 
castle grounds, and quickly 
investigate the area, Of 
particular interest are 
some Bokoblins standing 
at the far northwestern end. Fend off a Kargarok or two, 
and head to the Bokoblins. An energy field appears, and you 
must face four waves of Bokoblins. Fortunately, you can 





< Begin a rampage through this area, 
smashing as many wooden structures 

as you wish, but be sure you turn west, 
and ram through to the outer corridor, 





easily tackle them with sword strikes and your faithful spin 
attack. After the fight, investigate a couple of the nearby 
@ barrels for Hearts if you need them. 


§) shown here. Head north, to this rickety 
2 tower, and bash through it. Ahead are 
two more Bulblin Archers standing atop towers. Either ram them, or 
shoot them from afar. Then gallop forward until you reach the northern 
inner courtyard in these grounds. 














<< You're looking for a 
gap in the wall leading toa 
grassy area with six pillars, 
each with a wind fan atop it. 
} They seeth to be positioned 
Mina triangular pattern. 
Ignore them for the moment, and instead run through them 
to this gate. Unfortunately, it is sealed. However, there's 
something on the ground obscured by leaves. Bring out your 
Gale Boomerang and blow the leaves away; there’s the symbol 
of the Triforce, with a green “Z” through it! 


> Back up, 
face the gate, 
and target the 
front, middle 
left, middle 
right, and back 
middle pillars, 
in that order, 
with your Gale Boomerang. Launch it, the fans spin, and the 


gate opens! 


< Treasure Chest: Run 

} forward, through the wooden 
barred gate that rumbles 
open, and step into a relatively 
small stone room. In front of 
you is a chest. Pry it open, and 
take the Dungeon Map inside! Then smash the nearby barrels for 
a blue Rupee (5), and climb the ladder in this room. 











IGNORE IT FOR THE MOMENT AND COME 
BACK TO IT LATER. 


Bo 2, 
tf Dunceon Map 7 
BR Got THE DUNGEON Map! 

“) 

+ e 


) < Treasure Chest: At the 
top of the ladder, you find 
yourself on the top of the 


29 
f TREASURE | 
Cust #1: 
{ose 
(a 


inner wall. You can look out 
at the grounds where you 





- rampaged 29 oo 
with the Bullbo, then run south, following | TREASURE | 
Cnesr #2: 


Yetlow 
|, RUPEE we 


the wall to the end, where another chest 
awaits your pilfering! The reward is less 


than impressive! 


}> Leap down tothe ground §j 
below and move back to 
the wind pillars. That area 
of earth with the dig spot 
is looking more interesting 
by the second: Scrabble 
down there, and you appear in the adjacent 
cemetery, 













< The ‘pies are restless 
in this place! Once you’ ve Re 
emerged from your dig spot, 
you can begin torun around 
this eerie place, but stop and 
look east as soon as you enter 
the area. You're startled as you sense three ghostly soldier spirits 
standing on this hallowed ground. Watch them closely; they’re 
pointing to the south wall. 


> Progress.a little farther 
north, and you're accosted 
by a small group of Stalkins 
who emerge from the earth 
to thwart you. Spin attacks 
crumple them in seconds. 
Your progression north is stopped as a Stalfos rises from the 





























ground, and you cannot defeat it in wolf form, so change into 
Link. Bring the Bomb Arrows out, and blast it! It seemed to be 
guarding a small chamber with an unlit torch on either side. 


> Ifyou bring out 
your Lantern and 
attempt to light the ‘ 
torches, the rain 
that's falling in this 
area snuffs the fire 
out. Curses! There 





must be another 


way to open this gate, and there is; head to the northwestern area 
of this graveyard, and battle three Stalfos foes. 2) target, then 
flip backward and launch a Bomb Arrow for an acrobatic and 
impressive takedown! 


 < Then inspect the large 

] gravestones scattered around. 
This one, in the corner, reads 
“the cursed swordsman...sleeps 
@ before...the sacred tree” The 

P adjacent one reads “in the 
land...where the rain stops...the statue of time...moyes.’ There's 
another gate to a stone chamber with pottery in it near here, too. 













> The clues from the 
gravestones should lead you 
here, to the only tree in the 
graveyard, near the north wall. 
Change to wolf form, stand 
here, and you notice a circle 

of spirits all looking at the tree! Upon closer inspection, there 
appears to be a small rock half-embedded in the soil at the foot 
of the tree. Bring out a bomb, and place it here, then retreat. The 
rock explodes, exposing a floor switch! 








<< With the oil in your Lantern, light the torch +s ey 
inside the stone room you're in. Amazingly, the : 
: rain stops (but only for a short time, so hurry!). 
and the gate in the > . Quickly run to the other gate with the two 
‘west wall where zi ‘on torches outside, and light both of them before the 
the three Stalfos - rain returns. Inside are two owl statues. Bring out 
rumbles open. Inside isa bowlofLantern. your Dominion Rod and maneuver one statue southward. 
unlit torch, some pottery you can smash for a 
1¢ Rupee (5), and three chests! The largest of the 
three holds an orange Rupee (100), and the others 
holda red Rupee (20); and your least-impressive 
treasure chest prize ever: a green Rupee (1). Refill 
your Lantern using the oil in the bowl. 





















> The parchment note on the wall behind the 
owls gives yowa clue to where to place these 
statues. Bring the first and second statues over to 
the south wall, near the dig spot, and where the 
spirits are pointing to. Create two stepping stones 
and then bound up the left stone steps, and leap 





eH Be, across, accessing the upper part of this chamber. 
ewig Ee > Treasure Chest: Run up the steps and head 


OraNcE Rep Rupee inside a small stone antechamber with a barred 
({.Ruree (100) A (20) 4 gate and a chest behind it. Grab the nearby 
z, by i chain and pull it to access the chest. Inside is a 


2 
me a ow * Small Key. You've ae a search of the 
Crest #5: 8 Varco: Onn Ta } gtaveyard, so return to Chamber 2. 


Green Rupee! LANTERN! - a) Og 
1 7 ¥ i OY 
(1) —o a ) PT casonett SMALL Key 
ea OG a 3 CHeEsmt6: You Got A SMALL Key! THis 
OPENS A LOCKED DOOR, BUT 
SMALL Key ONLY IN THIS AREA. 
1 } 
oO oe © rc oy 


oe 


ca 


oe 








oH ). FE: Px ey and into a field. An energy wall closes around you, and out 
Crs MBER. 2s First RETURN TO trot eight olin Draw a sword and spin! a the wall 
5 N/ GROUNDS (1F) recedes, inspect this area; some grass to the east gives you a Heart. 
< Return to the wind fan pillars, 
and head west, through the gap in 
the wall. The Bulblin towers have 
been rebuilt, so turn north and 
secure a new Bullbo mount near 
» the two barrels you can smash for 
a blue Rupee (5) and a Heart, and careen through all the barricades, 
all the way back to the Southern Grounds. 


CHAMBER, 1: First RETURN 
TO SOUTHERN Grounps (1F), 
TO CHAMBER 4: EASTERN 


a A Continue your progress by heading east through the gap 

”) , . (Ae é ; apts 
GR .OUNDS) (1 F) in the wall the Bokoblin horde CUAO EE This leads toa 
pleasant and small formal garden, with some grass to slash for 
a Heart and to uncover a chain! Grab and pull this chain and a 
portcullis grinds open, allowing you to enter the north section 
of this chamber. Turn right after you pass under the portcullis; 
there's a blue Rupee (5) in the grass near the wall. Stride into the 



















<_ Once in the Southern Grounds, 
} you may be tempted to enter the 
main castle door. Don’t! You can 
attempt some optional exploration 
4 if you head across the grounds to 


1 open, and an energy wall forms. Who's there? An old friend...! 
the northeast door. Open it, and 












Kay Dulin eS ; oo 
Step 1: Ifyou 
recall the battle you 
had witll King Bulblin 
in his tent outside 
Atrbiter’s Grounds, you 
know how to defeat 
this hulking brute. First, dodge his giant axe by backing up 
when he raises the weapon. Fortunately, he swings it so slowly that its difficult, 
to actually get hit by it! Then roll around to his rear, and strike with three f 4 
quick slicing moyes, or spin attacks, or finish with a back slice. Continue \ 
this technique five or six times, and the brute finally yields! 














FMS. Warc our For Kine Butsun’s 


) FOUR-HEART DAMAGING SPIN 
H 
MP ATTACK IN THIS FIGHT. 





< Treasure Chest: With your Small Key in > Treasure 
F oie Key + hand (you should have two now; check the Chest: Run 
& ISS pele a screen's bottom-right corner, above your Rupee _ to the top of 
the DOOR, BUT ONLY IN count), you can inspect this area. Head north. the steps, and fe at 
3 MESES There's a small chest here near a patch of grass you're on top of We 


you can slice a Heart from. Claim the Rupee awall between the sections of grounds in this 

prize, then turn directly around and face south, _ chamber. Break open barrels along this wall for 

A difficult-to-spot staircase f: ss a Heart and a blue (5) and yellow (10) Rupee. 
= 


stands in the southwestern pe When you reach the gap in the wall lip to your 










corner of this section of the Reo Rupee left, carefully drop down to a lower ledge and 
grounds. Head here. 4 (20) a small chest. Claim a blue 2 . 
= Rupee (5) from a barrel on TREASURE * 
OK Cuest #8: 
this plinth, and a Red Rupee Rev Rupee 
(20) from the chest. 4 (20) 
wo G 





ce 


CHAMBER 1: SECOND RETURN TO SOUTHERN Grounps (IF) 
TO CHAMBER 5; GRAND CHANDELIER HALLWAY 


< Return to the Southern Grounds, and use Dead “i - an 
* Pr, is id Compass M4 
® the first of your Small Keys to open the main ps 





HEST #9: 
castle door and enter a grand and massive A, Nes 
» Compass -OMMSS 
chamber. There's very little time to marvel at A 5 Ai) 
B the chandeliers and ceiling structures as youre © pa) A) i 
® set upon by a gang of Bokoblins! Bring the (@ 
Master Sword out, and start a variety of your favored techniques. Spin attack the Pa 
three Lizalfos who join in after you dispatch the first wave of Bokoblins. Cop 





> Treasure Chest: A treasure chest appears ona ¥f 7 
balcony to the northwest, so run north, smashing 


> Prepare 
the pots here for a Heart, then turn and do the fonaleentid i 
same under the northwestern balcony; there's a battle, as 
Rupee and Heart in the pots here. A pot along aDarkine 


the east wall holds a blue Rupee (5). When 
you're done breaking pottery, climb up the small three-step staircase to the west. 
This gives you the height to Clawshot up to a chandelier, and dangle down, dropping enclosed combat arena! Don't panic. Remember 
to the chest. Inside is the Compass. When you've collected it, Clawshot across the the technique you used in the Temple of Time: 
chandeliers to the one above the north balcony, and land on it. Open the door. Wait for the Darknut to raise his weapon, leap 


as prssie7 3) 


strides toward 





you in an 


















tly! A chest appears on a ledge to the north. Move over and 
scoop more oil from a bowl into your Lantern. 






<> 
v0 Missixe Liss 60) 
1, BALL AND CHAIN BASHING 
is chamber is surrounded by suits of armor, and they can 
‘be bashed if you bring out your Ball and Chain. Expect to find 
Hearts, a blue Rupee (5), anda Rat in them! Remember to bash 
all the armor in the Connecting Corridors, too! 


CDR SO) 
io aa 


YOUR LANTERN! 
OG 


<< Treasure Chest: Now light 

the torches to raise three steps 
leading to the treasure chest. 
Unfortunately, once all three are lit, 
® the staircase doesn't ascend all the 
way to the ledge! Turn and target 
the torch on the eastern wall adjacent to the Lantern oil bowl. You 


must be standing on the upper stair (which is at ir ae 
ground level), and bring out your Gale Boomerang. ae 
Target the torch, snuff the fire, and the stair rises. PURPLE Rupee 

3 f (50) b 

Io) as 

< Head right from Treasure 


The chest contains a purple Rupee (50). 
Chest #10 first, and investigate the 


corridor rooms to the east. Smash 
a pot for some arrows, then once 
through the door, run across the 
blue carpet and engage two Lizalfos 
with skull masks, making sure you pick them off one at a time and 
dodge their attacks. Use Bomb Arrows immediately if you don’t want 
to use your sword. Smash more pots in the chamber for Rupees. 






























FORA LOT OF FREE ARROWS, TRY THIS TRICK: SMASH THE 

b POT BEFORE YOU ENTER THE BLUE CARPETED CHAMBER, 

) AND COLLECT THE ARROWS. ENTER THE CHAMBER, THEN 

— EXIT BACK INTO THE INITIAL CORRIDOR. THE POT HAS 
REAPPEARED! SMASH IT AGAIN FOR MORE ARROWS, 
= AND KEEP THIS UP FOR AS LONG AS YOU WANT! 


» The door to the south is still 
barred, and there seems no 
way through. Before you begin 
" a fruitless search for keys or 







ie) enemies, look at this painting of 
the castle (the only one in 
the room), and turn into the wolf. Switch on your sense 











. ¥ 





view to see spirits pointing at the wall luce your Bomb — 
Arrows, and fire at the painting. The door opens! 


< Enter this next chamber 
and strengthen your resolve. 
Two Darknuts guard this area! 
You must fight them both, but 
not at the same time. Edge 
down the side of the corridor, 
or fire a Bomb Arrow, and coax one of the Darknuts forward. 
Then engage him in battle at the north end of the corridor. The 
second Darknut remains stationary unless you head too far 
south, so don't! Then attack the other Darknut, and once both 
are defeated, scour the pots for Hearts and Rupees. There's a blue 
Rupee (5) in one of the armor suits, too! ; 


CHAMBER 5: FiRsT RETURN TO 
GRAND CHANDELIER HALLWAY 
(2F), Back TO CHAMBER 6: 
First RETURN TO CONNECTING 
Corripors (2F) 
defeat the Darknut duo, the 


doors unseal, allowing you out be os ya : bitegr es | 


onto the southeast balcony, P . a 
where you can open a chest SS &. 
containing a purple Rupee (50). — . 

Turn and check the opposite side of the balcony to find a floor 


switch. Stand on it, and another chest appears, 9&9 by 
f TREASURE i) 
Cust #11: 


in the northeast balcony that's too high to 
[PURPLE Rupee} 
{ (0) 4 
or 


reach. Return to where you ransacked Treasure 
Chest #10 and check the other corridors. 

<< Head left from Treasure 
Chest #10, and you reach a 


corridor with four unlit torches 
at the south end. As you reach 

® there and bring out your 
Lantern, you're set upon by a 
large flock of Keese, so bring out the sword and wave it rapidly! 
Then inspect the torches. Through trial and error, you'll realize 
they each take a different amount of time to go out. If you get 

all four lit at once, the locked door to the south opens. Here's the 
order to light them: 


» Treasure Chest: After you 









First torch: Southeast. Second torch: Northwest. Third torch: 
Northeast, Fourth torch: Southwest. 








southwest of 
Chamber 5, and 
the doorstlock 
® and seal. Prepare 
for a bruising battle against two armored Dynalfos! 
Remember your tactics of dodging around and 
striking them in the tail, then counterattacking 
after they swing their axes. The roll and back slice 
is an excellent technique, too! Smash some pots for 
Hearts in this room; you may need them! 
7 U Vi <5 eo oy N 
CHAMBER 5: SECOND 
N u N 
RETURN TO GRAND 
1 U mn 3 U IS v In} @ 
CHANDELIER Hattway (2) 


> Now open the 
doorleadingto @ 
the southwest 


















A 
7 CAST 


< Head back to the Connécting 
Corridors via chandelier.and Clawshot, 
and exit via the southwest corridor where, 
you fought the Dynalfos. You emerge’on 
the Castle Battlements! Head straight 
forward, toward a large tower at the outer 
edge of the grounds. An Aeralfos swoops in to intercept you. Remember 
your takedown technique from the City in the Sky. Wait until it hovers, 
Clawshot the shield after @ targeting, then hammer him with your sword! 
been defeated and the energy field lifts, i 

run to the base of the tower, and claim the 


Small Key from the chest inside. Smash wie 








}> Treasure Chest: Once the Aeralfos has 








iad in i to the middle of the 
Chamber 5, an battlements. There's a 
stand on the 


floor switch. This lowers a chandelier and allows 
you to reach the chandelier in the northeast 


the other tower. 
corner where you recently summoned a chest. 


time to claim 
what's inside; 
you fought hard 
enough for it! 
Drop to the first floor and aim your Clawshot at 


the chandelier you just lowered. g al 
TREASURE * 
Cuesr #12: 7° 


Propel yourself up and toa second 
Sitver Rupee 
f (200), 
To rel 


chandelier until you're above the 
COANE ANID 





northeast balcony. Drop down and 
claim the huge Rupee prize! 





Ve 


< Enter the door, and you find 

yourself in a reasonably large and 

boxy room with a variety of gaps in 

§ the floor. Upon further investigation 
you realize that most of these floor 

® blocks are unsafe and cause you to fall 

into the bottomless pit beyond! You must call on the spirits to guide you. 





Change to wolf form and switch on your sense view, and you see a number 
of spirits. Step only on the blocks they point to, and carefully walk to the 
subsequent spirit. Keep this up until you reacha half-collapsed staircase. 





door to the north, but 
head down the ramp to 





Big Key! Head back and up the exterior ramp to the locked door. 
9 
i TREASURE 
Chest #14: 
Bic Key 
oe “ 


; COLLAPSING CHAMBER AND STAIRCASES (3F' 10 4F 
‘3 







the blue Rupees (5) and Heart out of the 
Se SAR. 
is SMALL Key | 
You Gor A SMALL 


barrel, then retrace your steps. Head east, 
oe = 
* TREASURE | 
“t Cuesr #13: 7° 

Key! THis PENS A 

& LOCKED DOOR, BUT 

cS ONLY IN THIS AREA. I 
i IS a io 


A SMALL Key 
4 
le roto) OG? 
< Treasure Chest: You wave at your 


= =r Ed 


companions, and they wave back. 
Rusl is carrying his hawk, and they're 
all here to help. While they secure the 
® grounds, you must fight to the top of 
the castle, and the chest ahead of you 
will get you there. Pry it open for the 


Se Ors 


Bic Key 4 
f You Got THE BiG. Key! Tris 


OPENS A LOCKED DOOR, BUT 


‘ONLY IN THIS AREA. b 











<< Change to Link when 
you reach the steps, then 
carefully leap across the 
gaps, all the way to the 
small connecting chamber, 
Two Lizalfos are waiting to 
pounce, but if you stay at the top of the stairs, you can fire a Bomb 
Arrow and defeat them without brandishing your sword. Or, you 
can attack them with your preferred combo: Collect one Heart 
from the crates and barrels, then move to the next staircase up. 















there are gaps here you cannot jump, 
so bring out your Double Clawshot, 

“and fire at the sconces clamped to each 
2 wall. The pictures adjacent show which 
ices to aim at. You must land on the right side of the steps at the top, 
















rop'to the top of the steps, and 
Yyenture into another connecting q 
chamber. Two more Lizalfos are waiting 
to run in and attack, and once again, 
I you can resort to Bomb Arrows from 
range, or run in and execute a spin 
attack and take them both down with a single, well-timed blow! Smash 
the nearby barrels and debris for a Heart and arrows. 






anymore; it’s more of a 
fissure! Spike spinners 
zip back and forth, and 
you must activate your 
Spinner too. Simply journey up the left side of the fissure, 
then jump to the other wall and dodge the spiked spinners. 






> The final chamber 
awaits! Before you reach 
it however, you must face 
another Darknut who 
guards the door that the 
Big Key fits. Bring your 
quickest reactions to this combat, defeating the fearsome foe 
using the techniques you attempted earlier. Remember that 
there are casks around the perimeter to smash for Hearts. 





x0 ‘Thos eRaxoscr us Casas Tass Tove 38 





















CHAMBER 9y CasriE HYRULE TREASURE Room 

> With the Darknut defeated, you can unlock the door with the two Lanterns either side of it. But wait! First i eee, 

check the door to the west, which requires a Small Key. This is also why you should have thoroughly explored the 
castle (and followed the earlier tactics), because you can make it all the way here without a second key! Check 
back through the treasure chests and King Bulblin battle to see which one you missed. Or, if you have the key, head 
on through to fabulous riches! 


Treasure Chests: There are Hearts and green (1) and blue (5) Rupees in the pots and crates. In the northwest corner of the room is a 
pot with a Fairy in it (next to the suit of armor). The following items are ayailable from the large chests in this chamber: 





o8 29 ° as 9. 9 On. m 2 BO G80 ome 2 
The following ~ j TREASURE i) ” TREASURE ; TREASURE i} TREASURE | * TREASURE i) f TREASURE | ; f TREASURE * 
items are Cnest #15: Cuest #16: Cnest #17: Cnesr #18: Cuest #19: Cnest #20: Cuest #21: 


. <fPurpte Ruret <f Bomeuncs Sitver Rupee Sees (50) ORANGE Biue df  Yettow 
BEADS oN Ae d 60) } 4 (10) f (200) } ‘ d } @:Ruree co) { Rupee (5) b 4 Rupee (10) " ; 
small chests in = Is ~ : aS Cs = ha aS oS = 
this chamber: 3 O09 > 9 Zo os 

TREASURE i} Qf Treasure } TREASURE ’ TREASURE | Treasure }) ({° Treasure 3 
Cnest #22: Cuest #23: Cuest #24: Cuest #25: Cnest #26: Cnest #27: 
Rep WATER ‘Arrows (20) }, Bomes (20) GREEN Arrows (30) 
j,Ruree (20) 8) _(sBomes (15). aD. 4s A Ruree(1) p(y 4 
7) Ge 20 6 ‘eo Be oe _ 68 5 UBS Om PO G 


eof Thor G Prerne cor nnn Command iS 


CoLtapsinc CHAMBER AND STaiRcAsES (4F), TO 
VJ 


CHAMBER 10; GANON’S INNER, SANCTUM: (4F To 5F) 





< The time has now 
come! You must 
venture forward 
and enter the upper 
tower of Castle 
Hyrule. Unlock the 

) heavy chained lock, 
i) and step through to face your destiny. The fate of Hyrule 
(4 rests on your shoulders. Good luck! 


Stop! SAVE YOUR GAME RIGHT AT THIS POINT, BEFORE YOU UNLOCK 
THE DOOR. THIS IS THE VERY LAST OPPORTUNITY YOU HAVE TO 
COMPLETE ANY REMAINING TASKS OR OBJECTIVES, OR GRAB ITEMS. IF 
YOU QUIT, THEN RETURN TO THIS GAME, YOU'LL BEGIN AT CHAMBER 
ge 1, BUT ALL ENEMIES ARE DEFEATED, CHESTS OPENED, AND 
). DOORS UNLOCKED. DON’T ENTER THIS DOOR UNTIL 
YOU'RE SURE YOU WISH TO FACE THE EVIL PUPPET 
= MASTER OF ZANT, AND THE TRUE POWER 


BU Oe BEHIND THE TWILIGHT THRONE! 
AS 








SPRIMAO 











the goddesses can obtain. He was once the leader of a tribe of thieves a 
by the Sages. At the very moment of his 


Hyrule Castle 


& EC 


a true power that only those chosen by 
ttempting to take over the kingdom, but he was captured 


ution, his power woke, and he survived. The Sages concealed Ganondorf’s body 


\ and power in the Twilight Realm, but it didn't stay hidden for long, and he soon began to control a member of the Twilit King’s 


entourage: Zant. Ganondorf is evil and considerably powerful. 





Step 1: The 
possessed Zelda 
is your first 
adversary, and 
she wields the 
same power as 
Ganondorf. She 
floats about the chamber, creating a triangular field 









of energy. Flip back out of it as it forms so you aren't 
stuck in the middle of it. These fields gradually get 
larger as the combat progresses. Puppet Zelda raises 
her sword when she is about to conjure, so flip away 
immediately! 










farther away 


Step 3: After Midna thrusts light back into Zelda, 
Ganondorf changes form into a hideous beast with 
a flailing mane and white eyes. As soon as the beast 
charges, roll out of the way. He then warps out of Step 4: As 
existence and creates a series of portals, one ata 
time, throughout the room. Turn and watch each 
portal with your Hero's Bow primed. When a blue 
portal is created, Ganon is about to appear. As soon 


out of a blue 


as he charges, fire a single arrow into the white stone the option to push with ®. Do this 


between his eyes. Roll to the side immediately to and Midna’s 


avoid his slide. 


5 4 AT THIS POINT YOU MIGHT WANT TO SECURE 
- HEARTS AND ARROWS FROM THE POTS. 
] SURROUNDING THE THRONE ROOM. RUN 
;, AROUND COLLECTING THEM, THEN RETURN 
fF) TO FOCUSING ON GANON. 





= 


Battle 1s Camonts Puppets Zalila 


Battle 2s Dak Beast Ganon 


Step 4: The 


Ganon is when 
you shoot, the less 
likely you are to 
be knocked down 
by his slide. As he 
slides, bring out your sword, @ target the white split in his belly, and slash away 
until he howls in anguish! The best combo is three slices and then a great spin. 


stop working, change to wolf form 
and face down Ganon as he charges 


before he strikes you, you're given 


Ganon about the head. Press © 












Step 2: After about two of these energy fields 
(Zelda’ attacks are random), Puppet Zelda 
summons a large white energy ball from her 
sword, and casts it down at you. Instead of 
attempting to bounce this back with your shield, 
@) target and time a single slash just as the ball 
reaches you (attempt this early). 
The ball ricochets and strikes her. 
Once this strikes her, repeat Step 
1. You have to bounce three energy 
balls back at her, and she can deflect 
your return up to four additional 
times before she succumbs. 





‘Threat Meter 


ae || 











‘Threat Meter 


Repeat this two or three more times. 


soon as the arrows 

portal. A second 

arm extends and grabs © 
or © to throw him, as you would a goat—a giant, demonic goat! 


Once Ganon slides onto his side, transform into Link and @) 
target and follow him, and attack his belly as before. 
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Give: Dungeon 2: CoronMines a Double Clawshot __ Dungeon 7: City in the Sky a 
Fused Shadow #2 Dungeon 2: Goron Mines o 
Scent of lia TanayrurProvince) Hycule Field (North) a Pieces or Heart 
Big Wallet Lanayru Province; Castle Town (Agitha’s Castle) Q NAME LOCATION Gort lt? 
Pe iaror Eldin Pravinesy Kakariko Village (Graveyard) a Piece of Heart #1 Faron Province; Faron Woods a 
Fused Shadow #3 Dungeon 3: Lakebed Temple a Piece of Heart #2____ Dungeon 1: Forest Temple 0 
Poe Souls (chart) __Lanayru Province; Castle Town (Jovani’s House) a Piece of Heart #3 Dungeon 1: Forest Temple a 
Master Sword Faron Province; Sacred Grove a Piece of Heart#4 Faron Province; Hyrule Field (South) gq 
Big Quiver Lanayru Province; Castle Town (STAR Tent) g Piece of Heart #5 Eldin Province; Hyrule Field (Kakariko Gorge) Q 
Magic Armor Lanayru Province; Castle Town a Piece ofHeart #6 Ordona Province; Ordon Village (Ranch) ag 
po Ele eee eae - Piece of Heart #7 Dungeon 2: Goron Mines qa 
Poe Scent Dungeon 4: Arbiter’s Grounds a ey ee EN 5 
Reekfish Scent Lanayru Province; Zora’s Domain a eee angen 2 Goren Sines 
ee aD Dungedh 5: Snavinea KARR 7 Piece of Heart #9 Eldin Province; Kakariko Village F) 
Cinema Tihayra aE Ca “Town (Agithals Castle) 7 Piece of Heart #10 __Eldin Province; Kakariko Village Qa 
MiteeChard #3 Dungeon 6::Temple of Time 7 Piece ofHeart #11 Edin Province; Kakariko Village a 
Medicine Scent Lanayru Province Castle Town (Borville’s Office) Q Piece of Heart #12 Eldin Province; Death Mountain (Trail) Qa 
Mirror Shard #4 Dungeon 7: City in the Sky a Piece of Heart #13___Eldin Province; Hyrule Field (Bridge of Eldin) a 
Giant Quiver Lanayru Province; Castle Town (STAR Tent) Q Piece of Heart #14 Edin Province; Hyrule Field (Kakariko Gorge; id 
‘ BUrroNtrEMs Lantern Cavern #1) 
Piece of Heart #15 __Lanayru Province; Lake Hylia oO 
NAME Location Gort It? "Piece of Heart #16 Lanayru Province; Lake Hylia (Lantern Cavern #2) ) 
Fishing Rod Ordona Province; Ordon Village a = SEs = 
: - : = jiece of Heart #17 __Lanayru Province; Fishing Hole a 
potest Ordona Province; Orden lise oernesuudkies) = Piece of Heart #18 Lanayru Province; Castle Town a 
Bee Larva Ordona Province; Ordon Village (Sera’s Sundries) Q Piece of Heart #19" 2 Dungeon 3: Yalesbed Temple a 
Milk Ordona Province; Ordon Village (Sera’s Sundries) a eT «Po ey 3: Lakebedl Temple a 
Slingshot Ordona Province; Ordon Village (Sera’s Sundries) Q Disae of Hearts REM, BIG. A 
Joes se todas Le onl 2 Piece of Heart #22 __Eldin Province; Hyrule Field (Bridge of Eldin) a 
2 eee OUT i : Piece of Heart #23 Lanayru Province} Lake Hylia (Lanayru Spring) a 
Red Potion Faron Province; Faron Woods a : : 3 
ince; = Piece of Heart #24__Lanayru Province; Lake Hylia a 
Eoiriee2 Eston ravens gee Woods . Piece of Heart #25 Eldin Province; Hyrule Field (Bridge of Eldin; a 
Gale Boomerang Dungeon 1: Forest Temple Q Lava Cavern) 
Fairy Dungeon 1: Forest Temple Q Piece of Heart #26 Desert Province; Arbiter’s Grounds (Exterior) is} ' 
Qoccoo Dungeon 1: Forest Temple g Piece of Heart #27 ___ Dungeon 4; Arbiter’s Grounds a 7 
Qoceoo Jr. Dungeon 1: Forest Temple o Piece of Heart #28 Dungeon 4: Arbiter’s Grounds a 
Iron Boots Ordona Province; Ordon Village (Bo's House) a Piece of Heart #29 __Eldin Province; Hyrule Field (Bridge of Eldin) _ a 
Red Chu Jelly Lanayru Province; Hyrule Field (Great Hylian Bridge) Piece of Heart #30) Lanayru Province; Hyrule Field (East Gate)/ 9 
Purple Chu Jelly Lanayru Province; Hyrule Field (Great Hylian Bridge) _@ Hyrule Field (North) Path ? 
Hot Springwater Eldin Province; Kakariko Village a Piece of Heart #31 ___ Dungeon 5: Snowpeak Ruins a 
Hero's Bow Dungeon 2: Goron Mines a Piece of Heart #32 __ Dungeon 5: Snowpeak Ruins g 
Bombs Eldin Province; Kakariko Village (Barnes’ Bombs) r) Piece of Heart #33 Peak Province; Snowpeak Snowboard Area) a 
Hawkeye Eldin Province; Kakariko Village (Malo Mart) Q Piece of Heart #34__Lanayru Province; Hyrule Field (North) i) 
Blue Potion Eldin Province; Kakariko Village (Goron Vendor) a Piece of Heart #35 ___ Dungeon 6: Temple of Time a 
Yellow Chu Jelly Eldin Province; Hyrule Field (Kakariko Gorge; a Piece of Heart #36 Dungeon 6: Temple of Time g 
Lantern Cavern I) Piece of Heart #37 __ Faron Province; Sacred Grove a 
Bomb Bag #2 Lanayru Province; Upper Zoras River (Iza's Boat Ride) Piece of Heart #38. Eldin Provinces Hidden Village a 
Giant Bomb Bag Lanayru Province; Upper Zoras River (Iza’s Boat Ride) _@ Piece of Heart #39” Faron Provitieey arent Wands a 
Bottle #3 Lanayru Province; Fishing Hole ] Piece ofHeart #40 __Eldin Province; Hyrule Field (Bridge of Eldin) o 
Bomb Bag #3 Lanayru Province; Zora’s Domain (‘Throne Room) a Piece of Heart #41 “Dungeon 74 Gityin fe Sly aT 
Clawshot Dungeon 3: Lakebed Temple Q Piece of Heart #42 Dungeon 7: Cityin the Sky a 
Rare Chu Jelly Ordona Province; Ordon Village (Ranch) Q Piece of Heart #43 __Eldin Province; Hyrule Field (Kakariko\Gorge)_ a 
Bomblings Eldin Province; Kakariko Village (Barnes’ Bombs) Qo Piece of Heart #44 Dungeon'8: Palace of Twilight ; a 
Bottle #4 Lanayru Province; Castle Town (Jovani's House) Q Piece of Heart #451 Dungeon'8: Palace of Twilight uke a. 
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” - Task 8: Return to Ordon Village, 


"Forest ee a 


and Prepare for the Big Day. 


the Twilight Pri 
Task 3: Find a Sturdy Sword and Shield... 
speak with the Spirit of Faron Spring. 
‘Task 5: Locate All 16 Twilit Parasites... 
Task 6:Learn Your First Hidden 
Skill and Enter the Forest Temple... 
DunGEon 1: THe Forest TeMPLe 
‘Task 1: Secure the Second Monkey... 
‘Task 2: Free the Third and Fourth Monkey: 
Task 3: Battle the Bad Baboon named Ook.. 
‘Task 4: Find the Fifth Monkey 
Task 5: Obtain the Big Key. 
Task 6: Save the Sixth Monkey. 
Task 7: Escape with Monkeys Seven and Eigh 
Task 8: Defeat Twilit Parasite Diababa.... 
Overwor-o: Tue Epic JouRNEY BeciIns—FRoM 
FARON PROVINCE TO THE GORON Mints .......96 
Task 1: Smell the Scent, Learn of Danger. 
Task 2; Explore the Twilight Village of Kakariko.... 102 
Task 3: Fill the Vessel of Light with 
‘Tears from Parasites...... 
‘Task 4: Find the Location of the White Wolf... 
“Task 5: Find Mayor Bo, and Learn 

the Secrets of Sumo... 
Task 6: Defeat King Bulblin and his Hordes 
Task 7: Obtain the Hylian Shiel 
Task 8: Meet Gor Coron, and Gain 
Access to the Goron Mines... 
DUNGEON 2: GoRON Mines 
Task 1: Locate the Volcano Center and Forge 
‘Task 2: Find the First Key Shard from Gor Amoto. 
Task 3: Journey to the Mine Loading Docks... 
‘Task 4: Obtain the Second Key Shard 
from Gor Ebiz 
Task 5: Battle the Feared Goron Dangoro 

for the Hero's Bow 
Task 6: Complete the Key Shard from Gor Liggs. 
Task 7: Search for the Great Volcanic Passage 
Task 8: Change the Fate of the Gorons: 

Fight Fyrus! 
OVERWORLD: JOURNEY THROUGH LANAYRU 
Province: PusHinc BACK THE TWILIGHT ....154 

Task 1: Purchase Some Bombs in 

Kakariko Village . 
Task 2: Locate and Retrieve All Newly 

Ayailable Items and Treasur 
Task 3: Find the Scent of Ilia 
Task 4: Locate Telma’s Bar in Castle Town 
Task 5: Journey to the Domain of the Zo: 
‘Task 6: Restore Warmth to Zora’s Domai 
Task 7: Locate All 16 Twilit Parasites: 

Face Twilit Bloat... 











































































© Task 1: Thoroughly Explore Lake Hylia 


ask 2: Learn to Fly by Fowl 
“ Task-3 Complete an Exploration 
of Lantern Cavern I) ae roneer 165) 
Task 4: Thoroughly Explore the Fields and River... 191 
Task 5: Thoroughly Explore Castle 








Town and Southern Fiel seensse 200, 
Task 6: Escort Telma, Ilia, and Prince Ralis 
«Safely to Kakariko Village... 206 





Task7: Obtain the Zora Armor.. wen 209, 
Task 8: Locate all the Underwater Bomb Rocks, 
‘Then Enter the Water Temple... 
DUNGEON 3: LAKEBED TEMPLE . 
Task 1: Enter the Connecting Bridges, 
Fight Enemy “Lizalfos" .. 
Task 2: Open the Locked Door in 
the Hub Chambe: 
Task 3: Open the Floodgate in the First 
Reservoir Tower.. 
Task 4: Locate the Fabled Clawshot from 
a Bloated Deku Toad... 
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Task 7: Find Both Pieces of Heart.. 
Task 8: Defeat Twilit Aquatic Morpheel. 
Overwor.b: THE GREAT HYLIAN TREASURE 
Hunt, AND SEARCH FOR THE MIRROR OF 
Twiuicut Becins... 
Task 1: Journey to Princess Zelda... 
Task 2: Obtain the Master Sword... 
‘Task 3: Begin to Hunt for Treasure and Imp Poes, 
Across the Land srcractsasetetsncecteetececrecssessensersesesee DOA 
Task 4: Repair the Bridge to Castle Town -waseu259 
Task 5: Continue to Hunt for Treasure and 
Imp Poes, Across the Land... 
Task 6: Obtain the Magic Armor... 
Task 7; Continue the Hunt, Enter 
the Gerudo Desert .crccesreeseenseensneensneensaeenses 200) 
‘Task 8: Locate the Entrance to Arbiter’s Grounds.....275 
DunceEon 4: Arsiter’s GROUNDS... 
Task 1: Gain Entrance to the Grand 
Ceremonial Hallwaysnmn 
Task 2; Locate and Defeat the Second Poe... 
Task 3: Locate and Defeat the Third Poe... 
Task 4: Locate and Defeat the Fourth 4 
and Final Po. 
Task 5: Defeat Death Sword in Battle; 
Obtain the Spinner. 
Task 6: Obtain the Big Key.. 
Task 7: Ascend the Great Spiral Shat 
Task 8: Defeat Twilit Stallord in Combat. 
Overwor.p: CLIMBING 
SNowPEAK MOUNTAIN 
Task 1: Locate All Available Items 
with the Spinner.. 
Task 2: Learn the Scent of the Reekfish... 
Task 3: Climb to the Summit of 
Snowpeak Mountain. 
Task 4: Gain Entry to Yeto's Abod 
Dunceon 5: SNowPEAK RUINS 
Task 1: Try Yeto’s Simple Soup... 
Task 2: Locate the Bedroom Key (First Attempt) 
Task 3: Defeat Darkhammer, Claim 
the Ball and Chain... 
Task 4: Sample the Superb Soup 
Task 5: Defeat all Imp Poes 
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the Bedroom Ledge. 
‘Task 7: Locate the Bedroom Key (Firial Attempt) “330 
‘Task 8: Battle Twilit Ice Mass Blizzeta....... 
OveERWORLD: RETURN TO THE SACRED 
(GROVE, AND A TREAD THROUGH TIME .........+ 334 
Task 1: Thoroughly Hunt for Items 

around Snowpeak Mountain 
Task 2: Find the Golden Cucco. 
Task 3: Follow and Fight the strange Skull Kid. 
‘Task 4: Obtain the Giant Wallet.. 
Task 5: Enter the Temple of Time 

DUNGEON 6: TEMPLE OF TIME 
Task 1: Defeat your First Armos, the 

Mechanical Guardian...... 
Task 2: Unlock the Door in the Central 

Mechanical Platform Chamber. 
Task 3: Locate the Big Key... 
Task 4: Face the Deadly Darknut in Combat. 
Task 5: Maneuver the Statue over 

the Scales of Time 
Task 6: Collect Both Heart Piece: 
‘Task 7: Reach the End of the Crumbling Corrido: 
Task 8: Defeat Twilit Arachnid Armogohmal....... 

Overwortp: ASCENSION TO THE 

City IN THE Sky... 
Task 1: Jog Ilia’s Memory with a Wooden Statu 
Task 2: Assault the Hidden Village; 

Rescue Impaz... 
‘Task 3: Restore Power to the Dominion Rod 
Task 4; Locate all Six Sky Book Characters... 
‘Task 5: Head to the Heavens... 

DUunceon 7: City 1N THE Sky .... 
‘Task 1: Enter the Central Fan Chamber. 
Task 2: Obtain the Small Key. 
Task 3: Defeat the Dynalfos Duo. 
Task 4: Fly to the Great Wind Tower 
‘Task 5: Battle the Aeralfos....... 
Task 6: Locate and Enter the Peahat Garden: 
Task 7: Activate the Fan Turbine in 

the Central Chamber. 

Task 8; Defeat Twilit Dragon Argorol 
OveRworp: THE Finat CHests AND 
ASSEMBLING THE MIRROR OF TWILIGHT....... 396 

Task 1; Obtain All Remaining Chests 

Using Double Clawshot..... 
Task 2: Obtain the Giant Quiver... 
Task 3: Collect All Remaining Poe Souls, 

Meet Jovani and Gengle 
Task 4: Assemble the Mirror Shards... 

DuncEOn 8: PALACE OF TWILIGHT. 
Task 1: Obtain the First Sol Sphere. 
Task 2: Return the First Sol Sphere 

to the Plateau 

Task 3: Obtain the Second Sol Spher: 

‘Task 4: Return the Second Sol Sphere 

to the Plateau... 

Task 5: Gain Access to the Battlements 

Task 6: Obtain the Big Ke 

Ta: Gain Access to Zant's Throne Entrane 

Task 8: Battle Usurper King Zant. 
Dunceon 9: Hyrute Caste 

Task 1: Solve the Riddle of the Grave; 
efeat King Bulblin in Final Combat 
xit to the Battlement: 

Task 4: Travers 

and Staircases 
Task 5: Ransack the Castle's Treasure Trove. 
Task 6: Prepare for Final Combat! 

Boss Battie! GANONDORF.... 

LEGENDARY CHECKLIST... 
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